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INTRODUCTION 


The name’s DS... RGDS, the Retro Gaming Discussion show. 
A free podcast where we talk about all things Retro Gaming 
related. 


On the 1st March 2023, fuelled on the fun of playing the 
recent GoldenEye N64 game on the Xbox One, X/S and 
Nintendo Switch. It got us excited enough, to play every 
single James Bond video game in existence, and then do a 
podcast about almost all of them. 


It was a lot of fun to do, and it was the perfect time to do it, 
with it being the 70th Anniversary of James Bond being first 
introduced in the novel Casino Royale by lan Fleming, on the 
19th April 1953. If that wasn’t enough, October 2022, was 
the 60th Anniversary for the first James Bond films were 
released. Finally, it is the 40th Anniversary of Bond being in 
video games. So, we have a hell of a lot to celebrate. 


As fun as doing the podcast was, | realised there was oodles 
of research | had done for the episode, that | hadn’t used, 
due to time constraints of an already super long podcast 
episode. So, in addition, | thought it would be nice to do 
another one of my free accompanying digital books, to truly 
celebrate Bond properly and give him the celebration he 
deserves. 


This is an unofficial fan made book and | of course do not 
hold any of the copyright, but | hope that those individuals 
will see this for what it is, a purely fan made, totally free, 
love letter to Bond and its video games. Being there purely 
for people to enjoy. 


Consequently, | am happy for any site or person to share or 
host the book, with my only goal for as many people to 
enjoy the book as possible. All | ask is drop a review for the 
podcast, or thanks if you enjoyed. 


So, don your tuxedos, put the podcast episode on, sit back 
and sup on your vodka martini as we take you through every 
James Bond video game, and oodles more. 


COIN TENTS 


008 = - What is the RGDS Podcast? 
010 ~—~=_- lan Fleming 
ess 012 - The Films 
016 -The Name’s Bond 
020 ~~ = - The Villains 
024 = -The Cars 
030 = - Bond Girls 
035 ~~ - Music of Bond 
036 ~=- The Books 
ae) 038 8 - Vodka Martini Recipe. 
adaenaiiaeaaiaaaa 039 ~=-The Video Games. 
040 ~~ - Shaken But Not Stirred (1982/83) [ZX Spectrum]. 
046 = -James Bond 007 (1983) [Various]. 
052. -A View To A Kill : The Computer Game (1985) [Various] 
062 -AViewTo A Kill (1985) [PC and Mac] 
064 ~—=-- Goldfinger (1986) [PC and Mac] 
066 ~~ - The Living Daylights (1987) [Various] 
082 ~=-- Live and Let Die (1988) [Various] 
094 ~ _- Licence To Kill (1989) [Various] 
114 -ZX Spectrum +2 : James Bond 007 Action Pack (1990) 
118  -The Spy Who Loved Me (1990) [Various] 
140 ~=- James Bond: The Stealth Affair (1990) [Amiga, ST & PC] 
158  -The James Bond Collection (1991) [Various] 
164 -James Bond Octopussy (1992) [ZX Spectrum] 
168 -James Bond Jr (1992) [NES] 
170 = - James Bond Jr (1992) [SNES] 
174 ~~ - James Bond 007 : The Duel (1993) [Master System, Game Gear] 
190 -James Bond 007 : The Duel (1993) [Mega Drive] 
224 -007 GoldenEye (1995) [Tiger Dedicated LCD Handheld] 
226 - GoldenEye 007 (1997) [N64] 
270 = -James Bond 007 (1998) [Gameboy] 
284  -007: Tomorrow Never Dies (1999) [PS1] 
294  -007: The World Is Not Enough (2000) [N64] 
318 -007:The World Is Not Enough (2000) [PS1] 
326  - 007: Racing (2000) [PS1] 
336 -007: The World Is Not Enough (2000) [Gameboy Color] 
340 ~=©- 007 : Agent Under Fire (2001) [PS2, Game Cube & Xbox] 
358 = - 007: Nightfire (2002) [Xbox, PS2 & Game Cube] 
374 - 007 : Nightfire (2002) [PC & Mac] 
384 -007: Nightfire (2003) [Gameboy Advance] 
388  -007: Everything Or Nothing (3003) [Gameboy Advance] 
392 -007: Everything Or Nothing (2004) [Xbox, Game Cube & PS2] 
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- GoldenEye : Rogue Agent (2004) [PS2 Xbox and Game Cube] 
- GoldenEye : Rogue Agent (2004) [DS] 

- From Russia With Love (2005) [PS2, Xbox and Game Cube] 
- Quantum Of Solace (2008) [PS3, Xbox 360, Wii, Windows] 
- Quantum Of Solace (2008) [PS2] 

- Quantum Of Solace (2008) [Nintendo DS] 

- 007 : Blood Stone (2010) [ PS3, Xbox 360 and Windows PC] 
- 007 : Blood Stone (2010) [Nintendo DS] 

- GoldenEye 007 (2010) [Wii] 

- GoldenEye 007 (2010) [Nintendo DS] 

- GoldenEye 007 : Reloaded (2011) [PS3, Xbox 360] 

- 007 : Legends (2012) [PS3, Xbox 360, Wii-U, Windows PC] 
- Goldfinger 64 (2017) [N64] 

- James Bond Will Return... 

- Phone-y Games 

- The Spy Who Cloned Me... 

- The Name’s Board...Game Board... 

- Show Me The Money... (How did the games and films sell?) 

- Thanks and Acknowledgements. 

- Don’t Be A Stranger. 
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What is the RGDS Podcast? 


The Retro Gaming Discussion Show (RGDS) podcast is a totally free UK podcast that covers all things Retro 
video gaming in all eras. Originally founded by Andy Godoy (who also co-created Retro Asylum) it has 
continued with a group of like-minded retro gamers, who do the podcast completely free in our spare time. 
Our only goal is to offer a place for like-minded souls to get together and share our passion and hobby. 


All are welcome, and the best way to join us is via our Discord channel https://discord.gg/et5rjQWm 
where us and our are listeners do game clubs, Manic Miner multiplayer and general chat and support. We 
also try to do yearly meet ups to Arcade Club in Bury near Manchester (in the UK), which has been hugely 
popular. 


So Who are the hosts? 


Paul Driscoll (AKA The Drisk & author of this book), has been an avid video game player 
and pixel lover, ever since he could remember. Then thirteen years ago he started to 
compile on his @TheDrisk You Tube a Video series on the history of video game, to give a 
| more worldwide slant to the story usually told. Since then he was a host at Retro Asylum 
_and now hosts at the RGDS Podcast (Retro Game Discussion Show) where he continues to 
/ help keep the retro love alive. He has also written several free digital retro video game 
history books, such as History of Psygnosis, Birth of Video Games (before the year 1977), 
Retro Asylum Star Wars Special, History of Mastertronic and most recently the RGDS 
Licence to Game (A full history of James Bond video games). 


Gordon King (AKA Kingy) A host of the RGDS podcast. Regular listeners will undoubtedly 
know his deep passion for the 8-bit era and, in particular, his love for the ZX Spectrum. 
Readers of the resurrected magazines, CRASH and AMTIX, will know him from his game 
reviews and the odd featured article. Kingy has always been active in the retro scene, and 
<« prior to podcasting, he was heavily involved with the remake scene, creating redux 
= versions of old classics (badly; he always insists). His favourite game of all time is Avalon 
i by Hewson Consultants, but he's always up for a high-score challenge on Manic Miner. 


| Garron Tungate Felixstowe, UK. Garron has been a keen supporter of the retro community 
for over two decades from being involved in events and supporting fanzines and fledgling 
retro meet ups. Like to give back to the retro community, supporting multiple projects to 
ensure the retro community thrives. He is a keen collector of both consoles and games 
and has always loved playing in arcades and is lucky enough to have played in arcades from 
Funstop to Tokyo. He has been a co host of the RGDS podcast since its early days and has 


| been acontributor and guest on other retro gaming podcasts. 
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Street Fighter 2 expert and all- knowledge on the Master 
round cool guy. It’s always the § System, FMV games, and 
TJ best when Rich hops on a show. many gaming memories. It 
Highlights is his Aliens podcast | always a pleasure when he 
episode. joins in on a show. 


Richard Yaxley, Our resident 3S ZNZNZNZN | Matt Aguilerra, Great 
prices ee 


DW Aaron White, Amiga Chip-tune 
Maestro. Our resident C64 and 
Amiga expert. Also creates 

_ fantastic demo music for the 

| Amiga. 


Jonathan Keen, Best game 
player of the group. 
Incredible skill means he 
can usually learn and 
complete any game in a 
few sittings. Great expert 
on the SNES and Master 
System. 


Matt Lamborne, Our resident 

expert on SNES and import 

gaming. Loves Castlevania and 

collecting obscure Japanese 
~ gaming memorabilia. 


The Listeners. 
Keeping it Retro! 


Just a few of our 
listeners who managed ™ 
to make our last couple 
of meet ups at Arcade 
Club. These are the 
lifeblood of the RGDS 
community, and we 
thank you. 


You are the best! 


IAN FLEMING 


lan Fleming dream villa called Goldeneye, built 
to lan’s specifications, by the sea and sand in 


Orcabessa, Jamaica. 


Amazingly today, you can actually hire, 
lan Fleming's place on Air B&B. 


It will cost you £8,762 for a night excluding taxes 


Don’t forget to invite me when you go through :+ 


El 


010 


(For a minimum 3 nights)!! (Link to booking below 


It’s World War Two in England and a patriotic, intelligent, 
melancholic man works for Naval intelligence, doing critical 
work for the war effort. But he is frustrated, he is really a 
desk operative. Chained to his desk as he meets brave 
exciting operatives, who are doing dare-devil missions and 
going on exciting adventures. Our man is frustrated, 
vicariously living through them the excitement he craves. 
That individual was of course lan Fleming, who almost a 
decade later would pen the novel Casino Royale. 
Introducing on the 19th April 1953 the heroic character 
James Bond. 


Now it’s after the war and lan is lost, he hates his job 
working as the Foreign Manager, for Kemsley Newspapers 
(owner at the time of the Sunday Times and many other 
British papers). But its dull, paper pushing work and it’s 
breaking his spirit. The thing that kept him from going 
insane, is his plan of building a dream house in Oracabessa, 
Jamaica. 


By 1946 he started to realise that dream, he had bought 
some land by the sea and had started to build this place, a 
house called Goldeneye. His own fantasy abode brought to 
life. Never too short of money, he had stipulated in his job 
to have 2 months off every year to enjoy this new home. It 
was here and only here he came alive, often scuba diving 
with all the beautiful sea creatures or basking in the 
sunshine. 


But despite the paradise he had created by the sea, he 
remained at times depressed. He still needed something 
more. Something to stimulate and excite him. A way to live 
out those adventures he had heard, however vicariously, of 
those brave men and women he had met in his time of 
being a Naval Intelligence officer in the war. 


So, in 1952 he determined, like his brother Peter Fleming 
(already an established and successful author) he would 
write a novel. An ultimate spy thriller, to beat all spy 
* thrillers. Taking all those stories during the war and creating 
) an alter ego to lan Fleming. The person he wished he could 
be. So he bought himself a golden type writer that he had 
specially made to order and started writing. 


A favourite book of lan at the time. He thought, 
the author was the perfect flat, quiet name he 
was looking for, and so the books hero became 
James Bond. 


The James Bond character was a hit from day 
one. With his book Casino Royale released on 
the 19** April 1953 being an instant best seller. 


All he needed now was a name for his hero. He wanted a dull boring 
name, to counter the exciting Operative his protagonist would be. One 
of his favourite books of the time, that he used for bird watching was 
called “Birds of the West Indies” written by James Bond. It was the flat, 
quiet name he was after, so he nicked the name for the central 
character. Now he had his name, it was time to write his first adventure 
Bond would appear in. 


Fleming had of course written newspaper articles before in his day job, 
but nothing book length. But he found that he had a real talent and 
passion for it. Quickly bringing to the page, all those stories he had 
heard during the war. A hero, who could be his alter ego, living out all 
his dreams and dark fantasies through this fictional protagonist. 


So sat in a corner of Goldeneye, shutters down, he wrote out the story 
at a fantastic pace. A typical day for lan was waking up at 7:30AM for a 
swim in his private cove, then breakfast until LOAM. Then he worked 
flat out until lunch, where he would go snorkelling amongst the coral. 
Then after an afternoon nap, he would do another hour, before they did 
something in the evening, such as being visited by neighbour Noel 
Coward. It was an idyllic and full packed life, where he still managed to 
achieve an impressive 2,000 words a day. 


The book was released on 19th April 1953, and although popular, it met 
with many harsh judgements from the critics. Who took umbrage at the 
sex, loose women and violence portrayed in the book. Of course, for 
the public who bought it in their droves, they couldn’t get enough of 
this new secret service agent, James Bond. Who men wanted to be, and 
women wanted to be with. 


The world of Bond would explode in the 50’s and 60's, with lan 
Fleming having written 14 James Bond Novels until his death on the 


12 August 1964 at the young age of 56, just as Bond films O11 


were taking off worldwide with Goldfinger. 
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JAMES BOND 
BACK IN ACTION! 
SEAN CONNERY. 
JAMES BOND 007 


GOLDFINGER 


HERE COMES 
Wy THE BIGGEST 
BOND OF ALL! 


HARRY. SALTZ 


ALBERT i OL i SPAN CONNERY 
“THUNDERBALL”? 


a TERE co 


PARA si _TECuMeDLoR 


CHARLES K.FELDMAN'S 


CASINO 
ROYALE 


IS TOO MUCH... 
FOR ONE : ana eG 
JAMES BOND! fg Joona 


TERENCE COOPER 
HET 


DDEBORAN KERR 
WILLIAM MOLDEM 


“DHE FILMS 


DR NO (1962 
Bond : Sean Connery | Dir: Terence Young 

Box Office (in Millions): $59.5 ($448.8 Adjusted) | Budget $1.1 ($7 Adjusted) 
The Jamaican chief for MI6 is murdered, so James Bond is sent to. 
investigate and comes across Dr. No, a member of SPECTRE. He is on 
Crab Key Island and plans to disrupt the Mercury Space Program. 


FROM RUSSIA WITH LOVE (7762) 


Bond : Sean Connery | Dir: Terence Young 
Box Office (in Millions): $78.9 ($543.8 Adjusted) | Budget $2 ($12.6 Adjusted) 


Seeking Revenge for his killing of Dr. No, SPECTRE starts training 
agents to kill Bond. 


C;OLDFINGER (1964 
Bond : Sean Connery | Dir: Guy Hamilton 
Box Office (in Millions): $124.9 ($820.4 Adjusted) | Budget $3 ($18.6 Adjusted) 
007 with the help of the Bond girl Pussy Galore looks to stop the evil 
plans of Auric Goldfinger and his man servant Oddjob, from making 
the Fort Knox gold radioactive to make his gold stockpile worth more. 


THUNDERBALL (77 


Bond : Sean Connery | Dir: Terence Young 
Box Office (in Millions): $141.2 ($848.1 Adjusted) | Budget $6.8 ($41.9 Adjusted) 


After two nuclear missiles are taken by SPECTRE, Bond puts on his 
scuba gear and looks to thwart their nefarious plans. 


Wot ONLY LIVE Tw ilce (7727) 
Bond : Sean Connery | Dir: Lewis Gilbert 

Box Office (in Millions): $124.9 ($820.4 Adjusted) | Budget $3 ($18.6 Adjusted) 
Screenplay written by Roald Dahl, has Bond visit Japan to stop the 
evil villain Blofeld and find his secret lair on his island. Tanka’s Ninja 
troops & exciting locales, makes this one of my favourite Bond films. 


CASINO ROYALE (7728) 
[Non EON film] 


Bond a David N iven | Dir: Ken Hughes,John Huston, Joseph McGrath, Robert Parrish, Val Guest & Richard Talmadge 
Box Office (in Millions): $44.4($260 Adjusted) | Budget $12 (S70 Adjusted) 


A non EON film being a Spy parody comedy by Columbia pictures. A 
big ensemble cast with such luminaries like Peter Sellers, 
Woody Allen, Orson Welles and the original Bond girl Ursula Andress, 
does little to save this mess of a film. 


"THE BOND FILMS 


FAR UP! FAROUT! FAR MORE! 
7 us James Bond 


weal. Sm ad 


}OND 
"THE SPY WHO LOVED ME" 


the other Bonds end... 
this one begins! 


Albert R. Brocco 


MOONRAKER 


ON HER MAJESTY'S SECRET SERVICE (2987) 
Bond : George Lazenby | Dir: Terence Young 

Box Office (in Millions): $64.6 ($291.5 Adjusted) | Budget $7 ($37.3 Adjusted) 
The only adventure with George Lazenby, this has Bond and 
Tracy di Vicenzo {Dianna Rigg) who get married and has them defeat 
Blofeld again, who this time is brainwashing women at a ski retreat. 


DIAMONDS ARE FOREVER (7282) 


Bond : Sean Connery | Dir: Guy Hamilton 
Box Office (in Millions): $116 ($442.5 Adjusted) | Budget $7.2 ($34.7 Adjusted) 
Sean Connery is back, in this far more campy and fun Bond film. 


This time he is stopping a diamond smuggling ring, who of course 
Blofeld is behind it all. So, with Bond girl Tiffany Case he has them 
land on an oil rig to save the day. 


LIVE AND LET DIE Gas 
Bond : Roger Moore| Dir: Guy Hamilton 

Box Office (in Millions): $126.4 ($460.3 Adjusted) | Budget $7 ($30.8 Adjusted) 
Roger Moore’s first outing as Bond, it has him investigate the murder 
of three MI6 agents & so take on Dr. Kananga. A dictator of a 
small Caribbean Island in San Monique. Heroin smuggling and 
voodoo all awaits our hero. 


THE MAN WITH THE GOLDEN GUN (277) 
Bond : Roger Moore | Dir: Guy Hamilton 

Box Office (in Millions): $97.6 ($334 Adjusted) | Budget $7($27.7 Adjusted) 
This time Bond is up against assassin Francisco Scaramanga 
(Christopher Lee) and his midget henchman Nick-Nack. Can Bond 
take out the assassin and save the world once again? 


THE SPY WHO LOVED ME (2272) 
Bond : Roger Moore| Dir: Lewis Gilbert 

Box Office (in Millions): $185.4 ($533 Adjusted) | Budget $14 ($45.1 Adjusted) 
Bond & his white Lotus Esprit $1 car & sub, is tasked along with Russian KGB 
counterpart Maj. Anya Amosova to find the missing nuclear subs of both the 
British and Russians & defeat the henchman Jaws. 


MOONRAKER (Aon 


Bond : Roger Moore | Dir: Lewis Gilbert 

Box Office (in Millions): $210.3 ($535 Adjusted) | Budget $34 ($91.5 Adjusted) 
Bond goes off to space to stop Hugo Drax, a criminal mastermind, 
who plans to nerve gas Earth & start a again with the hand- picked 
best of mankind. Jaws returns and finds love. 


FOR YO UR EYES ONLY (2282) 


Bond : Roger Moore | Dir: John Glen 
Box Office (in Millions): $194.9 ($449.4 Adjusted) | Budget $28 ($60.2 Adjusted) 
The Automatic Targeting Attack Communicator (ATAC) communication system 
must be retrieved before the Russians get their hands on it. So, Bond is off to 
Greece to track the device down. 
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"THE BOND FILMS 


THE NEW JAMES BOND... 
LIVING ON THE EDGE 


bs TIMOTHY DALTON 
* JAMES BOND 007 


) THELIVING 
DAYLIGHTS 


GOLDENEYE. 


Tomorrow Never Dies 
7 « 


CO cTTOoPRuUuUssyv (ue? 


Bond : Roger Moore | Dir: John Glen 
Box Office (in Millions): $183.7 ($373.8 Adjusted) | Budget $27.5 ($53.9 Adjusted) 


Bond goes to India this time, to find the smuggler known as 
Octopussy. Finding out Orlov (a rogue Russian General) is working 
with an exiled Afghan Prince Kamal Khan, and they plan to explode a 
nuclear bomb in America. Can Bond save the day again? 


NEVER SAY NEVER icra ad Gace 
[Non EON] 


Bond : Sean Connery | Dir: Irvin Kershner 
Box Office (in Millions): $160 ($314 Adjusted) | Budget $36 ($71 Adjusted) 


An ageing Sean Connery appears in a retelling of the film 
Thunderball. Most famous for going up against Roger Moore's 
Octopussy film. 


Mm VIEW TO A KILL 4282) 


Bond : Roger Moore | Dir: John Glen 
Box Office (in Millions): $152.4 ($275.2 Adjusted) | Budget $30 ($54.5 Adjusted) 


Roger Moore’s last outing as Bond and has him visit Paris & the 
Golden Gate Bridge in his mission to thwart Max Zorin (Christopher 
Walken) a tech Billionaire who plans to corner the microchip market. 


THE LIVING DAYLIGHTS (2287) 


Bond : Timothy Dalton | Dir: John Glen 
Box Office (in Millions): $191.2 ($313.5 Adjusted) | Budget $40 ($68.8 Adjusted) 


Timothy Dalton arrives as Bond, in this darker toned version of 
James Bond. This has a defections and assassinations, with a more 
realistic take on a licence to kill operative. 


LICENCE TO© KILL (1989 
Bond : Timothy Dalton| Dir: John Glen 

Box Office (in Millions): $156.2 ($250.9 Adjusted) | Budget $36 ($56.7 Adjusted) 
Drug dealer Franz Sanchez maims CIA operative Felix Leiter and 
murders his wife. So Bond goes on a revenge mission, becoming a 
rogue agent to do so. 


GOLDENEYE Gags 


Bond : Pierce Brosnan| Dir : Martin Campbell 
Box Office (in Millions): $352 ($518.5 Adjusted) | Budget $60 ($76.9 Adjusted) 


A great return with Bond, with the more quip laden script and 
Pierce Brosnan suave and smooth delivery. Here he must stop the 
laser firing Russian satellite and once again save the day. 


“TOMORROW NEVER DIES (7 


Bond : Pierce Brosnan | Dir : Roger Spottiswoode 
Box Office (in Millions): $333 ($463.2 Adjusted) | Budget $110 ($133.9 Adjusted) 


Investigating the sinking of a British warship in Chinese waters and 
the stealing of a Cruise missile resulting in a Chinese plane being shot 
Down and Bond works with Chinese operative Wai-Lin. Can the duo 
work out who is behind the attack and stop a world war? 


"THE BOND FILMS 


"THE WORLD IS NOT ENOUGH (722) 
Bond : Pierce Brosnan | Dir: Michael Apted 

Box Office (in Millions): $361.8 ($439.5 Adjusted) | Budget $135 ($158.3 Adjusted) 
Bond is sent to protect Elektra King as they are worried Renard a 
former KGB officer and now terrorist is after her again? 


DIE ANOTHER DAY { 2022) 


Bond : Pierce Brosnan | Dir: Lee Tamahori 
Box Office (in Millions): $432 ($465.4 Adjusted) | Budget $142 ($154.2 Adjusted) 


Bond investigates North Korean Colonel Tan-Sun Moon, who is 
illegally trading African conflict diamonds for weapons and is also 
looking to start a war with South Korea. 


SKYFALE 
0077 


OCTOBER 26 


IN CINEMAS 2021 


CASING ROYALE (2006 


Bond : Daniel Craig| Dir: Martin Campbell 
Box Office (in Millions): $606 ($589.4 Adjusted) | Budget $150 ($145.3 Adjusted) 


Reboot of the series, with Bond getting his 00 agent status pre- 
credits. The story loosely follows the first lan Fleming book with it 
centring around infiltrating Le Chiffre and stop him recouping his 
fortune in a Poker competition. 


QUANTUM OF SOLACE (2028 


Bond : Daniel Craig | Dir: Marc Forster 
Box Office (in Millions): $586.1 ($514.2 Adjusted) | Budget $200 ($4181.4 Adjusted) 


Along with M, Bond interrogates Mr. White regarding his 
organisation, Quantum. M's bodyguard, Mitchell, a double agent, 
attacks M, enabling White to escape. Bond traces the organisation, 
to Haiti. 


SK YFALL (2012 
Bond : Daniel Craig | Dir: Sam Mendes 

Box Office (in Millions): $1108.6 ($943.5 Adjusted) | Budget $200 ($170 Adjusted) 
Bond is presumed dead; M reputation is in shambles. 
007 is sent to Shanghai and Macau in pursuit of a mercenary 
named Patrice. 


SPECTRE (22. 


Bond : Daniel Craig | Dir: Sam Mendes 
Box Office (in Millions): $880.7 ($725.5 Adjusted) | Budget $250 ($206 Adjusted) 


Bond goes rogue and investigates the death of M off the books, 
after M’s new replacement takes him off the case. 


NO TIME TO DIE (2021 


Bond : Daniel Craig | Dir: Cary Joji Fukunaga 
Box Office (in Millions): $771.2 ($582 Adjusted) | Budget $301 ($226 Adjusted) 


Blofeld is in jail now and Bond is now retired in Jamaica when CIA 
friend Felix asks his help in tracking down a missing MI6 operative. 
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THE NAME’S BOND 


BARRY NELSON 


1917 - 2017 


Casino Royale (TV Movie 1954) by Climax! Has the 
honour of the first on screen depiction of Bond. This 
was a TV special adaptation of lan Fleming’s famous 
character. In this, James Bond has been Americanised 
and is now called Jimmy Bond. Still Peter Lorre plays Le 
Chiffre. It is an interesting introduction to Bond. 


ais eg 4 


Sz 
BOB HOLNESS 1928 - 2012 > 


Moonraker Radio Play (1955) The second Bond 
adaptation was South African born Bon Holness 
(more famous to UK kids as the guy who hosted 
the kids quiz show Blockbusters.) This was for an 
South African radio station and at least had 
someone playing James Bond as UK operative as 
in lan Fleming’s original books. 


EAN CONNER Y ww, 
= 1930 - 2020 >_< 


Of course, it was the Eon era of James Bond and 
Sean Connery’s portrayal of him that forever 
cemented in the minds of a generation of Bond 
lovers, and still considered the favourite 
adaptation of many. He also holds the joint 
honour with Roger Moore of portraying the 
character 7 times, although one of those was not 
an Eon release. You could say he did the most if 
you believe The Rock (1996) film is a James Bond 
film (but | leave that to you). 


1910 - 1983 = 


Most famous today from the Pink Panther 
comedy films. David Niven also has the honour 
of being a Bond, with his performance in the 
parody film Casino Royale (1967). 


IDAVID NIVEN 


SIL x 
A * * 


1939 - Present * 


With Sean Connery pushing for a lot more 
money, Eon decided to go and find another 
Bond. So Australian model George Lazenby 
suddenly found himself offered the role of 
Bond after tricking them he had acted before. 
Sadly George only did one Bond film. 


THE NAME’S BOND 


1927 - 2017 


Made famous in the 1960’s with the TV show. 
The Saint. Where a spy Simon Templar who 
helps those whom, conventional agencies are 
powerless or unwilling to protect. Eon films 
tried to get Roger twice to play Bond in the 
1960’s, but he couldn’t free himself from the 
TV show. For many born in the 70’s and 80’s 
(such as me) Roger Moore was our Bond. 
Offering a more quip-furled style of Bond, he 
became one of the favourite portrayals of the 
character. 


ROGER MO ORE —|- 


“TIMOTHY DALTON 
1946 - Present 


When trying to find the next Bond after Roger 
Moore, Eon originally turned to Pierce 
=y Brosnan, but when he couldn’t do it, they 

turned to this Welsh born actor to take the 
m role. | quite like his Bond portrayal, being 
me much darker with 007 now being a cold heart- 
ed spy assassin as opposed to the fun slant of 
earlier Bonds. Sadly Timothy Dalton only did 
two films, with a proposed third film in 1991 
The Property Of A Lady being heavily delayed 
due to legal wranglings of the copyright 
holders of Bond, and so in 1994 he decided to 
step down from the role. 


de 


[m] PIERCE BROSNAN 
(1953 - Present) 


Pierce was always the favourite choice of Eon 
to play Bond after Roger Moore, but 
commitments in the TV show Remington 
Steele meant it was never possible. But when 
Timothy Dalton stepped away from the role in 
1994, finally the stars aligned for Pierce to have 
his shot as Bond finally in 1995. It was the 
reboot needed and kick started a greater 
interest in Bond films again. But after his 4'” 
Bond outing and soon to be aged 50, Pierce 
Brosnan asked to step away from playing Bond, 
being considered too old and with them 
looking to go another direction. 
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DANTEL CRAIG 


1968 - Present 


With the popularity of the Bourne Films being 
huge at the time, and all about being frantic 
with fast brutal fight scenes, and no time for 
jokes. So, when Pierce Brosnan handed in his 
Walther PPK pistol, they decided to reinvent 
Bond into much more a _ Bourne style 
inspiration. | Needless to say, it was hugely 
popular with movie goers of the day, even if for 
me its never felt like the classic Bond films | 
love. 
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T NEED YouR LIBRARY CARD 


V NO THIS IS YOUR LICENSE TO KILL,MR. BOND } 


You've LEFT ME No 
CHojCé, MR. BOND. 
= SIR 
SsiiR 
Ie 
/¥, 
=, ‘YY, ; : j Product placement in new 
A = James Bond film goes too far 


THE PROBLEM With Being 007 


T We GET THS STRAGHT.. 
SUG EOE NAME: BOND UANES 
AND YOUR LAST NAR BOND’? 


f | DRAWING BY JOHN McLUSKY 


PM. KERIM, IF YOU WILL 5 

LET ME COME OVER TO YouR I WILL BRING OU2 NEW 

SIDE SO THAT I CAN MEET CIPHER MACHINE, THE 
Me. BOND, T WiLL BRING YOu— ) SPEKTOR, WITH ME 


—< Lee | 


en FLEW 


ALC B SECOND CHANCE | 
Fo S6y GL DE ANT Anan |! 


Sorey Mr Bond. I thought 
yoo liked your drink 
shaken , not stirred. 


MORNING, BOND, I'VE 2 
JOB FOR YOU. . - 
I WANT YOU TO GO GA 


007 regretted switching to beer. 
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‘THE VILLAINS 


Bond films wouldn’t be the same without the dastardly villains, looking to take over the World. 
Thankfully many also have a habit of coming up with elaborate deaths for Bond, which he 
always escapes from, right after the villains have given a detailed exposition of their entire plan. 
So let us raise a mechanical claw to some of the best Bond Villains and henchmen from the 
movies. 


DR JULIUS N© 
(Joseph Wiseman) 


Half Chinese and German, Dr. No and part of the Chinese 
Mafia and SPECTRE. He is a brilliant scientist but with a 
Messianic complex. He has lost both of his hands, when 
working with radiation and now has mechanical hands that 
are super powerful. 


BLOFELD 


‘Anthony Dawson, Donald Pleasence, Telly Savalas, Charles Gray, John Hollis 


Max von Sydow & Christoph Waltz) 


Blofeld is the archetype villain that has been parodied many 
times, including Dr. Evil from Austin Powers. He has been 
depicted many times in the Bond films but for me the 
Donald Pleasance depiction in You Only Live Twice is the one 
| always think of. Of course, Telly Savalas version in On Her 
Majesty's Secret Service is also a lot of fun. 


COLONEL ROSA KLEBB 
(Lotte Lenya) 


The henchman of Blofeld in From Russia With Love. She was a 
Soviet counter-intelligence operative till she was discharged 
then joined SPECTRE. Her signature weapon is bladed shoes 
and known for her love of woman as well as her desire for 
murdering Bond. 
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AURIC GOLDFINGER AND ODDJOB 


(Gert Frobe and Harold Sakata) 


Goldfinger is a Latvian multi-millionaire 
who looks to corner the gold market, by 
making all of Fort Knox and its gold 
_ radioactive. He also the ultimate 
henchman with Oddjob a _ Korean 
henchman with a metal rimmed bladed 
hat, which he hurls as a weapon. 


[m] EMILIO LARGO 


eg 


Adolfo Celi (Thunderball), Klaus Maria Brandauer (Never Say Never Again 


Steals nuclear bombs to help start a 
World War. He is the typical eye 
patch wearing villain also been 
parodied many times. 


Dr Kananga (AKA Mr. Big) from Live and Let 
Die maybe the big villain on the movie, but it 
was the voodoo hat wearing henchman 
Baron Samedi who stole the show. Dr 
Kananga’s death, being blown up like a 
balloon by Bond is one of the daftest deaths 
in the Bond Universe though. Baron Samedi 
however lived to fight another day. 


‘ol FRANCISCO SCARAMANGA & NICK NACK 


Christopher Lee & Herve Villechaize 


show) with him both comedic and yet sinister. 


Christopher Lee not only must have the record 
of villains in major franchises (Dracula, Lord of 
the Rings, Star Wars) but also the stepcousin of 
lan Fleming (the creator of James Bond). Here 
he plays the ultimate assassin, who with his 
faithful side-kick called Nick Nack, brilliantly 
played by Herve Villechaize (Fantasy Island TV 
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KARL STROMBERG AND JAWS 
I 


Curd Jurgens and Richard Kie 


Karl Stromberg may have been the big villain 
of the film the Spy Who Loved Me, but it 
was his henchman Jaws, or Sol "Horror" 
Horowitz to give his full name. Brilliantly 
played by Richard Kiel, the henchman was 
infamous for his metal teeth that can chomp 
through iron cables or people. Such was his 
popularity he came back for the next film 
Moonraker (where he found true love). 


HUGO DRAX 
[m] (Michael Lonsdale) 


Only appearing in Moonraker, Michael Lonsdale portrayal of the 
billionaire who owns Drax Industries, which is a private company 
which constructs Space Shuttles for NASA. Of course as all good 
Bond villains he has a passion for exterminating most of humanity 
and also long expositions of his plans to James Bond, when he 
should be killing him. 


Some memorable villains from the film 
Octopussy has to be Prince Kamal Khan and 
his cue ball crushing henchman side kick 
Gobina. Both are the perfect duo to take on 
Bond in his saving the world adventure. 


happen -Ed). So, in all true great Bond villains, he plans to detonate 
- a nuclear bomb at an American airbase, but pretend it’s a nuclear 
accident, so the West will rollback their nuclear weapons, making 
them easier to invade. 
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MAX ZORIN & MAY DAY 


(Christopher Walken _and Grace Jones) 


(Sean Bean) 


Mm (Robert Carlyle & Sophie Marceau) 


Chrisopher Walken in A View To A Kill is one of 
the best things in the movie, with him 
effortlessly playing the sinister villain. 
Likewise his henchman May Day played by 
Grace Jones certainly gives the impression of 
a woman not to mess with. 


ALEC JANUS! TREVELYAN (006 


The ultimate betrayal in the film Goldeneye, where fellow 00 
agent has turned bad and betrayed Bond. Brilliantly played by 
Sean Bean, makes this one of the more nuanced villains in the 
Bond film Universe. 


Victor is a man shot in the head and doomed to die, 
however until that time he feels no pain. So, he 
wants to take out Bond and MI6 before he departs. 
Elektra King is the beautiful daughter of Sir Robert (a 
friend of M) who was kidnapped by Victor. She 
however, soon able to manipulate him, and run the 


whole operation herself. 


Mads Mikkelsen & Jesper Christensen) 


Le Chiffre - Bonds first villain has been played 
by Peter Lorre (in the 1954 TV adaptation), 
Orson Welles (in the 1967 spy spoof) and mast 
chillingly of all as Mads Mikkelsen portrayal in 
2006’s film. Mr. White also makes a number of 
appearances in the Daniel Craig Bond films. 


[a] VICTOR 'RENARD! ZOKAS & ELEKTRA KING 
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Sunbeam Alpine - Series 2 [1962] 
Dr. No: English made car Coventry, UK. 


Bentley Miark IV - prophead 3.5 Litre [1934] 
From Russia With Love 


Aston Martin DBS5 [1963] 

Goldfinger, Thunderball, GoldenEye, 
Tomorrow Never Dies, Casino Royale & 
Skyfall. 


Toyota 2000 GT [1967] 
You Only Live Twice 


= 


di 


Aston Martin DBS [1968] 
On Her Majesty's Secret Service 


Mercury Cougar XR-7 (1969) 
On Her Majesty's Secret Service 


Ford Mustang - Mach 1 [1971] 
Diamonds Are Forever 


AMIC Hornet X Hatchback (1974) 
Man With A Golden Gun 


"THE CARS 
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Lotus Esprit $1 (1976) 
The Spy Who Loved Me - Car is now owned by Elon Musk of Tesla fame. 


————s —— 
— | Lotus Esprit Turbo Essex Turbo (1981) 
:| For Your Eyes Only (1981) 
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Bajaj RE (1983) 
Octopussy 


»| Rolls Royce Silver Cloud II (1962) 


Renault 11 Taxi (1985) 
A View To A Kill 


A View To A Kill 


Aston Martin V8 Vantage Volante (1985) 
The Living Daylights 


BMW Z3 (1995) 
Goldeneye 


BMW 740iL, with 750iL badges (1997) 
Tomorrow Never Dies 


BMW Z8 (1999) 
The World Is Not Enough 


"THE CARS 


ie et te, SR Es ee 
Ford Fairlane (1957) Aston Martin V12 Vanquish (2012) 
Die Another Day Die Another Day 


Aston Martin DBS V12 
Casino Royale, Quantum of Solace 


ye 
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(Goldfinger, Thunderball, GoldenEye, Tomorrow Never Dies, Casino Royale & Skyfall.) 


The quintessential Bond Car needs a bit more of an in-depth look. The Aston Martin DB5 was 
manufactured in July 1963, being one of the most beautiful cars ever made. With its pressed 
steel monocoque, layered with aluminium body panels. All lovingly styled by the Touring of 
Milan (an Italian Designing House). All this design made the car heavier than previous 
models at 1468kg, but thanks to the Vantage engine it was still able to achieve a 148mph top 
speed and 0-62mph time of 6.6 seconds. 


Despite the popularity of the DB5 production it was short lived, running only from July 1963 
until September 1965. During this time only 1,021 DB5’s were built (of which 898 were 
Coupes and the remaining 123 were Convertibles). Still one of the most desirable cars today, 
this Bond car has gone on to appear in six of the Bond movies. 


Now listen up 
Bond, its Q here! 
The iconic Bond 
f car with Q 

iN - branch 
Modifications, such as armour 
plating rear protection. Hidden 
Machine guns, rotating number 
Plates, and Ben Hur style wheel 
Spikes makes this a Spy car for 
All time. It can even disperse, 
nails, oil slicks and smoke 
screens to aid your getaway. 
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BOND GIRLS 


BOND GIRLS 


In Bond’s long illustrious career, he has met many girls in his duty in Keeping the British end 
up and in assisting him in his undercover action. There are far too many to cover here but let 
us look through some of people’s favourites. 


HONEY RYDER 


Ursula Andress (19 March 1936 — Present 


The first real Bond Girl has to be Ursula 
Andress, the gorgeous Swiss-German model 
who gave a memorable performance of the girl 
who Bond first meets whilst she is diving for 
shells, in the first film Dr No. Best Quote ... Are 
you looking for Shells? Bond: N,o | am Just 
looking. 


"TATIANA ROMANOVA 
Daniela Bianchi (31 January 1942 — Present ) 


Italian actress Daniela Bianchi in In 
Russia With Love, became another 
Bond Girl favourite, with her 
intelligent quips and sultry looks, 
that won over both Bond and us 
fans alike. Best quote: | think my 
mouth is too big. Bond: No, It’s the 
right size...For me that is. 


PUSSY GALORE 
Honor Blackman (22 August 1925 — 5 April 2020) 


=. A real Bond Girl favourite is Honor 
9 Blackman’s portrayal of Pussy Galore, a 
pilot for Goldfinger. Famous also for 
being in the British TV show the Avengers. 
Her sardonic tones and stunning beauty 
meant she will always be remembered as 
one of the Bond Girl greats. (Just be 
careful when searching for her character 
name on the internet -Ed) 
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BOND GIRLS 


Mie Hama (20 November 1943 — Present 


The bubbly and cute Japanese actress Mie Hama 
made a memorable performance as Japanese spy 
operative in the film You Only Live Twice. Perhaps 
/ today she is best known for her role as Fumiko 
ae Sakurai, in the 1962 Godzilla film. She showed here 
her scintillating personality and the great sense of 
fun that she brings to her roles. She also posed for 
Playboy, being the first Asian woman ever to do so. 


e Ay ~s 
nei eee © 


Dianne Rigg (20 July 1938 — 10 September 2020 


Another Avengers TV show 
luminary, Diana Rigg was the 
perfect love interest for Bond and 
the only woman he loved enough 
to marry in the film, “On Her 
Majesty's Secret Service” with 
George Lazenby. She is suave, 
sophisticated and can give as good 
as she gets. 


Ah Solitaire the most fun way to play 
with yourself (Stop that - Ed). A 
Tarot card reader from Roger 
Moore’s first film “Live and Let Die”. 
yy Here she is seduced by James Bond, 
4 through him tricking her with the 
Tarot cards. Jane Seymour has gone 
on to one of the most extensive 
careers post Bond, starring in Dr 
Quinns Medicine Woman and the 
TV miniseries East of Eden. 


A German actress in the film You Only Live Twice. 
She is a gorgeous red headed, femme fatale who is 
a member of the criminal group SPECTRE. She also 
works as a _ personal assistant to Japanese 
industrialist Mr Osato. 
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"TIFFANY CASE 
Jill St. John (19 August 1940 — Present 


Appearing in Diamonds are 
Forever, she offered more 
comic relief than most 
Bond Girls. But Jill St. John 
comic timing mixed with 
her beauty makes her a fun 
Bond girl that sticks with 
you. 


French actress Carole 
Bouquet, a girl out for 
revenge for the death of 
her parents. She joins 
Bond in thwarting the 
villains plot in For Your 
Eyes Only. 


Ringo Starr’s wife (lucky fella -Ed) got to 
play as Agent XXX, Russia’s best KGB 
operative. She works alongside Bond in 
uncovering the plot and his bed covers in 
the film A Spy Who Loved Me. 


Gorgeous Swedish model Maud Adams 
played the sexy leader of a smuggling 
ring. Smart and sophisticated she was 
everything Bond could ever desire. 
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Izabella Scorupco (4 June 1970 — Present) 


The sexy Russian programmer from 
Goldeneye played by Poland-Swedish 
actress Izabella Scorupco was what. all 
computer geeks around the world dreamt 
of in 1995. She was also famous as the 
Bond Girl that you constantly had to 
protect in the Golden Eye N64 game. 


OK Xenia was more of a villain than a Bond 
Girl, but the Russian psychopath from 
Goldeneye was certainly memorable as the 
pure pleasure in causing pain. Played by the 
beautiful Dutch actress Famke Janssen, also 
now known as Jean Grey and Phoenix from 
the original X-Men films. 


Lois Maxwell (14 February 1927 - 29 September 2007 


—— 


Of course, the secretary of M ongoing 
flirting platonic love interest of Bond is 
the ultimate Bond girl. Other girls may 
have come and gone, but Miss 
Moneypenny has remained a constant 
in Bonds life through all his films and 
books. 


Eon-produced films: 

Lois Maxwell (1962-1985) 
Caroline Bliss (1987-1989) 
Samantha Bond (1995-2002) 
Naomie Harris (2012—present) 
Non Eon-produced films: 
Barbara Bouchet (1967) 
Pamela Salem (1983) 
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OTHER BOND HEROES 


Of course, Bond wouldn’t be anyone without the returning heroes whom aid him in his 
Adventures, so we should also mention them briefly here. 


Head of MI6, M is the big boss of 
Bond who gives him all his missions. 
Based on the real person Rear 
Admiral John Godfrey, who was lan 
Flemings real boss, in his time 
working for Naval Intelligence. He has 
been portrayed many times, but 
Benard Lee (1962-1979) was the one 
we all remember. But he has also 
been played by such luminaries as 


John Huston (1967), Edward Fox (1983), Robert Brown (1983-1989), 
Judi Dench (1995-2012) & Ralph Fiennes (2012—present). 


aT] CQ ‘Gallons FOR eee eer neers 


Desmond Llewelyn (12 September 1914 - 19 December 1999 


A Quartermaster is a military term for someone who 
provides supplies and provisions. Well Q certainly does 
that, providing Bond with latest gadgets and gizmos, not to 
mention the cool gadget laden cars and vehicles. It may 
have been Peter Burton (1962) who played the first Q on 
film, but it was long running Welsh actor Desmond 
Llewelyn long running portrayal (from 1963 to 1999) who 
we all so fondly remember. Next, we had the brilliant 
Monty Python comedian John Cleese (films: 1999-2002; 
video games: 2000-2004) his sarcastic and sardonic tone to 
brilliant effect. Finally, we had Ben Whishaw (2012-2021) 
who gives a great and more geeky version of the role. We 
haven’t even mentioned the non-Eon films with Geoffrey 
Bayldon (1967) and Alec McCowen (1983) playing the role. 


~, Many actors, and so he has become less memorable 
a p than other characters, however its Cec Linder’s 
im portrayal in Goldfinger is the person | always think of. 
The list of actors who played Felix is as follows: 
Michael Pate (as "Clarence Leiter") (1954), Jack Lord 
(1962), Cec Linder (1964), Rik Van Nutter (1965), 
Norman Burton (1971), David Hedison (1973 & 
1989),Bernie Casey (1983), John Terry (1987) and 
Jeffrey Wright (2006, 2008 & 2021). 
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MUSIC OF BOND 


success. Starting with Monty Normans famous Bond theme, when asked to 
produce the music for James Bond first film outing Dr No. Monty Norman 


holiday for him and his family he leapt at the chance to work for the song for 
the film. 


The now famous Bond theme tune, actually started out life in an interesting 
way, being from the bottom draw of Monty’s never released songs, with it 
being a failed musical set in India called A House For Mr Biswas. One of title 
tunes called Good Sign, Bad Sign. Monty had always liked the tune, and 
thought some of the lyrics suited the Bond character. He had worked on 
making the tune to sound less Asian. But the producer of the film running 
out of time, brought in John Barry, to see if he could help complete the song ™ 


' ‘ John Barry, the main 
and make it more suited to the Bond character. He took the tune and went - composer of most Bond 
away to do a Jazzier, cooler version of the song we know of today. films. 

Dr No From Russia With : . iesty' Diamonds Are 

ws Goldfinger Thunderball You Only Live OntHer Majesty's Stamones Are 

(1962) Love (1963 (1965) Twice (1967) Secret Service (1969) Forever (1971) 
i. . : 


3 [=] [a] e - " [a] 
=. = "5 
J 
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Monty Norman John Barry Shirley Bassey & Tom Jones & Nancy Sinatra & John Barry Shirley Basey & 
John Barry John Barry John Barry John Barry 

nt The Man with the The Spy Who Moonraker For Your Eyes Onl Octopussy a view Tp 

Die (1973 Golden Gun (1974 Loved Me (1977) 1983 A Kill 1985 


Paul McCartney Lulu & Carly Simon & Shirley Bassey & Sheena Easton & Rita Coolidge & Duran Duran & 
& George Martin John Barry Marvin Hamlisch John Barry Bill Conti John Barry John Barry 
Living Daylights <a GoldenEye Tomorrow The World Is Not Die Another Casino Royale 
1987 {1989) (1995) Never Dies (1997) Enough (1999) Day (2002 2006 


A-Ha Gladys Knight & Tina Turner & Sheryl Crow & Garbage & Madonna & Chris Cornell & 
& John Barry Michael Kamen Eric Serra David Arnold David Arnold David Arnold David Arnold 
Skyfall : , 
uantum of ae Spectre No Time To Die 


Solace (2008) 2012 (2015) (2021) 


O35 


Alicia Keys, Jack White Adele & Sam Smith & Billie Eilish & 
& David Arnold Thomas Newman Thomas Newman Hans Zimmer 


BOND BOOKS 


THE BOOKS 


28 May 1908 — 12 August 1964 


. Moa! ye 
iat LIVE a OE 


Wy Mn . 
KLEINE 


13 April1953 5April1954 SApril1955 26 Mar 1956 8 April 1957 31 March 1958 


“EGOLDEN CON’ ocrorussy 


‘THE LIVING DAYLIGHTS 


23 March 1959 11April1960 27Mar1961 16 “April 1962 1 ‘April 1963 16 Mar1964 8April1April 23 June 1966 
(Short Stories) 1965 (Short Stories) 


< Imaginary biography 
about James Bond. A 
lot of fun and full of 
back-story of 
everyone's favourite 
secret agent. 


(Various Authors 1968 — 1979 


(20 Nov 1926 — 3 Aug 2007) re i ati | 
Wrote from 1981 - 1996 March 1968 1973 July 1977 1979 
(novelisation) (novelisation) 


May 1981 Sept 1982 July 1983 Oct 1984  June1986 May1987~—-July1988~=—Ss«(1989 


JAMES BOND IN 


036 1989 July1990 August1991 July 1992 July 1993 Aug 1994 Oct 1995 May 1996 
(Novelisation) (Novelisation) 


BOND BOOKS 


m (6 Sept 1965 — Present) 
3 Wrote Bond books from 1996 - 2002 


LAMES | jitieS BOND 


iy 


7. 
To ier Dies veg ‘ 4 oad 
vu ine PAGS 


RAYMOND BENSON 
Saoerrsermarreneeromes MO) FD) EVE 


MOND BENSON 2 RAYMOND BENSON L 
1997 Nov 1997 May 1998  May1999 Nov 1999 May 2000 Nov 2001 
(Novelisation) (Novelisation) 


HIGH TIME } 
To KILL 


LVS cg, Wee” 


RAYMOND BENSON 901-21 RAVMOND BENSON 


May 2002 


PIERCE 
BROSNAN, 


it < Released in 1984 and updated in 1988 This 
enNG Benson book is still the ultimate James Bond 
Non-Fiction reference book, about everyone's 
BEDSIDE 
COMPANION 


Eh vee 


favourite secret agent. 


The Short Stories collections are compilation of 
earlier written stories by Benson for Playboy 
magazine. 


Nov 2002 2008 2010 
(Novelisation) (Short Stories) (Short Stories) 


_~ 


: A] JAMES BOND 7) @ 
oe | Anes v0 
“4 OL! TRIGGER 
| DEVIL ' MORTIS 
MAY ° 
= — 
May 2008 May 2011 Sept 2013 Sept 2015 


THE NUMBER ONE BES 


ANTHONY 
HOROWITZ 


ANTHONY 
HOROWITZ 


FOREVER 


¥ / 
WITH a 


AND ADAY 


TAN FLEMING 


KIM SHERWOOD 


May 2018 May 2022 Sept 2022 
(Bond Origin Story) (Sequel to Man 
With The Golden Gun) 


Some of the many fantastic James Bond annuals 
and comic specials over the years. So many 
fantastic nostalgic memories. > 


VODKA MARTINI 


O38 


The James Bond 
Vodka, Martini 
Shaken Not Stirred 


1. Take 4 olives, suggest Nocellara del Belice olive variety from Sicily. 
2. Crush the olives with a muddler to make olive juice. Mix into the cocktail mixer. 


3. Break or buy clear crushed ice and place into cocktail mixer. Put more ice into cocktail 
glass to chill the glass.. 


4. Measure out 60ml (2fl oz) of Belvedere vodka (and 15ml (1/2 fl oz) of Cocchi dry 
vermouth (if you’re making larger quantities, stick to this 4:1 ratio), and pour it over the ice. 


5. Holding the shaker horizontally in your right hand, top towards you. With your left hand 
thumb on the lid. 


6. Shake it back and forth vigorously for about 15 seconds, until the ice sounds softer. 
7. Strain into a chilled 190ml (6 1/2fl oz) Martini glass. 


8. Add a single olive. 


%, 
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"THE VIDEO GAMES 


The name’s DS, RGDS... 


From the humble beginnings of an unlicensed James Bond game, released on the 

ZX Spectrum in early 1983, to a mega blockbuster AAA game, star studded, with such acting 
luminaries such as Pierce Brosnan, Judi Dench, John Cleese, William Dafoe and Heidi Klum all 
starring in an original Bond adventure called Everything or Nothing. Now in 2023, with it 
being 40 years of Bond in video games, not to mention 70 years since Bond being introduced 
and still 60 years ago Bond appearing in films. We thought that at RGDS towers (Retro Gaming 
Discussion Show podcast) we would play every single Bond video game we could lay our 
hands on. We then did a podcast special, chatting through all those games... 


https://retrogamingdailyshow.libsyn.com/318-james-bond-license-to-game 


But because we are insane here at RGDS (well especially Drisky - Ed), we 
thought we do a totally free digital book to accompany the podcast and 
honour the 70-year anniversary of Bond being introduced as a character. 


So put on your tuxedos, sup on your vodka martinis, shaken not stirred and join us as we take 
you through every James Bond video game. 


We hope you enjoy as much as we had doing this show and book. 


039 


& Adverts were put out in December 1982, but 


Sic 


arte according to reviews of the day this title came 


040 


out in early 1983. The game written by Richard 
Shepherd has therefore the honour of being the 
world’s first James Bond video game, even 
though not officially licensed. 


Released only on the humble ZX Spectrum, this 
title does an amazing job of capturing the world 
of James Bond, far better than many officially 
released titles since. 


The game has you on an espionage adventure, to 
thwart Dr. Death from destroying London with a 
stolen nuclear warhead. Therefore, it is up to 
Bond to find his secret lair and defuse the bomb. 


To do this, you first enter Q’s workshop and 
choose your weapons and gadgets of choice to 
aid you on your mission. You then globe-trot 
around the world, visiting cities looking for clues 
as to where Dr. Deaths secret lair is located. So 
here you need to type in a place to visit and then 
have a randomly generated encounter, from 
suspicious packages left for you, mysterious taxis 
pulling up, or a variety of henchman including Dr. 
Deaths evil oriental henchman Tic-Tac (of course 
Nick Nack in all but name). Such fighting 
encounters, you must quickly type your weapon 
of choice “i.e., Use Pistol” to take the henchman 
down. But doing such an attack uses one of your 
precious ammos in doing so. Thankfully you can 
revisit London to replenish your weapon stock at 
Q’s. | do find it hilarious that the developer was 
happy to use the name James Bond, but replaced 
the names of the surrounding characters, so 
Miss. Moneypenny becomes Miss. Cashcoin, Dr. 
No becomes Dr. Death and Jaws becomes Paws. 
Still, it does all add to this games charm. 


On each visit to a locale, you are sometimes given 
a letter of the final destination, this like the above 
is also random and can be anywhere not just 
those cities listed. Get enough letters and you 
can type in the location of Dr Deaths Island, and 
you move on to the second section of the game. 


SHAKEN BUT NOT STIRRED 


1982 | RICHARD SHEPHERD SOFTW ARE LTD ) 


Software 


22 Green Leys, Maidenhead, Berkshire, 
SL6 7EZ. : 


SPECTRUM 
software by 
RICHARD SHEPHERD 


22 Green Leys, Maidenhead 
Berkshire SL6 7EZ 


‘SHAKEN 
ut 
NOT STIRRED!’ 


A 007 Adventure 
Load “spy” 


You have to love the early days of video games, 
where the programmer happily put their home 
address on their latest game. 


SHAKEN BUT NOT STIRRED 
A James Bond Adventure 


is Locate the 
its déadly cargo,and 
missile 


Four tas hywa we 
you Will be put 
dangerous Situat 


GOOD LUCK, 


The games intro sets the scene for your latest 

Bond adventure. Saving the World from nuclear 
disaster is all in a days work. Why the developer 
used the name James Bond, but renamed 
MS. Moneypenny to MS. Cashcoin, Dr. No to 
Dr. Death and Jaws to Paws, I| will never know!!? 
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In the next section, after waiting a full 80 seconds 
(don’t worry the Spectrum or emulator hasn’t 
crashed on you), you find yourself on the island 
of Dr. Death. Here you must explore the 
randomly generated island to find his secret lair. 


This involves typing the direction N, E, S, W and 
taking out any attacking wildlife or restless 
villagers making your way across the island. It is 
great how this is all randomly generated, yet still 
has a logic to an island, such as beach will be near 
the sea, or fields will be near places like banana 
plantations, all helping you with subtle clues in 
finding the secret base of the villain. 


Now on to the penultimate section, with you 
actually entering the secret hideout of Dr. Death. 
This is a 3D representation of the maze-like lair, 
with you using the cursor keys to navigate around 
(a useful tip on emulators, set the joystick to 
cursor joystick, so you can use the modern cursor 
keys on your keyboard, as opposed to the 5 to 8 
number keys.). This is a fun section with the 
Paws henchman chasing you around. When he 
pops up, he is too powerful to fight, so all you can 
do is bravely turn your tail and flee from him. 


A global spy-chase 
and maze adventure 
for the 48K Spectrum 
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RICHARD SHEPHERD 
SOFTWARE 
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This section is a tough and complex maze, 
thankfully you can bring up a full map of the 
maze, three times in this section by pressing the 
H key. This will show you the full maze, including 
your current location and where you need to get 
to for only ten seconds. 


Mme. 


ow, 


i 


Make you way through all this, and Bond now has 
to defuse the nuclear bomb (never a dull 
moment for our tuxedo, cocktail guzzling hero). 
So, you do this by having ten guesses of the 4- 
digit pin. You know the numbers are not 
repeated and, on a guess, if the digit appears in 
the code but in the wrong place your guess will 
show as yellow. But if you have guessed a 
correct number in the correct location it will 
show up as red. From this, with a bit of logical 
thinking you should be able to defuse the bomb 
in time, huzzah! 


i] 
Oe 


me 


So, with all that on having saved the world again, 
it’s time to sup some vodka martinis and 
probably go back to London to show Miss. 
Cashcoin a good time. 
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What is great about this game, despite its 
simplicity it possess undeniable charm and 
engaging fun. | also love the fact that it is all 
random, so you can keep coming back to it again 
and again and still have fun. 
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CLUES 


In part a: 

When asked which gadgets you require, 
enter a single gadget number at a time, 
pressing return after each number. 


Remember that your destination is not 
necessarily one of those displayed on the 
screen — it may be somewhere far more 
exotic! 


When a situation arises, respond in normal 
sentences. 


If your strength or weaponry is running low, 
return to London for it to be replenished. But 
not too often! 


There are two types of clues to help you to 
find the location of the island. Firstly there are 
the coded messages, which you must 
decode. The second set of clues are the single 
letters which you may be given. Each letter 
appears in the name of the location, so if you 
collect the letters and swap them round you 
will eventually discover the secret. Please 
note that if you are killed and re-incarnated 
you must start the letter collecting clue again 
because the location may have changed. 


When you find the correct location there will 
be a wait of about 40 seconds whilst the 
island is set up. 


In part b: 

Enter ‘n’, ‘s’, ‘e’ or ‘w’ as a direction. 

Watch your strength rating. Remember that 
an island is surrounded by sea. 

Note your movements so that if you find the 
energy tablets you can return to them to gain 
extra strength. 

If you run out of weapons, continue fighting 
by kicking, hitting, etc. 


In part c: 

Try not to stay in one room for too long. 
To retrace your steps press key W this 
rotates you by 180° so that you are facing 
the opposite direction 


In part d: 
You're on your own! 


Other exciting adventures 
in this original series: 


Transylvanian Tower 

A spine chilling adventure with spectacular 3-D 
graphics. Can you rid the world of this Transylvanian 
Terror before he introduces you to the dark world of 
the Living Dead? 

Ship of the Line 

Command a 17th Century Sailing Ship in this naval 
management adventure. 

Everest Ascent 

Try to reach the top of the world in this strategic 
vertical adventure. 
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On finding the lair, you enter the cool 3D maze 


section of the game. On emulators, put your 
joystick as Cursor joystick to use cursor keys on 
modern keypads. 


The fearful henchman is drawn, just make sure 
when you enter a room with PAWS you quickly 
leave the room before he kills you. Run Away!! 


Dr. Deaths Secret base is quite a labyrinth, 
thankfully you can press ‘H’ to bring up the map for 
ten seconds to help you on your way. 


Of course, modern sensibilities could decry that 
regardless of where you type to visit it just 
randomly does an event. So, on my game play 
through | was visiting Heaven, Hell and Pussy 
Galore s bedroom on my quest to find Dr. Death’s 
lair. Actually, despite the gaining letters and 
working out the locale, it is the first section that 
is the weakest part of the game. The random 
encounters such as mysterious gifts, flower 
deliveries and taxi rides just aren’t worth the risk 
as can end in instant death. So, it’s often better 
to skip these encounters and wait for the event 
where you are simply given a letter clue. 


Still considering its age, this is a great first 
introduction to the James Bond Universe and a 
great way to start our adventure. 


1234 Scored E 
So ert eee g E 
S126 Scored 

S475 Scored E EE 
3978 Scored i EEE 
9378 Scored a | Ei 
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The defusing the bomb section is a lot of fun, being 
a great version of the Mastermind board game, in 
determining the correct sequence of numbers. 
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ARETE S INEG WKAGIM AND DE 


"ADVENTURES INTO IMAGINATION" 


An adventurous escape 
from 20th Century Suburbia 
with over 90 graphic locations. 


After you have defused the bomb, you are offered 
To go and get sozzled on some much needed 
cocktails. Go on Bond, you deserve it. 
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RICHARD*SHEPHERD 
SOFTWARE 


ELM HOUSE, 23-25 ELMSHOTT LANE, CIPPENHAM, SLOUGH, BERKS. 
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adventure for the I 
48K Spectrum 


A stunning 3-D 
graphic adventure 
for the 48K Specti 
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Richard Shepherd software was an_ interesting RICHARD SHEPHERD 


publisher back in the Spectrum early days. Doing : SOFTWARE 
exciting adventure games, in interesting locales. The 

most famous game they published (although the author fy : : 

was not Richard but Peter Cooke) was Urban Upstart = i F 

which had you in Scarthorpe, where even the dogs ae H 


carry flick knives and where you must try and pull 
yourself out of unemployment and strife.. 


RO 
SOFTWARE 


Promotion’s the name of the game in 
‘SHIP OF THE LINE’ — An adventurous management game 


= Fearlessly battle your way up the ranks... e inter ¢ / fleets. 
survive mutiny, fever and famine... endure fog, fire and ti 
when you think you've done well... rush home to Port for pro 


16K SPECTRUM £4.95 48K SPECTRUM £6.50 
SOFTWARE MULTI UNCON CASHCONTROLIER ; 


Takes care of your Home Br id getin 
serie at Loan and Mortgage Repa ple iveemsed by 
ics nudges and re: symbols. Colourful—just secret password. A budgeting bargai: 10 
ene RCT 
| thing! BUT NOT S' , 48K SPECTRUM. 
A James Bond 007 Adventure 
7 jer a Stolen warhead from the | ath, but first follow 
they destroy you. Fantastic action fun. Bott ail across continents, locate | . d, encounter the 
SPECTRUM steel fisted giant Paws, th 
. 1opefu verbs find the > missile 
joldly Go where no Spectrum has gone before... in E ( 
SUPER SPACE MISSION 
1¢ graphics. Dodge the s ving aliens 


ym the depths of the le ge ndary EIL Dorado mine 
: . g the golden ; 
ECTRUM or 


Richard Shepherd 
Software 


FREEPOST (No stamp required), 
Maidenhead, Berks SL6 5BY 
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WOT THEY SAID... 


January 1963 


Incorporating Spectrum User 


At last a realistic 007 adventure! The 
mode of play is quite different from 
most Adventure games, successfully 
recreating the world of James Bond on a 
computer. 

You are 007, of course, and M takes 
you to Q to choose your weapons 


MAGIC.WAYS | program You then repeatedly select des 
OF USING — anew tinations from a list of cities around the 
YOUR ZX.81_ | series 


, world and the micro takes you there 
On arrival you may be offered a ride by 


Our guide to Record 

education mplaints over @ mysterious taxi, or given clues in the 

a Sperm form of one letter of an anagram to 

Soft sl enable you to solve where a missing jet 
oTtware iow 

outlets start to with a nuclear bomb has disappeared to 


school 
sales 


expanding Meanwhile, you must save London 
from a threat of destruction by Dr 
Death 

An original presentation, from 
Richard Shepherd Software of 
Maidenhead, with authentic ‘feel’ of a 


James Bond novel, It costs £6.50. 


'f programs, 
re reviews, 
your letters 


=F @ Getting started 5 
The spy with senna ; 


the golden chip 


has Dr Death's 

located. Once 
found that you can 
part two of the game and 


hideout is 
have 
load 


NOW James Bond 
managed to find his way on 
to the 48K Spectrum in an 
adventure game called 


you 


Shaken but not Stirred. visit Dr Death's island find the control room and 
The game is in two parts You must explore the de-activate the missile 
In the first part a nuclear island and attempt to you must rush to London 
missileisabductedandthe discover the secret en- for your favourite drink, a 
player, James Bond, must trance to Dr Death's Vodka Martini 
find and disarm it underwater hide-away. If The game is a fast 
The first section of the you find it you will find moving, machine code 
game is achase roundthe yourself in a three adventure but stage one 
world. where Bond is dimensional maze. You can be slightly mono 
threatened by spies, at- must find the control room tonous as it is all too easy 
tacked by muggers and in and de-activate thedeadly to bekilled. There are also 
vited into taxis for secret weapon. random elements in the 
meetings, At various To add to your troubles game which hamper the 
points clues, in the formof inthemaze,avillaincalled planning of strategy 
anagrams, are given to the Paws will stalk you and try Shaken but not Stirred 
player to indicate where tokillyou.Ifyoumanageto is av ailable from Richard 
Shepherd Software 


fcOMPUTING 
Quer 120gages OF 
Information and progra 


> for thie 2X Spectrum; 
2X81 and Zxs0 Camputers 


Gr 
Be 


Shaken but not 
stirred! 

— Richard 
Shepherd Soft- 
ware 


Tha 48K Spectrum rather than 
‘he cinema is the venue for the 
latest James Bord epic in 
Ficherd Shepherd Software's 
Shaken but not stirred’ you play 
the part of 007 sent on @ 
dangerous mission to disarm & 
Auclear missée, which has bean 
stolen by the dastardly Dr 
Desth Having been brated by 
M and after selecting your 
weapons from the range that Q 
has to offer, you sat out on your 
adventure 
In the first stage you must 

travel the world and try to stay 
alive long anaugh to gather suf 
ficent clues to wWentty the 
sstond on which Dr Death has 
fhis base Muggers. mxigat's end 
Priests ere out to get you, and 
you we alta have to cope wath 
offers of mysterious meetnoa, 
unidentified packages and 
suspicious bowls of fru 

long 88 youdon't doit too often 
you cen return to London to 
replenish your strength and 
FaStOCK YOUr pervonal armoury 


Maice 


SL6 


een Ley 


rkshire 


latch out, 


__ If you mangoe to find the 
islsnd_ you go on to the second 
stage i] whch you have to 
discover the entrance to Or 
Death © unblerwater tar The 
locations on the sslend sre 
logically connected {although 
different for each game) so you 
can budd up @ map The sea 
beach, woode and plantstion all 
hold ther own specisl terrors 
Which attack without 

6 you move ground If you run 


there's 2 PAWS about 


‘out of weapons with which to 
best off the sttentions of 
Bharks, wolves and scorpions 
then you will have to resort to 
brute force which leads to @ 
repid reduction in strength 
There is no going back to Lon 
don $0 it Is important to try and 
discovar the Secret stock of 
benzedene which restores your 
strength =| dont ramernber 
James Bond ever taking druga 
(epart from the occasional 


Mickey Finn!) and fm not sure 7 


its the sort of idea that should 
be incorporated in 8 gare 


For your eyes only 
I never managad to find the iar 
but if | had | would have bean | 
confronted with @ 10 by 10 | 
room maze displayed three 
dimenaionelly on the screan 
sin it is the contra! 
room with the warhead. and 


JAAMES Boro 


Ak 
1983 | PARKER BROTHERS al 


In June 1983, James Bond finally got his first 
licensed video game, with James Bond 007. The 
title actually started out completely different, 
tying in with the latest Bond film Octopussy. 
_ This game would have focused on the circus 
train fighting section of the film. This title got 
| quite far. with this version even making into 
screenshots in published adverts of the day. 
| But the developer Western Technologies 
making this game was taking too long and so 
Parker Brothers dropped them, instead 
reaching out to Joe Gaucher of Time Software 
to quickly develop them a James Bond game 
instead, in time for the summer holidays. 


ATARI: 
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& 


Sane 


In the first section of Diamonds Are Forever, 
you drive you Lotus car shooting literal 
diamonds in the sky, I assume Lucy is flying 
The helicopter then? Weirdly you cannot 
shoot the enemies and only the diamonds 
that satisfyingly give a big explosion when 
you do. [Atari 2600 version] 


— But you can try when you reenact 
=— 64 ag a 


( commodore 


ate it must avoid 
fe piisht three 

illuminate the night for an oil rig rescue Mission Accomplished! 
raid in Are Forever. ; 
Get Stromberg and his undersea hideaway in The Spy Who Loved Me. 
Save the Earth from cosmic catastrophe in Moonraker. 

ultiple levels and special effects add challenge and excitement. It's the best of 
Bond in one great game! 
‘(G)PARKER BROTHERS 


hawerteat dg AVA pn Ver dyes dala 

comments about 

White to: Parker Brothers. P.O. Box 1012, Beverly, 
Consumer Response 


MA. 01915, Attention: 
Department. 
Details on limited warranty enciosed. 
Ask to see retailer's copy prior to purchase 
5110 


Atari® and Atan 2600" are trademarks of Alari, Inc. 
Sears" and Sears Video Arcade” are trademarks 
of Sears, Roebuck & Co. 


Parker Brothers is not affiated with Atan, Inc. 
Fotis Roebuck & Co. 73000"0 


The second section has you in the Lotus now 
turned into a submarine boat, here you must 
jump radioactive explosions and deadly 
underwater frog-men. [atari 2600 version] 
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JAMES BOND 007 


JAMES BOND™ 
AGENT 007 


“Octopussy” Taice the train ride of 
your life with Agent 007 in this fast- 
moving action ideo adventure. A 
Geadly knife-thrower and sorne trig- 
ger happy are on your heels 
as you across the top of a 
speeding train, Think fast—and act 
even faster—as you try to avoid their 
attacks without being knocked off 
the train. 1 of 2 players 


JANAES POND lmawens ard setaned mumenal © bon Protec 
ere Ud Gkbene Mameators, 10 MES 


“The action was so involving, it oe me 
feel just like the master spy himself.” 


—Daily Platter 
“Karate kicks, jumps, lasers and more...” 


“A truly unique honte vided game. Captures Bond at his best.” 
—Morley Unsafer 


“Knife throwers, 
nmen and the capture the 
lames Bond theme ff Faberge gems 
to boot...’ f while boundin: ng 
“It’s Bond every ste} across the speeding 
of the way. Right down 


to the musical theme. j Octopussy Circus 
The thrills are 5 Train...” 


non-stop.” . ‘ 
The Reling Pebble “The Bond 


home video 


“You'll try to 


“The longer 


the game went 
on, the more ———————— 


chase 


furious the z| 


oc your Aust 2800 Video Computer Seaton” and the Sears Video Arcade ~ Coming soon for letersi. * 
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Considering the very tight timescales | think these 
developers did really well in producing this game. On the 
title released, they set the title across four of Bond’s 
previous adventures. These being “Diamonds Are 
Forever”, “Moonraker”, “The Spy Who Loved Me” and 
“For Your Eyes Only”. Each section plays pretty identically 
really, with you controlling the cool amphibious white 
Lotus from the “Spy Who Loved Me” and make your way 
through waves of search light wielding helicopters and 
low flying, laser firing satellites. As you drive, jump and 
sail your car through to the oil rig or underwater lair 
(depending on the level). 


The game is reminiscent of the Irem arcade classic Moon 
Patrol, with you jumping over exploding terrain or 
radioactive water explosions. All the while shooting 
diamonds that are in the sky for points, | am assume Lucy 
is flying the helicopter then.? (you’re fired - Ed). Sure 
there isn’t a lot to the game, but especially of the Atari 
2600 | had a lot of fun making my way through the levels, 
despite it being very difficult. 


“Sensational,a real thriller... 
its James Bond all the way.’ 


(othe action was so involving, it made me feel like the master spy himself.” 


—Rex Weed 
“You'll feel like Bond as you out-shoot and 
outsmart the combi: ces of evil...” 
4 oa Bond 007 home video game is like relivirig the Bond classics.” 
s —The Daily Platter 
“The challenge of 4 “Four land 
becoming master and sea es 
that rival any 
Bond movie 
adventure...” 


“If you loved Diamonds 
Are Forever, 


available for Atari 2600", 5200", ColecoVision TP Fae Ge eee maneee 
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JAMES BOND 007 
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Of all the versions | played, it was the Atari 
2600 version | personally had the most fun 
with, from its opening cool beepy rendition of 
the James Bond music, through to being 
hurled straight into the action. 


Other versions do have introduction screens, 
telling you which film you are in, but for me 
personally the game play controls of these, 
felt off to me. Of course, all the versions are 
full of frustrations, such as you unable to 
shoot the enemies, and only the diamonds. 
So, with the forced scrolling and constant 
shooting and explosions, it can lead to some 
annoying unfair deaths, all hindering your 
progress. 


Still for me | found despite its flaws and 
simplicity, the game is quite a lot of fun and 
addictive with that one more go nature of 
simple no-frills titles such as this. 


e day, on 
rs looking 
than this. 


the hang of th controls. 


lea y | 
anda lot more ene! I 
other versions. [sega sc-1000 version] 


JAMES BOND 007 


pose craft. The craft moves forward with a right motion 
and slightly back with a left motion. An up or down 
1. Place the cartridge firmly into the cartridge slot. motion causes the craft to jump or dive. In either case, 
2. Plug one or two hand-held controllers into controller gravity or buoyancy returns the craft to a water 

jacks labelled "1" and "2." Use the controller in the or land surface line. 


"1" jack fi pli 
11” jack for a one-player game. THE PNISE ba Ton 


‘SETTING THE CONSOLE CONTROLS 


AVIDEO GAME CARTRIDGE FROM 
‘ONPARKER BROTHERS 


3. Press the ON/OFF switch to ON. 
4. Press the # button to select a difficulty level; either 
NOVICE or AGENT. Atany time during the game, you may freeze the 
6; Press the * bution tp select the number of players; action. To do so, simply press PAUSE. To continue the 
elther 10r2. action, press PAUSE again. 
™ 6. Press the START button to begin. YOUR ITINERARY, MR. BOND 


To the tune of the James Bond theme, you'll see the 
title of the adventure as well as “GOOD LUCK, MR. 
BOND." “Agent 1" (or 2) refers to the first (or second world’s most famous secret agent. Renowned for your 
player). The number of available vehicles appears to cool and confidence (not to mention your biting wit), 
the right, As Mr. Bond steps into the vehicle, he gives a u've been selected by the British Secret Service for 
brief demonstration ofits capabilities, then Speeds off four clandestine, utterly critical, and nearly impossible 
to face the first adventure. missions. 

Atany time during the game, you may press either These will be accomplished at the controls of a spe- 
START or RESET to begin again cially designed multi-purpose craft that boasts extraor- 


dinary capabilites. It has the properties of a car, a 
THE HAND HELD CONTROLLERS Fire Bidtons. plane, and a submarine. And it's equipped with the 


latest weaponry. We think you'll find it more than 
adequate. 
In brief, Mr. Bond, this is what lies ahead. First stop, 


In this game, you are Bond. James Bond, 007, the 


0074 


FOR ATARI 5200" GAME SYSTEM 


The joystick on the hand-held 
controller maneuvers Bond's 
specially designed multi-pur- 


Las Vegas in Diamonds Are Forever. No casinos, here 
Rather, you've got to cross the desert in the dead of 
night. A very romantic place, indeed, when you're not 
being shot at. 


The Oil Tankers 
‘When you see one of Stromberg's oil tankers, dive 
under it. From the tanker, Stromberg's trigger-happy 
chopper pilots will track you until their fuel runs out. 
When this happens, they head back to the tanker. 


We know you like a change of scenery, Bond, so the 


By the way, Bond, Seraffino’s holding your... uh The Oil Rig 
next stop is Sardinia in The Spy Who Loved Me. Strom- 


assistant, Tiffany: Case. ‘We believe she's desperately Seraffino's oil rig will be silhouetted against the sky 
berg's underwater laboratory is your destination in this in need of rescue. when you hit a diamond. When it appears, move 
‘one. We're ~onfident you'll know just what to do when The Desert your craft just to the left of the rig, straight up over 
you reach it. bate the top of the derrick, then down to land on the 


In Moonraker, you'll recognize your old nemesis Hugo 
Drax and his poison satellites. From your position on 
the lake, you must stop the satellites from ever reach- 
ing Earth. 

We thought we'd top off the assignment with For Your 
Eyes ony one will take you below sea level toa 
sunken World War II fishing trawler. Could be the most 
hazardous mission of all. We're only thinking of you, 
Bond. We know your fondness for the Greek islands. 
Oh, about the details, read on. We want you prepared 
for the assault... armed frogmen, missiles, mines 

and the like. Not to worry. Good luck, Bond. 

And Bon Voyage! 


Mission: Land on Seraffino's Oil Rig and 

Save Tiftany Case 

There's lots of glitter in this adventure. But all that glit- 
ters is not gold... it's diamonds and Seratffino’s got 
them! Black market jewelry scheme, you're thinking? 
Wrong. When attached to a communications satellite, 
the stolen rocks can harness solar energy, create a 
laser blast, and destroy targets on the Earth's surface. 
Therefore, Bond, you simply must get Serafino. You'll 
find him on an oil rig off the Pacific coast. There, he 
controls the diamond satellites’ guidance system 


‘Space shuttles 
‘Another of Drax's brilliant but dastardly inventions 
is the Moonraker fleet of space shuttles. Launched 


from the ocean floor, they will destroy you on impact. 
And remember. when a space shuttle rises into orbit 


at the top of the screen, it explodes. If you're above 
water when it does, you'll explode, too. How to han- 
dle a space shuttle? Blow it out at the launch pad, 
dodge it and submerge before it explodes or shoot 
it down. 


Mini-Subs 
Drax simply loves submarines and he has sent a 
fleet of them to patrol the depths. Mini-subs release 
deadly mines that float to the surface. Avoid them or 
destroy them or they'll destroy you. And get those 
bothersome subs if you can, too. 
Just one more thing, Bond. Make sure you clear the 
terrain and watch that uncomfortably shallow water. 
Completion of this mission brings you the next with 
your remaining crafts. 


FOR YOUR EYES ONLY 


Mission: Retrieve Radio Equipment from a 
‘Sunken Fishing Trawler 
British surveillance ship has been sunk off the 


Greek mainland by a WWII mine. Somewhere amid the 


wreckage lies a top secret ultralow frequency trans- 


mitter that launches ballistic missiles on command. You 


must find it before it falls into the hands of enemy 
agent Gonzalez. 


180-DAY LIMITED WARRANTY 


PARKER BROTHERS warrants, subject to the conditions 
below, that if the components of this product prove 
defective because of improper workmanship or material 
during the period of 180 days from the date of original 
purchase, PARKER BROTHERS will repair the product 
or replace it with a new or repaired unit, without charge, 
or will refund the purchase price. 


CONDITIONS: 

1. Proof of Purchase: The retail sales receipt or other 
proof of purchase must be provided. 

2. Proper Delivery: The product must be shipped pre- 
paid, or delivered to PARKER BROTHERS (address: 

190 Bridge Street, Salem, MA 01970, Attention: Quality 
Control Dept.) for servicing, either in the original package 
or ina similar package providing an equal degree of 
protection. 

3. Unauthorized Repair, Abuse, etc.: The product must 
not have been previously altered, repaired or serviced 
by anyone other than PARKER BROTHERS; the product 
must not have been subjected to an accident; misuse 

or abuse. 

REPAIRS AFTER EXPIRATION OF WARRANTY: 

If the product malfunctions after the 180-day warranty 
period you may ship the product prepaid and enclosed 
with a check or money order for $8.00 to Parker Brothers. 
Parker Brothers will, at its option, subject to the condi- 
tions above, repair the product or replace it with a new or 


First, you must travel rugged desert terrain in the 
dead of night. The desert is filled with treacherous 
craters that you must jump over—or else crash! 

As satellites pass overhead, they'll drop lasers. 
Lasers can destroy you on impact as well as create 
craters in your path. Your driving skills will be of 
the utmost importance in surviving lasers since it’s 
impossible to destroy the satellites. 

Craters occasionally fill with water. You may glide 
over the water as long as you jump back onto the 
land. 


The Diamonds 


Giant diamonds hang in the night sky. Hit one with 
your fixed angle shot to light your way (and score 
points). And remember that only by the light of a 
diamond will you be able to see Seratfino’'s oil rig 
‘once you reach the ocean. 


The Ocean 


When you reach the ocean, continue to light the 
sky by hitting diamonds. Remember, you're looking 
for the oil rig. Also, lobbing flare bombs onto the 
‘ocean floor enables you to see Seraffino’s frogmen 
and get them before they get you. (Watch out for 
fire from behind.) The satellites are still active, 

so beware 


Terrain 
First, the shoreline requires expert piloting to avert 
the mountain peaks that rise dangerously from the 
ocean floor. 


Underwater Enemies 
‘Only by the light of flare bombs can you see the ene- 
mies that lurk in the darkened waters. These include 
armed frogmen and the same mine-releasing mini- 
subs that Drax employs. You've escaped them 
before, you can do it again! 


Helicopters 
‘Occasionally, a helicopter comes onto the scene. 
Sorry, old boy, it's not one of ours. The chopper's 
tracking system makes it a deadeye shot. And the 
radius around the gunfire explosion is a killer. 
Consider yourself warned. 


The Sunken Fishing Trawler 
When you see the sunken trawler, maneuver your 
craft onto the circular radio antenna in the middle of 
the deck. Do so, and you've retrieved the radio 


equipment. But if you hit any other part of the trawler, 


you're sunk! 
Completion of this mission ends the game. 


repaired unit, subject to availability of parts. If replace- 
‘ment units or required parts are not available, the $8.00 
payment will be refunded, 


EXCEPT TO THE EXTENT PROHIBITED BY APPLI- 
CABLE LAW, ALL IMPLIED WARRANTIES MADE BY 
PARKER BROTHERS IN CONNECTION WITH THE 
PRODUCT, INCLUDING THE WARRANTY OF MER- 
CHANTABILITY, ARE LIMITED IN DURATION TO A 
PERIOD OF 180 DAYS FROM THE DATE OF ORIGINAL 
PURCHASE; AND NO WARRANTIES, WHETHER EX- 
PRESSED OR IMPLIED, INCLUDING THE WARRANTY 
OF MERCHANTABILITY, SHALL APPLY TO THIS PROD. 
UCT AFTER SAID PERIOD. SHOULD THIS PRODUCT 
PROVE DEFECTIVE IN WORKMANSHIP AND MATE- 
RIAL, THE CONSUMER'S SOLE REMEDY SHALL BE 
SUCH REPAIR, REPLACEMENT OR REFUND AS |S 
HEREIN ABOVE EXPRESSLY PROVIDED, AND UNDER 
NO CIRCUMSTANCES SHALL PARKER BROTHERS 
BE LIABLE FOR ANY LOSS OR DAMAGE DIRECT OR 
CONSEQUENTIAL, ARISING OUT OF THE USE OF, 
ON INABILITY TO USE, THIS PRODUCT. 


SOME STATES DO NOT ALLOW LIMITATIONS ON 
HOW LONG AN IMPLIED WARRANTY LASTS, OR THE 
EXCLUSIONS OR LIMITATIONS OF INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATIONS OR EXCLUSIONS MAY NOT APPLY TO. 
YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL 
RIGHTS AND YOU MAY ALSO HAVE OTHER RIGHTS 
WHICH VARY FROM STATE TO STATE 


helipad. When this happens, you've gotten Seraffino 
and saved Tiffany Case! 


Important: 
If after having sighted the oil rig you're unable to 
hita diamond—or if you notice that your shot disap- 
pears right after firing, this means you're about to hit 
the rig. Dive under it quickly and try again to accom- 
plish the mission on the next oil rig. 

Completion of this mission brings you the next with 

your remaining crafts. 


‘THE SPY WHO LOVED ME 

Mission: Destroy Stromberg’s Undersea Laboratory 
Shipping magnate Karl Stromberg uses huge oil tank- 
ers to swallow nuclear submarines right out of the 
water. It just so happens he's captured a British sub, 
not to mention your fellow agent, Anya Amasova. 
Stromberg must be stopped for good. You'll find him 
in his undersea laboratory off the coast of Sardinia. 


Missiles 
Stromberg has rigged the ocean floor with deadly 
missiles that rise into the air, turn into mushroom 
mines, and fall back down again. Avoid them, shoot 
them down, or bomb them out at the base. 


END OF GAME 


‘The game ends when you complete the last mission or 
when you lose the last craft. In either case, you'll see 
the final animated scene along with your final score. 
The following screen gives you your AGENT RATING, 
To play again, simply press the RESET button, then the 
START button 


The British Secret Service rates each of its agents on 
his or her performance at the end of each game. Our 
rating method is computer-analyzed and highly confi- 
dential. (Enemy agents must never learn our training 
secrets.) The highest rating in NOVICE is 005. The 
highest rating in AGENT is 007, of course! 


‘TWO-PLAYER GAMES 


Ina two-player game, players alternate as Bond. The 
LEFT player goes first. A player's score is displayed at 
the end of a turn. When one player loses all his or her 
crafts, he or she is out of the game. The opponent may 
continue to play with his or her remaining crafts. 


By the way, Bond, the helicopter is indestructible. 


‘The Undersea Laboratory 
When you see Stromberg's laboratory at the bottom 
of the screen, lob a flare bomb onto it. The explosion 
will release a capsule that carries Anya Amasova. 
Swoop down and touch the capsule and your mis- 
sion is accomplished. Stromberg is destroyed and 
Anyais saved. 

Completion of this mission brings you the next with 

your remaining crafts. 


MOONRAKER 


Mission: Destroy Three Spinning Satellites 

Billionaire industrialist Hugo Drax has concocted 

the ultimate scheme in international espionage: the 
depopulation of the Earth in order to recolonize it with 
his super-race. The destruction will occur from Drax's 
poison satellites that rotate through space. As they spin 
through the night, you must attack them from your 
craft's position on, above, or beneath the lake's sur- 
face. A deceptively difficult task. 


SCORING 
Your score is displayed after the loss of each craft. Your 
final score appears at the end of the game. 


Targets Points 
Diamond . 3 Pre: 50 
Frogman ... 200 
Ocean floor missile 100 
Mushroom mine 


100 


‘Space shuttle . 200 
Poison Satellite. 500 
Mini-sub . 200 
Mini-sub mine 100 


Mission accomplished. . 
Each remaining craft at the end of the game 


We willbe happy to answer your questions or comments about 
JAMES BOND 807 Writs to the Consumer Response Depariment in the location 
hearest you! 

Inthe U.S.A; Parker Brothers, P.O, Box 1012, Beverly, MA 01815. 

Jn Canada: Parker Brothers, P O, Box 600, Concord, Ontario LAK 187, 

{nthe United Kingdom: Paltoy Company, Owen Street, Coalvil, 

Ubicester LES 208 England, 

{Australia and New Zealand: Totoys, Py. Lid, 104 Bourke Road, 

‘iexandria, NSW. 2018 

1 you should have any dificulty operating o playing JAMES BOND 007, call our 
Eigctronie Service Department af these to fee numbers 


1-800-692.0297 
pt Alaska, Hawai, or Canada). 1-800-225-0540 


Lines are open 8:90 A.M. to 4:30 P.M. (EST) Mon.~Fri. excluding holidays). 
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JAMES BOND 007 


One In Every Port... 


/ 


ATARI 
ENATARI: 


SG-1000 


Most people find this version 
as the worst. But for me | 
Personally, had the most fun, 
with its no frills and 
simplistic action. 


The more zoomed gameplay 
makes it a lot tougher to play, 
and in my opinion the game 
looks a lot uglier. This is for 
me one of the worst ports of 
the bunch. 


| also struggled here with the zoomed in action. This is 
essentially the Atari 5200 version, and so is also difficult to 
control. | personally found it a lot uglier to look at, despite 
the more detailed graphics. 


This version is one of the better ports. There is certainly a lot. 
of extra variety to the enemies and levels, with many more 
enemies on screen making it a bit more frantic. 

The only downside here, is that the diamonds seem a lot 
tougher to destroy for some strange reason. 


The Sega SG-1000 (An early Master System console) is one of 
the prettiest looking of the bunch. So along with the 
Colecovision port it is one | really enjoyed a lot. 


This C64 port is not well liked, according to all the poor 
contemporary reviews. Most point out its unfair difficulty 
and that it’s a poor Moon Patrol clone as most of their criticism. 
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JAMES BOND 007 


THEY’RE THE ONES TO BEAT IN’83! 


29999009000009000000000090000000000000000009000000) 


Whether you own an Atari® 2600™ or Intellivision® game system, Parker Brothers has 
the games for 1983. The best of the arcade games, and innovative creations from books 
and movies, these exciting new releases are coming soon— 


9. 99999900900000009000000000000000909009009090000090090000000000000000000900000000000000000 


JANUARY APRIL 


Sky Skipper, Tutank- 
ham, G.I. Joe, 

1 Reactor-Atari® 
2600™ 


| Frogger, Super 
Cobra-intellivision® 

Super Strawberry 

Cobra Jedi Arena- Shortcake 


Atari ® 2600™ Atari® 2600™ 
°o 
1999999000000000000900000000000000009000090900000090000000900000000000090090000990000009000) 


AUGUST 


9999000000000000000000000000 
99900090900000990000000000000 


Ines 
Spiderman 
Revenge of the Jedi |-Atari® 2600™ James Bond 007 Strawberry Shortcake- 
Tutankham, Jedi Arena-intellivision® Incredible Hulk-Atari® 2600™ 93 Intellivision® 
229999900009090900900009009000009000000099000000009000000090909099999000999090009090990999090000099900 


SEPTEMBER OCTOBER NOVEMBER 


2990000000000000000000000 
1999900000000000000000000 


The Atari has some lovely sprites considering, 
including the limited hardware. | particularly like. 
the search light effect on the helicopter. 


< The line-up of these Parker Brothers licensed. 
games in this 1983 advert were mightily impressive. 
Lord of the Rings It really shows the publisher were at the forefront. 
aaah of licensed games. 


Revenge of the Jedi II, Lord of the Rings-Atarl® 
2600™ Amidar, Reactor, G.|. Joe-Iintellivision® 


Revenge of the Jedi |, Revenge of the 
Jedi ||, James Bond 007-Intellivision 


299990000090000000000000000000 
29000000000000000000000000000 
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PARKER BROTHERS 
ABCAPE/ACTION 


Popeye Atari 2600 (1983) 
A solid port of the Nintendo arcade 
an classic. Impressive achievement 
| Une Ucemse vom Niniendsetanenea= considering the limited hardware. 


) Sherlock Holmes: Consulting Detective 
4) TurboGrafx CD (1991) 


Joseph was Software Engineer on this FMV port of 
, Sherlock Holmes covering three of his cases . 


SUPER NINTENDO 


Road Runner's Death 
Valley Rally SNES (1992) 


Joe was brought on as Technical 
consultant on this Sunsoft visual platform where you got to play Road Runner. 


Tiny Toon Adventures: Buster 


| and the Beanstalk PC (1996) 
PS A fun PC action adventure game 
= featuring the Tiny Toons. 
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1985 | DOMARK 


1985 
6.24 Telex: 894475 G 


JAMES BOND IS BACK! 
On his latest secret mission 


NOW YOU TAKE HIS PART IN THESE THREE EXCITING 
ARCADE/ADVENTURE GAMES TAKEN STRAIGHT FROM THE FILM 


Your name is Bond — James Bond, the world’s top Secret Agent, and now 
embarking on one of the most important missions of your career. 


THE PARIS CHASE Bond gives chase to the assassin 
May Day, who leaps from the top of the Eiffel Tower, 
and glides across Paris by parachute, Commandeer- 
ing a taxi, Bond careers around the streets of Paris in 
an effort to catch May Day as she lands. In a stunning 
combination of 3D graphics and plan view, we rec- 
reate the inside of Bond's taxi for the player to attempt 
this hazardous journey. Chased by police and avoid- 
ing other dangerous drivers, Bond shoots and steers 
himself in and out of trouble in spectacular fashion. 


THE CITY HALL ESCAPE Extricating himself from 
the lift, Bond dashes from room to room to find a 
means of rescuing Stacey. In our simulation of this 
scene, the player moves Bond around 75 different 3D 
rooms using the objects he finds to help him in his 
effort, with the fire spreading around him and time 
running out 


THE SILICON VALLEY MINE Bond races around 
the mine with a maze of different levels in our version 
of this nerve jangling finale, attempting to use the var- 
ious objects, lifts and secret codes he finds to defuse 
the bomb. Will May Day turn against her evil boss to 
winch Bond down the shaft and remove the nuclear 
detonator? Will he beat the clock, or will the Pacific fish 
meet Silicon Valley's chips? All this and more awaits 
you! 


SEE OVER 
FOR FULL 
INSTRUCTIONS 


[-——________. 
ISBN No. 1 85160 001 9 


A VIEW TO A KILL 


* THE COMPUTER GAME 


After Domark picked up the lucrative James Bond 
license, they released “A View To A Kill : The 
Computer Game”. Based on the exciting last 
outing of an ageing but still suave Roger Moore. 


As with the film it featured such exciting locations 
as the Eiffel Tower and the Golden Gate bridge, 
not to mention one of the coolest James Bond 
title music by Duran Duran. The possibilities for 
the game capturing this excitement we would get 
was palpable. 


In keeping with the Ocean template of making 
mini games based on different sections of the 
movie, this game split the action into three 
distinct parts. 


This is by far the weakest section in the game. 
Not only is it incredibly slow and clunky in the 
car, but it is just dull and frustrating, as you try 
to avoid other cars and track the May Day 
parachute. To turn such an iconic section of the 
movie in to this seems such a missed 
opportunity 12x spectrum version] 
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l assume that blueish square is supposed 
to be the Eiffel Tower, although with all 
those brick buildings, we might as well be 
driving around Milton Keynes for 

all | know [C64 version] 
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City Hall section. Famously the Spectrum 
version had a bug in the game with furniture 
blocking a door you needed to enter. 
Therefore you had to Poke the game with 
56536,0 and Poke 56810,1 to be able to 
complete this section. 
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A VIEW TOA KILL - THE COMPUTER GAME 


The first section in Paris has you drive around the city 
tracking the henchman May Day, played by (Grace Jones), 
who has parachuted off the Eiffel Tower, after assassinating 
someone. 


The next section has you entering the burning building of 
the City Hall that is on fire, as you dash from room to room 
to help rescue Stacey. This is a simple graphical adventure 
this time and plays reasonably well, with the image of the 
spreading fire as a timer, adding to the urgency of your 
exploration. Famously the released Spectrum version of 
the game had a bug in this section meaning that you 
couldn’t complete it without manually poking the game. A 
fact that seemed to not be mentioned by any of the 
magazine reviewers whom all gave the title a pretty 
reasonable score. 


Finally, the game takes you to the Zorin’s Silicon Valley Mine 
to defuse the bomb and help save the day. This time it’s a 
platforming game with graphical Dizzy like simple puzzles as 
you make your way through the expansive mine to explore. 


Overall, this is a pretty poor James Bond game and not a 
good start for the Domark era of games. Still | know Kingy, 
as many back in the day had fond memories playing this 
title, getting their James Bond kick. 


The final Mine section is a platforming 

graphical adventure, that has you exploring 
the mines in Silicon Valley. Despite Bond 
looking more like if Prince of Persia and 
the Impossible Mission Spy had a baby. This 
offers the player the most fun in the title. css version 


Bond has to ask May Day Zorin’s 
Henchman for help. Turned by 
Bond’s charm she helps stop this 
crazy plan of Zorin. The artists 
certainly got Grace Jones curves, 
it’s a pity their wasn’t as much 
care and attention given to the 
rest of the games graphics. 


[2XSpectrum Version] 


Well the game might have 
been dire, but at least Bond 
is keeping his end up, in his 
duty for his majesty. zspeanumversion 
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A VIEW TOA KILL : THE COMPUTER GAME 
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One In Every Port... 


— Not that it’s much praise, but the Spectrum version is probably 
leat the best version. But that’s kind of like saying, of all the dead 


| iene dogs this one smells the least. The vibrant colours of the 


fuse) Spectrum colour palette, makes it marginally more interesting 
. than the C64, and whilst the Mine section, that looks far better 

on the C64, this still plays OK. Still at least the other versions 

didn’t have you having to poke the game just to finish a level. 


The C64 version is extra disappointing as the system was capable 
of so much more. The first two sections of Paris and City Hall is 
incredibly ugly and slow. The mine section is the best version 

of the bunch though. 


Dear oh dear, the Amstrad version is terrible, with ugly zoomed 
out characters in both the City Hall and my sections. Knowing 
nia pe CATE How the CPC was so much more powerful than contemporary 
sare - 8-bit computers, it’s such a shame the developers were unable 
to utilise any of it. This makes this version vastly inferior to both 
the Spectrum and C64 ports. 


By far the weakest port of the lot. This has all the ugliness of the 
Amstrad version, but actually makes it slower and clunkier 
controls, upping the frustration even further. Avoid this version 
at all costs. 


David Bishop who co-Designed 
the game, would go on to 

Work with Pop-Cap and worked 
on the fun title Plants Vs Zombies 
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> 5 FUN FILLED GAMES 
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A View to a Kill was released on two compilations on the 
Spectrum, although bizarrely was not included on the 
James Bond Collection compilation by Domark released 
in 1991. This gives you an idea what Domark felt 
themselves about this game. 
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PAX S11 


ANOTHER PRODUCT FROM 
ISURE 


MADE IN ENGLAND 


6 GREAT GAMES ON ONE TAPE 


WOT THEY SAID... 
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50 GAMES 
TO BE WOW 
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QU PLAYS GAMES 
FRANKIE'GOES SOFT 


BOND IS BACK 


A VIEW TOA KILL : THE COMPUTER GAME 


Sinclair User - JUNE 85 - Issue 40 


SILICON Valley is in danger of obli- 
teration and 007 is sent to fulfil 
another improbable mission in 
Domark’s A View to a Kill 

In order to destroy the chip indus 
try, Max Zorin, mad genius, has 
planted a massive bomb in some 
disused mines beneath Silicon Valley. 
When it detonates, the San Andreas 
Fault will open up and tip the lot into 
the Pacific. Why not do something 
simple like poison the water? 

There are three games, each played 


in different locations and linked by 
code numbers. 

You start in Paris. Just as you are 
about to be told the key to Zorin’s 
plan, Mayday ~ played by Grace Jones 
in the film — takes a pot shot and kills 


your informant. A mad car chase 
follows. Mayday jumps from the Eiffel 
Tower and descends by parachute 
You jump into a taxi and chase 
through the city to capture her 

The screen is split horizontally, The 
upper half is the 3D perspective view 
as seen through the windscreen and 
the lower half is an aerial view depict- 
ing road blocks, police cars and the 


drifting parachutist 

Having captured Mayday, you load 
up in San Francisco for the next 
section set in the burning City Hall 
Stacey, the obligatory blonde, is trap- 
ped in a lift and must be rescued. This 
section is an icon driven arcade adven- 
ture and is surprisingly easy to use. 

A clue to Stacey’s rescue can be 
found in the film, which is closely 
followed. There are around 75 rooms 
in the building, many holding objects 
vital for her rescue — a picture of the 
burning Hall is included showing your 
position in relation to the fire. The 


graphics depicted in this review were 
taken from a pre-production copy of 
the game. 

The final game places you deep 
within the mines. Mayday returns in 
this scene, though you may have to 
find her first. Only she can winch you 
down to the ticking bomb and winch 
you back with the detonator 

Objects litter the mine and can be 
used in the same manner as those in 
City Hall. The grappling hook is the 
first you will stumble across and is 
vital. Conveyor belts may be activated 
— but tread carefully 

You can play along to the original 
Bond theme tune, to Duran Duran’s 
single of the same name or switch off 
for blessed quiet and a chance to hear 
Bond introduce himself: “My name is 
Bond, James Bond" Clare Edgeley 
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A VIEW TO A KILL 


MACHINE: Spectrum 
SUPPLIER: Domark 
PRICE: £10.99 


Would A View to a Killbe my 
toughest review? Unlike my 
Martinis, would | be shaken and 
stirred? 

Evil mastermind, Max Zorin, 
plans to blow up Silicon Valley 
with a nuclear device in order 
to corner the market in micro- 
chips. You have to stop him 

The game is based on the 
three main action sequences 
from the film and follows the 
plot quite faithfully. 

As with the films and books 
Bond can't be killed, although 
he does get a little damaged 

His performance is mea- 


the city on a parachute 

Bond must follow by car 
around the streets in an effort 
to catch her when she lands. 

This part of the screen com- 
bines three-dimensional 
graphics and plan view of the 
city. Bond must shoot and steer 
his way out of trouble to capture 
May Day. If successful, he will 
get a code which passes how 
well you've done into the next 
part of the game. 

The City Hall Escape finds 
Bond trying to rescue girlfriend 
Stacey from the burning build- 
ing. He must search his way 


Here Bond races around the 
mine's different levels using 
various objects, lifts and codes 
to defuse the bomb — all 
against the clock. 

And just when things are 
getting really tough and Bond 
would love to send out an SOS, 
May Day returns to the game 

By this time she's deserted 
the evil Zorin and helps Bond to 
avert mayhem, death and 
destruction 

Some of the graphics in A 
View to a Kill are a \ittle crude 
But overall it's a fun game 
which does credit to the film 


Dressed in my Savile Row 
dinner jacket with eyebrows 
raised quizzically in best Roger 
Moore fashion, | approached 
the computer. 


sured on his ability to save the 
world against the clock 

The first part of the game is 
The Paris Chase. Assassin May 
Day leaps off the top of the 
Eiffel Tower and glides across 


Premium bond 


Program A View To # Kili 
Price £10 99 Micro Spectram 
48K Supplier Domark itd, 
204 Worple Road, London 
Sw SPN 


ake a look at tis, 0032 
(msde leg messure- 
ment)" 
{ts a computer game, ar" 
And?" 
* Good Lord, amt that 0077" 
“Exactly! His latest mission, 
supposedly Top Secret ™ 
"Rh in't a very good 
likeneas *' 
“H hae about the same range 
of expressions | think you 
should inveshgate * 
‘Gosh, | hae tus ttle sa- 
quence past hke one of lus 
films By the way, why do you 
Jet ham do those?" 
* Government cutbaci We 
get & percentage of the 
Brofits '' 
"Im in Fans now, driving 
round a maze of streets, try- 
Ing to Intercept 4 perschanst 
Am I driving a dodgem. 1 


Computing 


through 75 different 3D 
screens, collecting objects to 
help him escape. If successful, 
the action moves to the final 
section — The Silicon Valley 
Mine. 


This is a game of many parts. Well, three anyway, so get 
yourself a drink and sandwiches, this is going to be a long 
review. 

You take the role of 007 himself, James Bond. The game 


ea the beat selling weckly rrr 
C128 ‘price is right’ 
— extras still unclear 
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A VIEW A KILL 


keep on bouncing off walls? 
Now I'm csoght m an endles= 
loop 1 can vse why he's an 
tughty rated It's unfuratng.” 
“To the point of dullness * 

“Tl slap to City Hall, San 
Francisco, Oh dear, the piace 
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Computing 
Weekly 


as ce fire. How do | get out of 
here?” 

“That's for you to discover 
Uses the duck-shoot' selection 
systern to search use objects 
and other adventure options 
before you get teo hot ander 
the collar" 

“This ws cooler I'm m the 
mines How athletically ! 
laap * 

“Better look first, Now you're 
trapped af dye bottom of a 
pr” 

“Oh, it’s not quite the pate '* 
"But will it janpardise 
security?" 

"] doubt ut will hold much 
attrachon except for those al- 
ready in the know sir—espe- 
cially at dus pnce ' 


- Issue 30 July 1985 
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loads up with the famous view down a gun barrel and 
heralds itself with the Duran Duran theme tune, It then 
gives you the option of playing one of the three parts of the 
game. It is possible to play them in any order, but unless you 
complete them properly, you do not actually score anything. 
‘The first game loads up and plays the Bond theme which, 
curiously, the other two don't. Then it is the job of superhero 
007 to goon an un-guided tour of an unstable mine in Silicon 
Valley which contains an even more unstable bomb. The 
hazards you encounter are nothing compared with the 
number of times you can cause crashes. Honestly, this game 
has more bugs in it than the whole of the KGB. The problems 


“Considenng the number 
who've seen the film that’s eu 
awtul jot, isn't it, '32?"" 

John Minson 


eeve 


centre around a grappling gun. If you use it while you are 
lying down stunned, a ghost Bond is formed standing by the 
rope. Furthermore, if you do a heroic swing from the 
grappling rope into the next screen, you find yourself 
hopelessly embedded in the scenery (Tarzan never had this 
problem). It is also possible to drive the lift off the screen and 


Amstrad Computer 
User - Issue 12 
Nov 1985 


into the memory of the computer - not very clever. I spoke to 
Domark at the PCW show and they promised to do 
something about it. 


WIN : A BMX BIKE 
WIN : SQUASH LESSONS 
WITH JONAH BARRINGTON 
WIN : SPECIAL RUPERT BEAR PRIZES! 


STEVE TURNER'S ASTRO CLONE : EXCLUSIVE PREVIEW 


You stun yourself by falling from a great height and hitting 
the ground with sickening thud. After which, you feel a bit 
washed out. When you have dragged Mayday out of the 
mine, you are given a codeword which lets you into the 
second part of the game. I didn't get it but you can play on 
without getting a score for your troubles. The ‘Now stop your 
cassette’ messages smack too strongly of a Spectrum 
conversion, 

When you get to the second game (the bit in the 
multi-storey building if you have seen the film), the graphics 
look vaguely familiar. Apart from the fact that time is now 
being measured by a burning building and you are running 
through rooms instead of caverns, not a lot has changed. You 
still can't drop more than one thing on a screen. About the 
only new touch is that you need to open cupboards to retrieve 
objects. This process requires a key and doesn't actually 
show you an open cupboard or an object when you are done. 
To get the object you must look again. Technically, this is 
known asa cop-out, ; ; 

Thave the sneaking suspicion that sometimes this section 
of the game is impossible to complete but I never managed to 
complete it under favourable conditions anyway. 

Now for the Paris car chase. 

This does use different sprites and graphics from the 
previous parts and has you driving about Paris in your car, 
without attracting too much attention from the French 


police by, say, crashing into them. The reason for this is that 
Mayday has just jumped off the top of the Eiffel tower. Being 
a smart girl, she remembered her parachute and is in the 
process of falling to Earth. With any luck she will not miss 
and you will follow her about and be at the landing site to 
pick her up won't you? 

Unfortunately, the French are the worst double-parkers in 
the known universe and a lot of time is spent dodging cars 
and consequently extracting yourself from the side of a 
building. One bug here: I managed to get my car completely 
stuck by ramming another car at an angle and going into the 
side of a building simultaneously. Don’t ask me fora lift. 

Try as I might, I couldn’t get onto the launch site to meet 
Mayday. The car kept on bouncing off, but then, I'm a lousy 
driver anyway. This means that I didn't finish this bit either, 

This game certainly gives you something to keep trying at, 
but whether it’s skill or bugs I’m not quite sure. 
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| Commodore 64 why he should want to do this is 
Domark anyone's guess. 


There are actually three Views 
To A Kill, each one loads trom 
tape or disk after you've com- 
pleted the previous one. You 
don’t have to complete one 
stage before attempting the 
Next, but it helps because you're 
given a coded performance 
rating which gives access to 
useful information. 


Price £10.99/cass 


In A View To A Kill you get to 
become the ultimate in macho 
superheroes — Bond. Personally 
Hament the day when Sean Con- 
nery hung up his Walther PPK, 
but you don't have to be Roger 
Moore. You can be George 
Lazenby — if you're old enough 
to remember him. 

The plot is typical Bond stuff. 
You must prevent the Evil Max 
Zorin, European electronics 


The Paris Chase has you 
speeding through the streets 
after Mayday, Bond's female 
adversary who has just para- 
chuted from the top of the Eiffel 
Tower after killing his best mate. 


ee ot the 


day can help 


of the evi Zorin and saving the wrorkd yet again. — Wt» 
you at Bored, Somes Bond 
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Overall 45% 
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point | could see in its favour 
was the music on the title 
screen. This is honestly some of 
the best music to date on the 
Amstrad but you can't really 
justify the price tag for a nice | lgame, afterhoping foralot == | 
jingle. Duran Duran’s album is a | Imore, 

| four pounds cheaper ~ e | 
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A VIEW TO A KILL 
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Home 
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pease aS err iereticten te ery 
- Issue 4 surprising thing is that this 


should be the first game to be 
based on lan Fleming's super- 
hero, A View to a Kill is a three- 
part aardvark based on the three 
main action sequences from the 
film of the same name. 
_ The plot of both film and game 
is quite straightforward, involy- 
ing Bond in a battle with a super- 
who has delusions of 
grandeur and seeks world 
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idividealty, bur the three 
together are good value 


Price, £10 99 


blow up Silicon Valley with a 
thermonuclear device so that he 
can corner the silicon chip | section. 
market. and put every other 


ination. This time, the evil one is | way to improve your perform- | formof 
tolled Mex Zorn end plana to | ance isto play ecch game ural | ‘My nae is James Bond’ and 
yee have done really well, | ‘Dammit’. 

fore moving on to the next | _ In play the objects, which help 


about your performance in the | where over the 10K mark. Mor 
"| game Just completed, the best | sound effects are provided inthe Gear give, ARCH. DROP, 


ti i make up the adventure element, 
View to a Kill offers either the | are y 
computer company out of bus- | famous James Bond theme Scroll thes Peete poi 
music or a version of Duran | the window. 

The last two games require a | Duran’s single. The music was | sel m 

st ty . lected, it may 

code which is glven on the com- | programmed by Tony Crowther | ing to the Aartotin Cheplayed 
pletion of the prior task. As the | for an undisclosed but | in the lower part of the window, 


code also controls information | enormous sum of money some- | which allows for selection of 


colleague is killed by tl 
less wassein, ay ba 


will land, 
Using the controls, 
to guide the taxi to 


or maybe taking a 


working. 
setting for Section 


the burning building. 


of City Hall di: 


too hot. 


the ruth- 

y. Bond | and parachutes to safety. Com: 

mandeering a taxi at the foot of 

the tower, Bond attempts to 

fe it through the streets of 
aris to the spot where May Day 


‘ou have 
jay Day's — 
dropzone. The main screen pro- 
vides of 3D view of the road | 
ahead, while the lower part dis- | vinci 1e t i 
plays a map of the immediate | ways (he's always doing this of 
area, You have a radio tracker | course). The eiger counter 
which gives an indication of May (which you might have had the 
Day's position. Driving round foresight to collect on the prev- 
the Paris streets you encounter ious game although it seemed 
many hazards, and driving the | useless at the time! shown atthe 
wrong way down one-way | top right of the screen will help 
streets will have the police on | you locate the bomb and while 
your tail, setting up road blocks | there’s a great deal of jumping 
shots. | and rope climbing to do, you 
And watch out for the manic | must, again, be on the look out 
Parisian drivers — too many | for useful objects. 

collisions and your car will stop 


San Francisco pare the 
‘wo, the City 

Hall to be exact. Bond and his 
pil. Stacey, have found Max but 
e has turned the tables on them 
by trapping them in the lift and, 
because he’s a nice sort of guy, 
setting fire to it. Bond has 
escaped from the lift but now 
you must guide him. He must 
rescue Stacey and escape from 


As before, you must collect 
objects to help with the task in 
hand. The fire is now taking 
hold, and time is of the essence. 
Your progress and that of the 
fire is shown ona front elevation 

epeves at the base 
of the screen. A thermometer on 
the right of the screen lets you 
know when things are getting 


jot. 
To complete the final section 
of the trilogy, setin a mine, Bond 
Hi jay Day to help him 


Part One of the game is set in | chases her to the top of the Eiffel 
Paris. Bond has been briefed by | Tower and watches in amaze- 
’M’ and is having lunch with a | ment as she leaps off the top 
fellow agent, when suddenly his (narrowly avoiding some idiot 
pop singer who gets in her way), 


: ye Hey: —— 
of the error of her 


The mine is a huge maze but 


uclear device by con- 


you can examine the area 
immediately around Bond and 
so avoid jumping off a level into 
oblivion. When the bomb is 
located it’s advisable to get it de- 
fused as fast as possible so that 

ou can make off with May Day 


into the sunset. 


Presentation 74% 


Fair atten) 


Sound 66% 


The music's been duffed uf 


Hookability 53% 
Too simple to get hook 


Lastability 39% 


LICENCE TO CHEAT 


Spectrum Pokes & Cheats 


Paris: 

Infinite time: 33332,0 
Collision off/on: 35487,0/1 
Infinite damage: 35541,254 
Always arrive on time: 27302,2 


It doesn't display the congratulations message correctly. 
| don't know if it is because the pokes or it is another bug. 


Anyway, this poke fixes it: 


Fix the congratulations message routine: 32395,154 


City Hall Level 
62894, 201 - infinite time 


63648, 201 - fires don't spread (but stay out of the top left room) 


Mine: 

Deactivate code:67134 

Infinite time: 28160,0 

Infinite dynamite: 28631,0 

Any code deactivate: 29197,0 

At the end the code given is HRMQE, 


MINE 


C64 

Level Codes: 
City Hall: CCPHJ 
Mine: DB4CT 
Final: ILVCT 


Amstrad CPC 
Level Codes: 
Level 2 is 52934 
Level 3 is 49152 


COTY HALL 
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I, SPY... 


Bond is back — as if (|—--—-_________ 
you hadn’t noticed! sven way 
And now he’s making 

his software debut 

in Domark’s latest 

game based on the 

new film, A View toa 

Kill. The YS spies, 

Tony Samuels and 

Ross Holman have M 
decoded the 
following message. 


Y Lae here must've been jate night meetings — money 
pi 


ss 


changing hands — clandestine rendez-vous — and 
fenty of secrets to be kept. But finally, Domark pulled 
it off — the computer marketing coup of the year. Bond has 
gained his license to thrill on the Speccy in the new game of 
the film. A View to a Kill. 

And Domark certainly hasn't skimped on the pilot. There 
are three sizeable chunks of the original celluloid that have 
been turned into separate but connected games. Plus 
there's a title sequence based closely on the film's opening 
and a finale for the few who manage to complete it (or cheat 
at it! Ed). 


LATER... IN PARIS 


Listes out for the dlip, dlip, blip of your radio tracker — 
ara Ss pay oa ¢ Daren nes 00 Wey Oey hen ev 

of sight. Also. keep an eye on her altitude — but don't 
pos 60s Ihere's something up with gravity in the game. 
the comes down so slowly. 


Weicome to Paris. This is the view out of your wing- 
screen. What 6'you mean it looks more like 2 3D mare 
than the centre of culture and sophistication you visited 
on your hols 


Watch out tor the damage done to the car, OK, so it 
Goesn! belong to you. Dul you re never going to catch up 
with May Day if you're in a write-off. And thal mean 
starting from the beginning again. 


Don't expect to beat May Day to the ground first time 
round. Even Mf you think you've got it sussed Ihe wind can 
change and take her off course at the last minute. And 
you're not helped by the fact that your car is virtually 
wncontroliadie’ 


.. Bond raced hell for leather to the top of the Eiffel Tower. His 
shots clanged against the iron framework just missing his 
intormant’s assassin. He was closing. The killer was just within 
as he lunged out to grab hold. it was then he saw the parachute 
open. His only chance now was to get to the bottom of the 
tower and take a taxi to give chase. 


Each of the games loads separately but as you complete 
them you're given a code-word to take onto the next one. 
The first game is set in Paris and has you motoring round 
the boulevards in hot pursuit of the villainess, May Day as 
she parachutes down from the Eiffel Tower. It's certainly the 
weakest of the three. games and any tension there might 
have been is completely destroyed by the poor programm- 
ing. The car is pathetic and your contro! over it is non-exist- 
ent — you can ignore the bit in the biurb about doing hand- 
brake turns as a joke. ae. @ also has too many bugs to 
make it piayable for long. so you expect Bond to drive 
into walls occasionally but it'd be nice if he could get out 
again. 

From a poor start, Start to look up. The City Hall 
game is based very on the film and seeing it before- 
hand helped us rescue Stacy, the new Bond blonde. The 
programming still looks pretty raw but once you get used to 
the poor animation, the game content should have you 
hooked. 


The third game’s set in a silver mine and it's Bond's task 
to defuse a bomb that the evil Max Zorin has pianted. it's 
certainly the most inventive and innovative of the three 
games and has Bond running, climbing ropes and 
turning somersaults in his quest to find May Day and stop 
the explosion. But it's also a minefield when it comes to 
bugs. Bond can end up encased in solid rock, he lost his 
feet at one point (literally) and you even take a ride on a 
hidden lift that'll take you on a journey to the centre of the 
program! All this isn’t to say it's unplayable. On the contrary, 
it's very addictive — if only the programming had been tidied 
up beforehand. 

For all that they're based on the Bond film, these three 
games are very different from it. OK, who's the wise guy 
who said that's obvious? No, the Bond flims are all about 
style and special effects, just the things that these three 
games lack. Still, they've got plenty of content and with 
three games on one tape you can't really complain about 
not getting your money's worth. 
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MEANWHILE... SAN FRANCISCO CITY 
HALL... WEDNESDAY 
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Even trapped inside the lift, Bond and Stacy could smeil the a sathdsa bot 

petrol. And then they heard the whoosh and felt the heat as the 9008 as he’s piccy appear 
fire was lit and the flames sucked like a hot tornado down the Sart te Boed's. Sha docs loot rather mere 
shaft. The metal lift turned into an instant microwave. Bond was 

shaken, but not stirred. He pushed open the hatch at the top and hoot to tell har what to ¢0. She's alreay 
climbed out. His only thought was to save Stacy before the {gat you mts one fine mess! 

cable snapped and the lift plunged to oblivion. 
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—) A SILVER MINE ABOVE THE SAN 
ANDREAS FAULT,,, 


2nd get outa there withags! her ust by ening 
your grappling Noob 


@ 109 Moor 
tysamde. grappl 


tumbles i much 
the same way 


woo'l work That's when 
™! 


© May Day, May Day, where is May Day? We've 


1? 
oa” ine side ance Survey, we ve eerunched it up for the page 
Trainspotters. put your pens sway! 


Zorin set the detonator. in fifty minutes the nuclear blast would 
tip through the State and tear the heart out of Silicon Valley. 
Ten million Californians will have an experience even they won't 

nt tw the tout! — forget! Now no-one could stop his evil plan — except for 007. 
Bond's only hope is to tind May Day and convince her she's just 
another beautiful butterfly to be crushed on Zorin’s wheels. Will 
it all go like a bomb? Will Bond meet his May Day? Only you 
can say... 
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“INTERACTIVE FICTION FROM 


"JAMES BOND 0077 


ADVENTURE 
ABOVE AND 
BEYOND ALL 
OTHER BONDS 


You grip your ski poles tightly as 
the snow above your head sud- 
denly explodes with ricocheting 
Russian bullets. “All right, 007,” 
you tell yourself, “let’s get on 
with it.” 

And so begins an adventure 
that takes you from Siberia to 
Paris to San Francisco as you pur- 
sue the evil industrialist Max 
Zorin. 

Silicon Valley's fate rests in 
YOUR hands...because your name 
is Bond, James Bond. And only 
YOU can defuse the madman’s 
plot. 


Pe A a 


Manufactured in the U.S.A. 


Experience all the action, excite- 
ment, and romance of James 
Bond in this interactive fiction ad- 
venture from Mindscape. 
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Mindscape, Inc. 3444 Dundee Road Northbrook, IL 60062 5004785097 S 


ISBN 0-87085-097-6 


et 
Ais! " ‘ 
ae Computers, Inc. 
hore. 7s Aol 


OCTOBER 1985 | MIUINDSCAPE 


The PC and Apple got to see an entirely different 
game of “A View To A Kill” in 1985. This was a text 
adventure, written by Raymond Benson, who 
would go on to be the official James Bond author 
from 1996 to 2002, and also became official author 
of the Splinter Cell and Metal Gear Solid novel 
adaptations. So, he is a talented writer, and it 
shows here with every sentence. As he writes here, 
it immediately draws you into the action, in the 
James Bond Universe. Sadly, though the parser and 
vocabulary of commands in this game is frustrating, 
especially for those used to Infocom. text 
adventures. It doesn’t help as well, as there are 
timed puzzles here, which makes sense from a 
tension building standpoint, but it means 
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you tell yourself, 


EXAMINE A 


The opening section of the game, already 
shows the talented absorbing writing of 
Raymond Benson. Not surprising as he would 

Go on to be the official author of Bond from 

1996 to 2002. He would write some of the 
Stories for the Ultima games (VI & VII) & 
Dark Seed 2. He also went on to write the official 
books of Splinter Cell and Metal Gear Solid 


novels as well. 
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It’s a pity the parser routine used in the game is 
really finicky, with limited vocabulary. This can 
frustrate, although the games manual helps 
immeasurably in how to play the game.. 


A VIEW TO A KILL 


MOVE #29 MON 14:29 
You have entered a restaurant atop the 


Eiffel Tower. The murmur of cultured 
Voices and the delicate clinking of 


The lift is to the west. 
The stage show fe Belg an exotic dancer 
undulating <2 music as ink uze 
butterflies flutter all Paround her. A 
hooded figure is controlling the 
butterflies from the wings. 
Agent Aubergine nods to you. You join 
him at his table mear the stage. e 
leans forward and whispers: 
Your BMH is in the parking lot near... 


The game takes you to all the exotic locales 
of the film, describing the events and 
characters really well, drawing you into the 
action. 
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MOVE #63 
-> OPEN NORTH DOOR 


The north door is now open. 


eee Lk 


A tall, fee woman lies 
across a white ur rug like 
Panther. She stretches slow 
toward the door. 


Angered by your intrusion, 
glowers at yo 
snarls. 


May Day 
uo from across the room. 
and springs at you 


-> FLIP MAYOA 


redhesd greets you 
entrance to the chateau. She 


She 


a lot of deaths, because the game didn’t understand what you 
were after. A right pain when you are trying to fight Grace 
Jones in the game. Many words sprung to mind when | 
encountered her, but Flip was not the four-letter verb that 
sprung immediately to mind (Are you off your pills again? - Ed). 
Still in fairness the accompanying Angelsoft Interactive manual 
(see Manual link) does explain all the known words in the 
parser and makes the game a lot less frustrating to play. 


The only other criticism, the game is short, but then in today's 
world, that is not necessarily a bad thing. Overall, | enjoyed my 
time with this game, and it’s a great alternative way to enjoy A 
View To A Kill video game, than the 8-Bit computer Domark 
depiction. 
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MOVE #67 MON 17:37 


May Aft writhes against your touch. 
mails ig into your back as she 
Btruegies in vain.» but she soon succumbs 
to your charms. 


Her 


You are a much different 
imagined, Mr. Bond 
rove of Zorin's plans. 
you--more than once. 


man 
. Even 
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something in your hand and 
room, without looking back. 
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JAMES BOND 0077 
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As Bond — fames Bond, youare faced 
with one of your trickiest assign- 
ments: uncovering the fiendish plot 
of the brilliant but treacherous 
international financier, Auric Gold- 
finger. You are the only one who 
has a chance to foil his plans—plans 
which include the destruction of 
the U.S. gold reserve, the state of 
Kentucky, and the economic security 
of the free world. But you don’t 
have much time, and Goldfinger has 
surrounded himself with relentless 
henchmen, the deadly Oddjob, and 
his cunning and beautiful asso- 
ciate, Pussy Galore. Once again, 
007, you face incredible odds. 


The hotter the danger, the cooler 
you take it, in this action-packed 
thriller. Based on the film that made 
Bond a legend, this interactive 
fiction adventure is a chance for you 
to face the challenge that made 


CS;OLDFINGER 


—— ee 
MINDSCAPE 


ALERT™ 


BOND IS BACK IN ACTION! 


movie history. Goldfinger wants you 
dead, and Oddjob is waiting, only 
too willing to tip his steel-rimmed 
hat in your honor. 


Featuring: 


® Advanced techniques that allow 
you to give commands in plain 
English 

© Fully developed characters that 
respond realistically 

® Detailed prose that places you right 
in the middle of the action 

© A fully rendered all-text adventure 


© Bon Productions Led, Glidrose Publications 
nd 1986.” Gun symbol logo © Danjaq S.A. 1962. 
Program contents Copyright © 1986 Angelsoft, 
Inc. All rights reserved. 
Angelsolt and Angelsoft Interactive Fiction are 
irademarks of Angelsoft, Inc 
Alert is a trademark of ‘Mindsca: ‘ape, Inc. 
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Your brand new silver Aston Marti 

streaks down 4 dark Alpine road. 

glance in the rearview mirror 

ay ple Aa right headlis 
' step on “gas, 
cape and continue your 
Suspected gold smuggler 


™ 


blonde beside you grips 
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The game begins with an exciting chase in 
your Aston Martin DBS. Now if only you 
listened to Q when he told you how to use all 
the cars gadgets. 


-ime to even the odds 
car can do. Damn. you 
lf as you reach for the 
armrest, xt I ake 3a car from @ 
branch ould listen to Q@Q. 


It contains the 


around on you. 
e@hind you. 


Darn it!!! | am ina car, running at 140 miles an 
hour on a hairpin cliff, and | didn’t listen to Q 
on how to use the car!!! This is why I think | 
would make a really bad spy. 


Raymond Benson returned in 1986 with another 
James Bond Adventure, this time based on the 
1964 classic film Goldfinger. Starting in your 
Aston Martin DBS, it has you being chased on 
hairpin cliff roads, hurling you straight into the 
full-on action. 


This game does a great job replicating all the key 
scenes of the movie but mixes it up enough to 
keep it fresh and interesting, for those who know 
the film back to front. It’s still the same parser 
routine and all the finicky, low vocabulary of the 
first game. But now It is a much bigger adventure 
this time, with better puzzles and a more logical 
flow from place to place than the “A View To A Kill 
: The Computer Game”. 


GOLDFINGER 


MOVE #51 


AURIC STUD 
Nelson County, Kentucky 


My Esteemed Colleagues: 


Our time for glory rapidly approaches. 
You have all fulfilled your part ef 
Operation Bluegrass brillian 14 

invite each of you to join me are to 
Witness the grand event which will soon 
enter the annals of history. 


To assure that ant the invited allele 
T ask you to wear he enclosed bad Be 
Prepared to present the password: fd 
you have an ingot? 

Most sincerely, 


Auric Goldfinger 


The game does a great job setting the scene, 
and writing the key characters from the 
movies really well. 


MOVE #64 
You see the car key and the armrest. 


Tilly is here. 


With her wil Lou Figure and Vogue 

cheekbones, Tilly Masterson makes you 
nink of storied mansions, dark 
imousines, and the Lord's cruel 
enchant for creating elegant blondes 
ith steel-trap souls. 


pris . A 
rly up the 


The descriptions of the people, are 
wonderfully depicted, capturing the look and 
feel of them in just a couple of words. 


MOVE #82 
-> KISS PUSSY 


Pussy struggles to push you away, but as 
ou continue to kiss her the heat of. 
ightings turns into the fire of passion 

and she abandons herself to your charms. 


Time passes... 


Pussy: Oh, James. These years T'yve 
worked with Goldfinger I've known he was 
dreams and maybe 4a cheat, but I ele 
reamed he was so cold-blooded. 

helped me you know, gave me money For my 
helicopter. I only hope we can stop him 
now. 


It even has a love interest with Honor 
Blackman’s character Pussy Galore. Can you 
get Pussy purring? Have her succumbing to 
your Bond charms and help you in defeating 
Goldfinger. 


Overall, | really enjoyed my time with this game, it doesn’t 
outstay it’s welcome, but perfectly captures the look and feel of 
the film it is based. It is a pity really, Raymond Benson only did 
two James Bond Text Adventures, as | really think James Bond 
really works well in a text adventure and | would have love to 
have seen more. Still, he did do Stephen King “The Mist” Text 
Adventure, which is another one worth a play. through. 


MOVE #98 


As you try to open the door. Pussy 
motions you aside. Pressing her hand on 
an indentation on the door frame she 
Says: 


Grand Slam. 


The door slides open as you and Pussy 
burst into the control room. 


Walled with lead plate backed by tuo 
feet of concrete, this small control 
area bristles with the latest gadgets. A 
gleaming panel dominates one entire 
Wall. On its near you, are two switches— 
-one red and one black. The Fluorescent 
lights reveal Goldfinger's escape hatch 
above, and the reinforced door 

west. For 4a man of his bulk, 

moves surprisingly quickly. 

he slips up through the escape ha 


MOVE #168 


The ominious red light flashes to. green 
BS soon 4s you put the badge in place. 


MISSION ACCOMPLISHED. gH?! 
Congratulations on saving the free world 
once again. 


You and ifthe A to Fort Knox, where 
! 


you fulfill e nobler aim of Operation 
Grand Slam eluding all defenses and 
leaving fhe omb as 4 Fake age of 
he le ee ang dexterity of fs 
helicopte The troops rushing to 
roof top aa you ee i a on tices = 
mirage on the distant horizon and find a 
note attached to the nuclear device: 


i: 
This has been defused -- I think. I'll 


be in touch, but right now I've some 
C MORE > 


he 


MOWE #183 ; 

cockpit of the helicopter. A large carga 
area stretches behind them. A great 
tinted glass dome arcs overhead and on 
all sides. 


You see the device. 
Goldfinger and Pussy are here. 


Goldfinger is a red-faced man with a 
head too large for his stocky body. 
Carrot-colored hair curls sparsely on 
his scalp and like He ree eee le lichen 
everywhere else. When cooks at you, 
his Blood-shot eyes glint like brass 
scales weighing your worth. 


Domark’s second attempt on a James Bond game 
was also a new Bond actor, with it based on Timothy 
Dalton’s first entry. In this, the game it closely 
follows to the events of the movie, with level one 
: ri having Bond on a training exercise against the SAS. 
DAYLIGHTS But there are rogue agents here who must also be 
ER GAME taken out. You do this by switching from your paint 
gun to your Walther PPK to take them out. 


Sirict 


ZX Spectrum 


see 
LBIRG @ 


Gameplay throughout the title is the same. Run 
Bond from left to right, rolling, jumping and diving 
your way through the level. Then to shoot you must 
stop and move your target to take out the enemies. 
The problem here is that there is such a constant 
stream of bad guys, so it is often better to just keep 
on running to the end of the level, rather than 
standing still and taking them out. 
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JAMES BOND 0077 


THE LIVING JAYLIGHTS 
THE COMPUTER GAME 


— ae rHELLVING DAYIICHTS 
‘ yj om | | 
SU eo : 
2277_ 

THE CAST The first level has James Bond on a training 
Brad Whittaker international arms dealer and megalomaniac. Necros — his ruthless + i i 
sidekick killer. Koskov, double dealing KGB General and the beautiful Kara, the Ses] Boe ie Gibraltar. Not only must 
sophisticated Czech cellist who wins the hero's heart. Match them against James i i 
Bond, renowned British Secret Agent (for whom love and death is a way of life) and b sled ta ke out the SAS with paint balls, but also 
you have’ all the ingredients for a super spy story and a great gripping game! kill the infiltrators with your trusty PPK. [C64 version] 


This game is closely based on the all action film and coin-op Arcade game from 
Arcadia, but puts you into the action as you control James Bond through eight fast 
and furious levels. Moving from Gibraltar to Afghanistan, you encounter the SAS 
(friendly) the KGB (not so friendly) enemy helicopters (very unfriendly!) and even a 
milkman with exploding bottles! 

Now go ahead and join James Bond — living on the edge! 


OV EOE EON a ON a EON a EN aE EON aE EN a EN a EOE ag EOE ae 


DT 


DOMARK 
22 HARTFIELD ROAD, LONDON SW19 3TA. Tel: 01-947 5624 


781851 tL) 


THE LIVING DAYLIGHTS 


9 | 


THE COMPUTER GAME 
Ff “a | avai 
eee Ee Bond ek oCOre 
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In the game you can run, dive and roll, stopping 
to then target the enemies. The problem is this 
targeting is so slow, so its often better just to keep 
running to the end of the level. [spectrum version] 


THE LIVING DAYLIGHTS : THE COMPUTER GAME 


This is the fundamental issue with the game, it’s just not 
that much fun, and each level is basically identical to the 
last, except sometimes you must defend a defecting 
general which add more game-play frustrations. 


Sure, there are fun call backs to the movie, such as a KGB 
assassin dressed up as a milkman with exploding bottles, 
or him returning in a fairground hurling lethal balloons at 


OOT mesa szent PRARE But ultimately there isn’t enough here to hold your 
500 a 
interest. 


The kitting out your equipment screen 
before a level is pretty cool, and gets you 
in to the feeling of being Bond. (cca version) 


CONCERT _ HALL o HMALTHER PPH 
Score 7500 Ooo?77 men Pee 


The second level has you at the concert, and 

helping the Russian General defect. It’s ; SS sf — 

exactly the same game play of the first level [J <THE, PIPeLTAe’ =— WALTHER PPR 
but this time you have to protect another CORE 11800 007: —E=E 
computer controlled player, adding to the On to level three, which is more of the same (yawn), this time 
frustration, cos version it’s in the pipeline complex, which means lots of the colour 


grey to enjoy. tcsaversion 


Score o0o7" Lives 


Halther PPK 


The Amstrad version, at least makes level two 
is more BUMESBNenE =a it being night-time 5 core ; => = 
and the enemies hiding in the shadows. 


Walther PPK 


Still has the same frustrating gameplay as the 


The fourth level is at the mansion and up against milkman 
other versions though. tamstrad cecversion! a Russian KGB assassin with exploding milk bottles. tspectrum version] 
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CONTROLLING BOND 
THE AIM OF THE GAME — 

‘As James Bond you must shoot your way through all eight levels belore you at last RIGHT 

come face to face with the evil arms dealer — Brad Whittaker. LEFT 


General Koskoy. the Russian KGB double dealing agent helps Bond through his 


controlthe cursor showing where Bonds aiming 


adventure — watch him closely — he may be treacherous! ee 
‘Once Whitaker's forces are destroyed, your mission is accomplished and the DOWN 
ful Kar ! 
pales d fice FIRE fires Bond weapon at cursor position. 


Level 1 — Gibraltar 

Bond begins his adventure with ¢ test of the defenses on the island of Gibraltar in the 
Mediterranian. He must match his wits against the skills of the SAS armed only with a 
paint peliet gun. Afterall, its only a mock battle, or is i? Gould one of the SAS men 
really be an enemy in disquise? Take care, he is out to kill 


Leve! 2 The Lenin People’s Music Conservatory 
Can you get the Russian detector Kaskov away from his KGB guards without injuring 
any of the music lovers enjoying the show inside. Kaskav will folow you but itis up to 
you to defend him from the snipers who appear all over the building. Get him out of 
the area quickly 


Level 3 ~ The Pipeline 

‘You must smuggle Koskov past the pipe workers and send him on his way down the 
Trans-Siberian Pipeline. Watch out for the Russian Guards and the added danger of 
falling pipes! 


Level 4 - The Mansion House 

You have managed to rescue Kaskov but somebody wants him back! They have sent 
the ruthless kiler Necros to snatch him back from the British Secret Service 
Disguised as a mvikman, he and his friends wil try every dirty trick to get Koskov back 
Walch out! 


Level 5 ~ The Fairground 
‘You have to meet your fellow agent but Necras has followed you and has orders to 
kil 


Level 6 ~ Tangiers 
Your mission to find the missing Koskov takes you to the rooftops of Tangiers where 
you must battle for your life 


Level 7 — The Miltary Complex 

Trapped in the Afghanistan desert in the middle of a Russian Air Base. No problem for 
007! Watch out as the enemy release all their forces against you. Can you survive? 
Level 8 — Whittaker’s House 

You finally meet the Mastermind behind the dastardly plot ~ Brad Whittaker the 
American Arms dealer and military historian. He unieases all the power of his arsenal 
against you but you must fight on to reach him, 


SPECT 48128 


CBM 64128'C-16 


BBC 8 B+ MASTER 


ATARI XLXE 


AMIGA 


RETURN SPACE . 
R= sesnie 
aaa eee [=| 
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SEE INSTRUCTION ON DISK LABEL 


KEMPSTON 
CURSOR 
INTERFACE II 


you press Right (or push Joystick Right) so that the cursor hits the right side of the 
‘screen then Bond willrun in that direction untl you release the button 

To make Bond jump and duck under flying objects etc, hold the fire button down 
‘while pushing UP and DOWN respectively 


THE STATUS PANEL 
This is the area at the bottom of the screen and shows Bond strength, no. of lives left, 
current weapons and score, 


EXTRA WEAPONS 

Bond must fight through 8 Jevels to reach Brad Whittaker, the Mastermind behind all 
Fis troubles. Between each of these levels Q has kindly given Bond a chance to pick a 
weapon (or object) that may help him in his mission. Unfortunately only one of the 
‘objects you can choose will prove useful on the next level, You have only § seconds 
to decide. Use the joystick or direction keys to highiight the weapon you require and 
press fire 10 select. Remember only one will be of real use 


SELECTING THE WEAPON DURING PLAY 

To select the special weapon/object you have chosen, move the firing sight down to 
the bottom ight of the screen. The status panel will show the current weapon and 
pressing fire will switch between the gun and the extra weapon. Moving up onto the 
laying area will continue the game. but now Bond can use the selected weapon. 


NOTE: Some weapons can only be used once, 
it you choose an object that cannot be used as a Weapon, selecting It, activates the 


object and leaves you with the Walther PPX, to continue shooting. 
‘Among the weaponsiobjects you can choose are:- 

Bazookas, grenades, night vision glasses, missile-tinng pens and cigarettes, a hard 

hral..bomibs, mortars, crossbows and a ghetto blaster! 


SOUND 


FIRE 
TOCenER 


CASCADE 


SPECTRA VIDEO 
DK TRONICS 


Some versions of the game have redefinable key controls. This will be shown on the screen but note that 
you cannot use keys 1-5 and certain control keys as they are used for special functions. 
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The next level, is at the fairground to take out the 
Russian KGB assassin again (didn’t we kill 
him in the last level? -Ed), who this time has 
disguised himself as a balloon seller, with 
exploding balloons. (css version 


MStane sasnn” OO 2 — WALTHER PPR 


The big trouble with the game is the lack of 
variety, with every level playing the same as the 
last, just with a palette swap. That is particularly 
a problem, when the core game-play isn’t too 
much fun. [C64 Version] 


Of all the versions the C64 port by Sculptured Software is 
the best, with much nicer graphics and the fab title music 
by David Whittaker (who also did the Spectrum music as 
well). The Spectrum version is also pretty solid, but of 
course it isn’t as colourful as the C64 version. 


The game surprisingly got good reviews back in the day in 
a lot of the magazines, with only Zzap! 64 giving it the 
middling 54% it deserves. 


Overall, like the first Domark Bond game, this is one game 
that is best to leave to nostalgic memories . 


JAMES BOND oo; 


THE LIVING DAYLIGHTS AYLIGHTS 


THE COMPUTER GAME 


JAMES BOND 0077 


THE LIVING DAVLIGHTS 
THE COMPUTER GAME 


D1 


DOMARK 
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One In Every Port... 


Score 


Paint Gun 


ATARI 
ATARI 
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007" 


Lives 


There is always a certain charm to the Spectrum colour palette 
and it certainly has good game animation of the main sprite. 
But it can’t hold a candle to the C64 port in terms of visuals. 


But then, as all versions have naff game play so it doesn’t 
really matter how pretty a game looks. 


The C64 version is the best, or to put it another way is the dead 
dog whom smells the least. Graphically though, it is by far the 
best version of all the ports. 


The Amstrad CPC version at times looks the prettiest (like the 
night level) and then looks horrendous on other later ones. 

Its almost like the development team just gave up, figuring that 
no one would play this game beyond the second level 

(they have a point - Ed). Still this is probably the second 

best version of the game. 


Urgh, this game plays plays horribly, and how is that sprite 
Possibly James Bond? He looks nothing like him. The depressing 
thing is this is not even the worst version out there of this game, 
which makes me sad. 


The BEC Micro version is certainly very garish and bright. Not 
one to play with a hangover (trust me). This game also plays 
horribly slow and makes the game even more frustrating to play . 


The MSX version of the Port is by far the worst. Not only does it 
do a lazy conversion of much of the Spectrum graphics, but it 
plays slower. The combination makes this the worst version of 
the game to play.. 
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WOT THEY SAID... 


September 1987£1 


YOUR 


SINCLAIR 


Your Sinclair - Issue 21 - Sept 1987 


TEL 


Marcus The name's 


or possibly not, ‘cos not even 
that cat-wielding charmer 
would be dumb enough to buy 


First, let's not compare this 
to A View To A Kill, which was, 


disaster, But it is, by any 
standards, a major 


NGDAYLIGHT 


level is essentially the same. 
You start at the left of the 


moves, You can't actually do 
both at the same time — you 
shoot while standing still, and 


at — {00 good) you need to 
shot about 600,000 times 
before dying, but even this may 


to between running 


a different weapon as well. 
All very nice, but I'm afraid 


Berkmann, Marcus Berkmann, screen and then must run that for ma it just doesn't work 
O07, licensed to review, You across from left to right at all. | can see that Domark 
must be Ernst Stavro Biofeld, shooting everything that has moved mountains to avoid 


repeating its last Bond film 
fiasco, but this effort falls 
between about 68 stools in 


this load of old bondage. Yes, while running you're open to trying to produce a decent 
the curse of Bond has struck attack. Being Bond (Bond is game, Colour clash — what 
again! everyone always complains 


think we'll all agree, one of the not be enough to take you to that the moving cursor, which 
very gruesomest big-name the next level. you need in order to fire at 
@ver to appear on the In every scene you move Snipers and other assailants, is 
ccy. This is not quite the Bond through a three-speed often all but invisible. And the 
| same standard as that famous —_ scrolling landscape (Vel 


rest of the graphics just aren't 
clear or well defined enough to 
lat you work out what's going 


disappointment. mode and shooting mode. on. Add to this the lack of 
As Bond, you must shoot Between levels you have five variety between levels and you 
your way through eight levels seconds to choose which end up with something which Is 
before coming face to face with weapon (o0-er) to use on your not worth £10 of anyone's 
Brad Whittaker, the evil arms Next attempt — some are money. It's a pity, ‘cos the 
dealer (played in the fillum by virtually useless while others Amstrad version was pretty 
Joe Don Baker). The plot of the zap almost everything (trial and slick. My impression is that the 
game follows the screen error will tall which). of conversion from more 
| version surprisingly closely, the eight levels needs a slightly sophisticated computers was a 
although it turns out thatevery —_ different technique, and usually little more rushed than it might 


have been, or perhaps it’s a 
tally 


Bond villains always say, "Very 
clever, Mr Bond, but not quite 
clever enough.” 


| 


be 


YS Seal Of Approval 
All games reviewed in 
Screenshots are finished 
products. 


° ¥S3 man of 


mystery has now revealed that his 
‘that long! re has half of his 
Rachael Smith i 
her weekly sack of 
lusty readers, 
your time, 
man for her — 
‘course. 
sore oie 


! 
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C&VG 
(Computer & Video Games) 
- Issue 7- Aug 1987 
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THE MONTH 


Sane better and bolder then the music stirs the blood Not like 
rest, Try it, buy It. Don't miss out. the awful A-Ha theme song to 
The Living i movieon 


Ln 
es 

ge 
Hi 
Pr 


by beautiful Czech Cellist Kara, 
Koskov is eventually brought 
to London. 


Lue MIT 
C+VG HIT 


Miss the hits al your peril. They are 
the business! 


uc DOCVICWERe 


TIM METCALFE: 

The Ed man wields the tastest 
joystick of all. When his word Is 
heard you better listen. 


PAUL BOUGHTON: 

Shoots from the lip. Likes zip in his 
LEE BRATHWAITE: 

Radio Lancashire's ace games man, 
pop mag 


The Amiga man. But Cain is able to 
be persuaded that 64 isn't near 


" " i ¥ LEVEL FOUR 
DAVID BISHOP: a aes . Deca 


cM 
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Suguans haranare From hereon 
a wey age oft ger ve 
(Geto tae along one weapon from » 
Broce of ovr Es portato mabe 
Werght ose Ma's setirg 
mane ar ovring foo ese yer 


Forth tase tbat 


mach are kind fai 
‘lage mth cet in Gata Toe 
caer ORerwl et 93s pH 
ons preening OF ys! 
Sadar but Es Ea guia of 

eth shed en 
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{tear fen enc! ha PPK — you 
eit shot ath methane 


‘me oecer wiper, which woke 
Go. he rae wh wD 
the pact tha pipe methane ase can 
‘ated mi the Yar Storan pat 
peice ed eerge ne West 
Thin bey Yous owe ot 
asgtons eq.oman woderate 
Sry acre data nrg 
‘Rallye cere of 9g ca hve 
ses thine Hy bor ave 
‘ther mort ike te nardoat 
ation termed prraruats 
Brean yimg. and advo oe 


‘Tha-nant be leva, Tanger nd 
he tn stay rere ae 


Sherian opetee ays. The 
(orien cms ch an tat nis 
‘ne bel ota pba oot ant ge 
hears me 
staviy ues al wheter 
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‘hat of dam or sme wants De 
(eT are  w we 
cedar ne game's geo 
(esas aa they el tt 
‘cn grote be pt tom to he et 
{Panne et oy he, to 
De Arad coe 
‘As faa Ym at gone 
nytt orks the wore Bed 
seat Toe Booty var D4 
wou ter ater a 
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ICING SUGAR 
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. Amstrad Action 
5? a, | -Issue 24 - Sept 1987 


your gun or any other weapon you're carrying. 
first location is Gibraltar. You're 


HE 
i 
He HF 
Hy il 
gz Fi 
2 : 


54 AMSTRAD ACTION 


of skill is diminished. Daylights is not a classic 
by any means but should provide plenty of 
entertainment. Bw 


The Verdict 
GRAPHICS 70% 
Colourful scrolling backgrounds 
Good animation of Bond 


SONICS 66% 
Some good bits from the theme tune 


GRAB FACTOR Tis 
Good mix of jumping, rolling and 
shooting 
Different challenge and weapons in the 
eight levels 


STAYING POWER 65% 

() The levels get tough 

@ The action is a bit stop-go and can all be 
over very quickly 


| 


i 


: 
ir 


it 
i 


AA RATING 68 


Much better than the last Bond game. 
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Your Commodore 
- Issue 38 - Sept 1987 


Living Daylights 
a 


fier the release of View to a Kill, 1 approached their 
title with an open mind. No doubt you have seen or at 
rd of the new Bond film, the Living Daylights, if you 
, Sil tight. 
ie ‘the part of James Bond on a mission to rescue 
oa and help a fellow agent General Koskov. 
‘know, this will be no easy task. 
ut Star he game in Gibraltar, training with the SAS. 
ncea! themselves behind rocks and jump out 
ad shoot you - don’t worry though, it’s only 
But somewhere on this level hides an enemy 
kill you, kill him and you will be taken to the 


entering the second level you are asked to choose 
vert list of four. Make sure you choose the right 
. Here it’s just more of the same shoot-the- 
. but not Joe Public — if you do shoot a passer by 
points and a *wheeeeee’ sound is played. This 
been better if when you shot an innocent person 
rdling scream was heard (Friday the 13th style) 
certainly put you off Shooting any more Joes. 
the game’ over eight levels, with increasing 
h oo Soke before this game isalmost the a es 
, Just shooting jumping and dodging, 
et me ng. it’s not a bad game at all, if it gs re 
pit more var it might have got very high marks. But as it 
and it ‘playable game that is let down by repetitive 
ne though, there were so many things that 
put in, for instance a lively ear chase with 
here you have it, a great license that could have 
unfortunately. i ‘is only average. 
a an K.R, 


Maspties: Damark, Domark House, 22 

n, London, SW19 3TA, Tel: 01-947 

£9.95 (Ca)/£12.95 (Disk). 

ys 7/10. pou 7/10, Value: 
ad 


LICENCE TO CHEAT 


C64 Cheats: 
Action Replay code 
POKE 4390,173 - Lives 


Reset code 
POKE 42900,238 - Lives 
SYS 4352 - Restart Game 


Spectrum Pokes & Cheats 


The Living Daylights 
B/8 uw 
(Domark/March 1988) A several section 
arcade adventure based on the James Bond 
Movies (although no bonking allowed!) 


Infinite lives and /or start on any level, play 
the tape from the start. If the level poke is 
installed, you will start on level 1, but by 
pressing ABORT, (3 and 4 simultaneously) 
you will go to the next level. 


20 CLEAR 32970: LET t=0 
30 FOR f=65280 TO 65320 

40 READ a: POKE fa 

50 LET t=t+(f-65270)"a: NEXT f 

60 IF t<>143617 THEN STOP 

70 INPUT “Lives? ";a$ 

80 IF a$="y" THEN POKE 65281,0 
90 INPUT "Levels? ":a$ 

100 IF aS="y" THEN POKE 65286,2 
110 RANDOMIZE USR 65293 

120 DATA 62,53,50,4,152 

130 DATA 62,1,50,8,153 

140 DATA 195,0,145,221,33 

‘150 DATA 203,128,17,124,1 

160 DATA 62,255,55,205,86 

170 DATA 5,48,241,62,128 

180 DATA 50,232, 

190 DATA 50,101,129,195,216 

200 DATA 128 


Level 1 

Use the Paint Gun for the snipers and when 
you get to the end of the level, swop to the 
Walther PPK. When you've shot him, run 
to the end of the level and you're out. 


Level 2 

Choose the night glasses (binoculars) and 

swop to them to tell the music lovers from 
the snipers. Shoot the snipers on your way 
out, and as you don’t have to kill anyone to 
leave, just run out. 


Level 3 

Let the weapons counter count down, ‘cos 
you don’t need any weapons for this. Just 
leg it across the level, ducking and jumping, 
making sure you stop to avoid the falling 
pipes. Just run to the end of the level to 
finish. 


Level 4 


This one’s quite hard, Choose the bazooka 


and look for the agent with his explosive 


milkbottles. Hit him three times and he'll 


disappear. Shoot the snipers, jump over the 
craters, take a few steps and you'll see the 


geezer with the milkbottles again. 


Repeat 
this until you reach the end of the level and 


shoot the helicopter with the bazooka. 
Hooray! 
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"THE LIVING DAYLIGHTS : THE COMPUTER GAME 


aring and dashing, James 
Bond is back on the silver 
screen in the latest 007 
epic, The Living Daylights. He's 
also on your monitor screens in 
Domark's officially licensed game 
of the film. Here, the paver takes 
the role of the man with the licence 
to kill, battling his way through 
eight levels to defeat evil internat- 
ional arms dealer Brad Whittaker. 
Each level is based on a scene 
from the film and consists of a hori- 
zontally scrolling backdrop. Bond 
runs along this from left to right, 
jumping or ducking obstacles. 
Every so often an enemy sniper 
appears from behind a part of the 
scenery. Bond has to shoot him 
before he opens fire by aiming a 
cursor (representing Bond's 
Walther PPK gun sight) and pres- 
sing the fire button. If the enemy 
opens fire Bond loses energy, 
represented by a shrinking bar. A 
completely diminished bar has 
fatal results, and one of Bond's five 
lives is lost 
At the beginning of each level 
(apart from the first, where a paint 


gun is automatically chosen) Bond 
is taken to Q's and asked to 
choose one weapon from the four 
Provided — only one is of real help, 
so choose carefully. Bond reverts 
to his trusty Walther PPK if the 
wrong object is chosen, 

The hunt for Whittaker begins in 
Gibraltar, where Bond is involved 
in an SAS training session (hence 
the paint guns). men appear 
in the background, occasionally 
popping up over the bushes while 
Bond runs along to the end of the 
landscape. 

Levels Two and Three take 007 
behind the Iron Curtain. The first 
location Is Lenin People's Music 
Conservatory where Bond is help- 
ing a Russian defector. Success- 
fully negotiating this section leads 
to the Trans-Siberian Pipeline. 
This escape route presents Bond 
with an assault course of pipes at 
different heights, all of which he 
has to avoid to progress to the 
fourth level. 

Back in Britain, one of Whit- 
taker’s henchmen has infiltrated 
the the safe house where Koskov 


v With a choice of only four weapons, it looks like the Aston Martin 


cabriolet has to stay in the garage 


078 


OY Allthe fun of the fair, a8 007 earns his licence to win coconuts 


is being debriefed. He's armed 
with exploding milk bottles and 
doesn't hesitate to lob them 
Bond's way as he battles through 
the building. 

After that comes a trip through a 
fairground. This time explosive 
balloons float —threateningly 
toward Bond. Tangiers is the next 
port of call, and Bond leaps from 
rooftop to rooftop before reaching 
the penultimate level — a Russian 
airbase deep within occupied 
Afghanistan. 

With more henchmen disposed 
of, Bond enters the final level — 
Whittaker's house, where a final 
confrontation between Bond and 
Whittaker takes place... If Bond 
destroys him, he earns the thanks 


of the Prime Minister. 


; queueing down 
the streets to get into the local 
cinema. Having looked at 
Domark’s latest tie-in, it looks 
as though it'll be some time 
before such things happen at 
the local computer shop. The 
game's plot follows the film 
very loosely, and requires a lot 
of n if you are to 
relate with the characters. The 
film’s main features are also 
lacking in the computer ver- 
sion — where's the Aston Mar- 
tin, or Maryam d’Abo and her 


The action is very much in the 
Missile Command vein, but with 
different backgrounds in each 
stage to attempt to add vari- 
ation to what's otherwise rep- 
etitive and boring. Whichever 
way you look at this, there's 
very little here for either the 
filmgoer or the optimistic 
games player. 


This game suf- 
fers from a 
severe lack of 
imagination. It is 
quite a d 
pointment, because all it real 
consists of is a dull eight level 
horizontally scrolling Missile 
Command variant. Each level 
sticks closely to the film plot, 
but they all play exactly the 
same — run along, shoot the 
men, jump over an obstacle 
and shoot more men. Unsur- 
prisingly, this does not tend to 
raise the pulse rate. The music 
sounds exactly the same as 
any other Dave Whittaker tune, 


connection there is between it 
and the game. As far as it goes 
though, there are some parts 
that seem very unrealistic, 
such as the fact that Bond's 
Walther PPK has unlimited 
firepower, he can suffer an 
enormous amount of gunshot 
wounds before he eventually 
dies, and he even has five lives! 
It does seem a pity that there's 
so little variation between 
levels (short of graphical dif- 
ferences), and the game soon 
becomes a recurring case of 
déja vu. 
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"THE LIVING DAYLIGHTS : THE COMPUTER GAME 


Never released Arcadia and Amiga version... 


ft 


OMPETITION 
‘THE HOTTEST GAMES 


This Arcadia, arcade version, is a version that never saw the light of day (Living 
Daylights? -Ed). The Arcadia machine was essentially an Amiga with more Ram, which is 
when Mastertronic tried and failed to enter the Arcade market. Sadly, this and the 
Amiga port never came to fruition (some may say fortunately - Ed). Reasons are 
unclear, with the Amiga version even mentioned in the box credits, and the C&VG 
magazine, even offering a competition to win the Arcadia cabinet with the Arcadia 
version of the game. 


"THE LIVING DAYLIGHTS : THE COMPUTER GAME 
nl 


On the back of the game box credits, the Amiga version 
even gets a mention. Being developed by Sculptured 


JAMES BOND 0077 | Software, the same development house who did the C64 


THE LIVING [)AYLIGHTS version. Unfortunately, this version was never to appear. 


LIVEAND LET D E 
THE COMPUTER GAME 
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Sich 
ZXSpectrum 


de very careful 
speedboat ever made. Just to make sure 
arranged some practice sessions for you in 
} ‘extreme conditions. You'll go from the Desert to the Icebergs before we 
let you loose in Florida — Mr. Big’s home country.” 


“Good luck 007” Goddam it boy! That 
darned Mister Bond bin at 
it agin’. He done and wrecked 

twelve o' my bran’ noo po-lice 
cars, broke all da speed laws o' 
tha’ county an’ now he’s causin’ 
mayhem in that boat a’ his! If ah ketch 
any o' yoo boy’s or gals a’ followin’ 
his exam-ple now, you’se better be 
watchin’ yo’ ar(@x. 


L + L DIE SPEC 
pa is 
ISBN 1-85160-301-8 


rs M MI Mk . 


ESPANIOL 
ormat 'TALIEN 


“LIVE AND LET | DIE” 


4 of Pie 


08 2 


The team behind the home ports of Buggy Boy, 
came up with a fab new idea. This was making 
the buggy into a boat, and then make it shoot 
stuff. Essentially the cool idea of mixing Buggy 
Boy with Road Blasters. That game was called 
Aquablast and right up to the end this was going 
to be the name. But when Domark suggested to 
Elite that they could slap the James Bond license 
on it to drum up extra sales, they did so, and soa 
1973 film Live and Let Die (a film 15 years old at 
that time) suddenly got a game. 


What we end up with, is a perfectly fun and 
serviceable racer shooter, but with very little to 
do with James Bond in any way. The big problem 
though, is how little there is to do here. 


SCORE OOSOSs 


THorF OSOooo 


Mines, Helicopters, dropped ammo crates is all 
here. The jumps in the game with your boat is 
the best bit of the game though. [Amiga version] 


The game originally started out life as the game 
Aquablast, before Elite and Domark had the idea 
to slap on a Bond license to drum up interest and 
sell more games. [amiga version] 


LIVE AND LET DIE: THE COMPUTER GAME 


There are only four levels to enjoy, all feeling pretty 
much same, and three of those levels are just training 
missions, with the fourth being the actual mission in 
New Orleans. Like Buggy Boy there are jumps, slopes, 
tunnels to enjoy, and jumping your boat is a lot of fun. 
But they also they stick in a frustrating fuel limitation, 
locked doors and toughly place targets, which mean 
you are constantly having to slow down, sapping some 


_ of the fun from the experience unnecessarily. 


But overall here, it’s the lack of variety of the levels, 
being the game’s biggest crime. 


SCORE oOoyv2gs3 


| the speed, fate Beeer POFt. tcs4 version 


VEFSION, (amstrad cPc version] 
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LIVE AND LET DIE: THE COMPUTER GAME 
ee 


It’s such a shame though, as the game engine on the 16-Bit 
versions are really solid, and so with just a bit more effort, this 
could have been a fondly remembered classic. Instead, it just 
feels like a cynical cash grab. 


Of the 8-Bit versions, the Amstrad CPC is probably my favourite, 
with the C64 version being a lot of fun as well. The Spectrum 
version however is terrible, being far too slow and with a much 
bigger boat, making it more difficult to dodge things and see 
things too far ahead. The Atari ST and Amiga versions 
meanwhile are still a bit short term fun, just don’t be surprised if 


The Spectrum port is by far the worst, being | after 15 minutes you have seen all this game has to offer. 
really slow, so best to avoid this one. jspecrumversion 


=e OO ies q roP eee 


ror o5500r0 


rk 


Enemy planes swooping down and shooting 
you, causing small splashes of the bullets 
hitting the water is a really cool effect. caries version 


— | OF 5} o/—s) f Us 
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LIVE AND LET DIE: THE COMPUTER GAME 


Goddam it 


! That 


boy! 
darned Mister Bond bin at 
it agin’. He done and wrecked 
twelve o’ my bran’ noo po-lice 
cars, broke all da speed laws 0’ 
tha’ county an’ now he’s causin’ 
mayhem in that boat a’ his! If ah ketch 
any 0’ yoo boy’s or gals a’ followin’ 
his exam-ple now, you'se better be J 


watchin’ yo’ ar@*. 


LIVE AND LET DIE 


ENGLISH 


Introduction 

Dr. Kananga, the infamous and ruthless 
Prime Minister of the Caribbean island of 
San Monique, an island whose people are 
controlled by the fearful power of voodoo, is 
harvesting huge fields of poppies concealed 
under camouflaged netting on this paradise 
island. He plans to control the US drug 
market by flooding America with tons of 
free Heroin which would create a living hell 
for millions,and incidentally, provide 
money for arms to Eastern bloc allied San 
Monique. 


Dr. Kananga or “Mr. Big” ashe is known in 
the underworld, is a shrewd operator who 
conceals his dealings from prying eyes. His 
headquarters, which are well hidden 
beneath a cemetery on San Monique, ships 
all of the un-refined heroin to processing 
factories in remote and inaccessible 
locations. 


James Bond, 007, the world’s top secret 
agent must undertake a series of dangerous 
missions to overcome the covert operations 
of Dr. Kananga. 


As James Bond you must carry out the 
orders of “M”, travelling by the only 
accessible means. 


LOADING INSTRUCTIONS 


Spectrum 48k 
Cassette: Load”” and press Enter, then start 


tape. 
Spectrum 128k/+2 


Cassette: Use ‘Tape Loader’ option from 
start up menu then start tape. 


Spectrum +3 

Cassette: Use ‘Loader’ option from start up 
menu, ensure disk drive is empty, then start 
tape. Disk: Place disk in drive, and use 
‘Loader’ option from start up menu. 


Commodore 64/128 

Cassette: Hold down SHIFT and press RUN 
STOP key, then start tape. Disk: Insert disk, 
type LOAD”*",8,1 and press RETURN. 


Amstrad CPC 

Cassette: Hold down CTRL and press the 
small Enter key. Disk: Insert disk, type | 
CPM and press Enter. (I is obtained by 
holding down SHIFT nad pressing @). 


Amiga/ST versions 


Disk: Reset machine and insert disk, 


The Game 

As James Bond you must travel along the 
various waterways; Target practice, South 
American jungle mission, Norwegian Fjords 
and Middle East desert exercises. 


In the target practice section the red targets 
must be shot with the forward mounted 
machine gun, the black targets must be shot 
using missiles. There are two exercises that 
enable Bond to learn about the type of 
defence systems used by Kananga, and 
finally the mission which is bristling with Dr. 
Kanaga’s defences. You must avoid mines, 
gun emplacements, dive bombing, enemy 
helicopters, submarines, enemy planes and 
enemy boats, some of which drop mines or 
booby trapped fuel barrels and can only be 
destroyed with a missile. 


Along the way you must completely pick up 
fuel by driving over fuel barrels, as well as 
the cannisters containing fuel and missiles 
dropped by the C.I.A. helicopters. 


Your speedboat must travel through dark 
tunnels, slide up slopes to avoid obstacles 
and must destroy closed lock gates with 
‘snuff’ missiles. 


With a lot of skill and some luck you will 
reach the Heroin processing factories at the 
end of the waterway. The factory can only be 
destroyed by leaping off a log into the air 
and letting off a ‘snuff’ missile to finally 
destroy the evil installations. 


Control 

Spectrum 

Pause —-H Abort-R 

Boat control using joystick or Keyboard: 
Left-O Right-P 
Accelerate —Q Decelerate — A 


Bullets — Space 


Amstrad 

Pause—Escape  Abort—Escape twice 
Boat control as Spectrum, Return also fires 
missiles. 

C64 


Pause — Rur/Stop Abort — Return 
Boat control using Joystick 


Missiles — A + Space 


ST and Amiga 

Pause —- Help Abort — Escape 

Boat control using Joystick or Mouse 

Left Button — Missiles. Right Button — Bullets 
or Keyboard: 
Cursor keys + Alt — Bullets 


Shift — Missiles 


Good luck 007, the world is counting on 
you 


COPYRIGHT: Gun Symbol Logo © Danjag S.A. 
1962 © Eon Productions Ltd Gildrose 
Publications Ltd 1987, This game is sold subject to 
the following conditions; all unauthorised 
copying, hiring, lending, exchanging, public 
performance and broadcasting is strictly 
prohibited. 


CREDITS: Computer Game: Elite Systems Ltd — 
Peter Cook, Andy Williams, Bob & Dave 
Thomas, Bryron Nilson, Martin Ward, Paul 
Walker. 
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LIVE AND LET DIE : THE CO MM§MPUTER GAME 


One In Every Port... 


Scone oosssa Tor oSo0oo00 


The ST version and the Amiga version are identical. This means 
the game moves quickly and is a bit of fun. It’s just a shame 
there are so few levels for you to race through. 


The Amiga version is identical to the ST version, which is such as 
shame, as the developers didn’t use the extra development time 
for this port to improve it over the ST. 


Still what’s here is fun in small bursts, if just a bit limited. 


The C64 version looks quite ugly, which is a shame as it plays 
quite well. I do like how a few bars of the James Bond theme 
plays when you pick something up. 


(Ce commodore 


The Amstrad CPC looks fantastic, and plays really well, beating 
other 8-Bit ports in every way. A solid effort, but of course 
not comparable understandably to the Amiga and ST, 

16-bit versions. 


The Spectrum version is a bit of a mess. It’s far too slow to 
be playable and although the boat is big and detailed, it takes up 
too much screen space making it frustrating to play. 
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LIVE AND LET DIE : THE COMPUTER GAME 


WOT THEY SAID... 


@ WIN THE COIN-OPS 
iW FREE POSTER! 


DARE YOU 
FACE THE HORROR? 


INCREDIBLE 
SHRINKING 


SPHERE 
NOT JUST A LOAD OF SPHEROIDS 


THE ZZAPTIONNAIRE 


1S ZZAP! THE GREATEST? 


WSFIELD PUBLICATION 


No. 48 APRIL 1989 


£1.25 


Domark, Amiga £19.99 


ave you ever noticed that 
James Bond only spends 
about five minutes in his 
fancy vehicles until he’s captured? 
Well, in the game of Live and Let 
Die you play the part of 007 and 
you have to spend a bit more time 
in your speedboat than in the films! 
first thing to conquer is the 


target practice stage, which 
involves hitting a set number of 
targets whilst dodging rocks in the 
river. Next come the training mis- 
sions, set in the Sahara (a river 
across the Sahara?) and the North 
Pole. 

After that, you can move on to 
the big mission. This involves 


traversing the Everglades usin 
your new skills. Can you reach t 
hideout of Dr. Kanaga and put a 
stop to his nasty drug dealing? 

No, don't tell me. | don't really 
care. 


PRESENTATION 68% 
‘ ‘le 


cor 


i 


C&VG - Issue 85 - Nov 1988 


¥ Buggy Boy? Who said anything about Buggy Boy? 


LIVE AND LET DIE 


ELITE and DOMARK join forces 


CRE OCCOGLSEG I CF OoOoe 
hs rt 
Ve Sbbet LM Mab EMER A LEME LLL EL 


C64 - that helicopter has just dropped 
some valuable fuel and ammo into the 
water for you. 


IMMINENT 
IMMINENT 
IMMINENT 


14 95ck 


JIMMY Bond's back. Having survived the 
mayhem of The Living Daylights 
(doesn't he always?) he’s ready for some fresh 
adventures, this time based on an earlier film 
Live and Let Die, the computer game, 
draws its inspiration from the speedboat 
sequence from the film, and as Bond you've 
got to thwart the evil plans of one Dr. Kananga. 
This rogue is planning to flood the US with 
heroin that he cultivates on his Caribbean 
island of San Monique. To foil him you have 
climb aboard your speedboat and travel along 
a waterway in Florida, avoiding various obsta- 
cles including mines, rocks and riverside gun 
emplacements, before reaching the refining 


t C64 VERSION 


rast lourful graptwcs and good gameplay 
make thi 
fun getting to know the course but with only 


four, that won't take too long 


an erpoyabie game to play. Youll have 


GRAPHICS 8 1Q@ FACTOR 2 
AUDIO TO FUN FACTOR 6 


ACE RATING 723 


GRAPHICS 84% 


f 


HOOKASBILITY 82% 


Good fun blasting things to bits 
at first 


LASTABILITY 66% 


Jepth for such a 


OVERALL 
68% 


A fair 3D blast 'n’ bump without 


the necessary flair to make it 
special. 


plant and destroying it with a missile. 

Before attempting this, it's best to get 
some training under your belt on the three 
practice courses 

How far you progress in the game not only 
depends on how many times you get killed, but 
how much fuel you have as well. Fuel cannis- 
ters in the water need to be collected as you 
go - the faster the boat travels the less fuel it 
uses, So don't rely on taking things easy. 

Live and Let Die is a curious mix of game 
Styles. It's a lot like Buggy Boy on water (not 
really that surprising, considering Elite pro 
duced both games), but there's a bit of Out 
Run and Road Blasters in there too. More 
courses would have been appreciated, but the 
game plays well and is a tough challenge. 


Andy Smith | 
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imin thour tday tweek fmonth tyear 


Enjoyable while it lasts 
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REVIEW 


LIVE AND LET DIE 


DOMARK 


ST ~ Reviewed. Joystick or mouse. £19.95 


our name is Bond — 

James Bond. M has 
given you the top secret 
mission: “Find Dr. Big and 
don't come back until you 
have." It's time for you to 
take the world by storm 
and wreak chaos across 
the waterways. 


GAMEPLAY 


Or. Kananga ~ or Dr. Big as he 
1s known to his few friends 
is the sordid Prime Minister of 
San Monique, 3 pokey little 
island in that den of Bond inig- 
vity, the Caribbean, Dr. 
Kanange is instructing the 
people on the island to pro- 
duce massive amounts of pop- 
pies — not out of a sense of 
loyatty on Remembrance day 
reason but so that he can be 
really generous and flood the 
US drug scene with loads of 
free heroin. 

Armed with Q's latest gad- 
get - the fastest speedboat 
ever made — you take to the 
waterways to find and kill Dr. 
Big. t's your duty to put an 
end to his depraved deeds, 
making the world a safer 
place. 

What with incredible 
speed and four different 
waterways in areas ranging 
from the frozen icefields of 
Norwegian Fjords to the bak- 
ing deserts of the middle-east, 
you can soon end up question- 
ing your sanity. When it's up to. 
you to risk fife and your best 
pair of electricblue boxer 
shorts then you prefer to let 
the Americans get on with it 

Along the route you must 
pick up fuel barrels to make 
sure that you have enough to 
survive your mission, and 
occasionally a CIA helicopter 
will fly over you and drop 
packages containing fuel and 
missiles. in between dodging 
giant’ mines and avoiding 
attack by landbased gun 
emplacements you must pick 
up the packages, This is no 
easy operation when you're 
traveling at top speed with 
your finger pressed down on 
the fire button scattering all 
your enemies to the four 
‘swampy comers of helt 


52. FORMAT 


for Seon | 


Edwards but given a few near-misses it’s 
to Dr. Big’s for Sunday lunch. 


GRAPHICS AND SOUND 


This is one hell of a game for outbreak of snow. Even the epi 
counting how many times you demic of helicopters and enemy 
can clock the olf speedometer aircraft which regularly appear 
— push the joystick forward to on the scene don't just look like 
its limit and watch the world flying whales. With lots of tun- 
start whipping by at superfast nels and gates spread across 
speeds. Undergong assault by the waterways everything soon 
a host of impressive backdrops starts to get pretty difficult. 

becomes a lot of fun until you Sound effects aren't exactly 


realise that those funny lite brilliant. The classic Bond theme 
black specks in the distance are tune is sadly lacking, although 
really mines walting to blast you the superb film score courtesy 
into oblivion. It wouldn't matter of Wings does decorate various 
but at full throttle they descend menu screens. Unfortunately it 
upon you faster than Roger isn't Paul McCartney in the back- 


Moore can raise an eyebrow. ground singing his lungs out, but 

Racing through the water is instead you're restricted to a 
accompanied by lots of white pretty dire computer imitation of 
foam which does actualy look the original, plus lots explosion 
like wash instead of the usual sounds during play. 


CONCLUSION 


This is an impressive action 
game, With lightning speeds 
and realistic rocks, mines and 
other obstacles the game 
soon becomes an addiction 
you'll not want to give up. The 
‘only real criticism is the 
scarcity of the fuel barrels. 
‘Miss @ couple in a row and 
then you're unlikely to get 
much further. 

At the end of the day, 
although Live and Let Die 
doesn't bear any resemblance 
to the film plot apart from a 
watery setting, it's full of fast- 
action and blistering graphics. 
You might never manage to 
meet Mr. Big but you'll have 
Jots of fun along the way. 


overall 83% 
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‘Amiga Computing 
-Issue 14 - July 1989 


MREVIEWS® 


Came in 007, your time is up 


18 AMIGA COMPUTING [uly 1989 ~ 


(Can yo tell ron the way to Silkworm, please? 


N ordinary circumstances ~ if you 

have an extremely fast powerboat 
with # front-mounted 20mm cannon 
and surface-to-surface missile 
fauncher, what you say is auto- 
matically fine by everyone else. So 
how come James Bond 007 ~ secret 


agent, good egg and only convince 
ingly played by Sean Connery ~ has 
got problems? 

People are actually strafing this 
uy from Cessnas without even a by 
your-leave. Tsch, the international 
criminals today, no respect for ta 
dition. 

Dr Kananga ~ politician, illain 
and bad egg numero uno ~ has 
decided that large amounts of free 
heroin would do large amounts of 
good for his voodoo-ridden island of 
San Monique and inordinately huge 
amounts of bad tothe ole US of A 

By growing opium poppies under 
camouflage netting, the bad doctor 
plans to export the resin to his hidden 
processing plants. These are slightly 
inaccessible, being at the North Pole 
the Sahara Desert and the Florida 
swamplands. 

All. are open to attack only vie 
some kind of boat, so it's here that the 
powerboat-cum-warship comes in 
handy. Quite how much navigable 
passage there i in the Sahara I'm not 
exactly sure, but there can't be much. 
Mr Pedant strikes back 

‘There are the three full-scale mis- 
sions, plus one target and steering 
practice run, Each has a separate 
high score table, so the easier runs 


| aren't a passport to high score domi- 


nation. 


‘The waterways arent your Norfolk | 
Broads, they are littered with logs. | 


lethal rocks and nasty mines which 
£0 pop (times several thousand) at 
inoppartune moments. 

The boat is fairly tough, so logs 
only cause it to leap wildly. This has 
4 use ~ apart from giving you a 
legitimate reason for shouting 
Acieed! ~ in that the nasty Cessnas 
can be shot out ofthe sky. Things get 
nasty when you meet tunnels or 
embankments which must be aimed 
through or slid round. Some ofthese 
tunnels have locked doors in them, 
but they don’t after you loose a mis- 
sile at them. 

As the only way of ending the 


game is running out of motion Jation, 
someone helpfully leaves fuel barrels 
kicking about. The nasty boats drop 
explosive barrels, which make a 
slight dentin the old paintwork. All 
can be overtaken, as long as they 
don’t ram you firs 

Everything moves very quickly, so 
a sharp eye and nimble fingers are 
needed, Only when you've 
hammered through enough hell-and- 
high-water do you get a crack at Dr 
Kananga’s dope emporium, 

The chances of actually getting that 
far are pretty slim, far slimmer than 
the ubiquitous Bond girl who is 
probably draped by the side of the 
able agent. But the courses aren't 
random, so you'll learn what to avoid 
~ eventually 

‘The display isa neatly centred 200 
line affair, with some of the fastest 
racing perspective this side of the 
dedicated 3D chippery in arcade 
machinos. The tune is very pleasant ~ 
it doesn't play during the game ~ but 
some of the sound effects occa 
sionally come out wrongly. 

Granted, the gameplay may have 
all the depth of Spy Hunter, but the 
sheer speed and beauty of it is 
something else 

Buy this and once you realise what 
todo you'll be the owner of one ofthe 
slickest, fastest, prettiest, although 
not tremendously educational, pure 
‘Amiga arcade masterpieces around. 

Stewart C. Russell 


Live and Let Die 


Elite Domark 


Overall 93% 
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LIVE AND LET DIE: THE COMPUTER GAME 


The Games Machine 
- Issue 14 - Jan 1989 


Domark Cassette: £9.95 
Diskette: £14.95 
are very simplistic, slow moving and undetailed. Live 


Graphics 
and Let Die's lack of speed destroys playability and the game 
soon becomes boring 


OVERALL 64% 


| LIVE AND LET DIE 


he ruthless Dr Kanaga is harvesting fields of poppies 
for the sole purpose of flooding the US with tons of 
free Heroin. Once the populace is hooked he can 
control the entire American drug market by charging 


| whatever price he likes. 

As agent 007 you must prevent 

Kanaga from doing this by 

destroying his Heroin processing 

| plants. Unfortunately Kanaga has 
hidden the factories in remote 
parts of the Caribbean island, San 
Monique — accessible only via nar- 
row waterways. 

You guide James Bond's 
speedboat through the treacher- 
ous waterways as you undertake 
your mission to save the States. 
Kanaga has littered the route with 
seemingly impassable obstacles: 
mines, rocks and gun emplace- 
ments. He has also turned out his 
personal army — helicopters, plan- 
es, submarines and boats — to 
stop you 


My word is my name 
Your speedboat is armed with a 
machine gun and missile launcher 
Ammo is no problem for the gun 
but the launcher only contains 
limited stocks of missiles, fuel is 
another consideration. Heipfully, 
| supply barrels containing both are 


Helicopters come in friendly and hostile forms - mind where you're blasting- ST screen 


dropped periodically by CIA Live and Let Die is another 
Planes — pick them up to aid your | game in the RoadBilasters mould, 
mission. Other than speedboats there is 


As You progresses further into | nothing to link the game to the film 
Kanaga's domain, the waterways | whatsoever: no voodoo element, 
get increasingly more difficult to | car chases or hungry alligators. 
navigate. Inexperienced spies | Fans of Overlanderand RoadBlas- 
may practise target shooting and | ters may enjoy Live and Let Die 
navigation on one of three training | and the three practise levels pro- 
levels before attempting the mis- | vide alternative waterways to 
sion proper. explore for a while. 


OTHER FORMATS 
Reem (anette Sao eae £1 ey and IO ree 
LS a 


“Inexperienced spies can practise target 
shooting and navigation” 


Looks like a bit of target practice is required here —spies ain't what they used 
to be - Amstrad screen | 


66/148TGM TX 014:1-89 


VERSION UPDATE 


LIVE AND LET DIE 


Domark @ Amiga: £19.95 


THE AMIGA version — sur- | lack of depth. Although this 
prise, surprise — looks just like | remains one of the better Bond 
the ST game, with no attempt | tie-ins it's overpriced for what it 
made to improve the ported- | offers 

across ST graphics. You do get . ms 

a funkier sc of the James | AMIGA: OVERALL 61% 
Bond theme, however. Like all | asTRAD: TGM 014 69" 
other versions, fast-moving | ATARI ST. TGM04 73% 
playable action is marred by a | C64/128 TGM014 64% 
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LIVE AND LET DIE : THE COMPUTER GAME 


£4000+ > 
WORTH OF PRIZES! 
% 50 HELICOPTERS! 
* GAMESHOW HOST! 
%* COMPLETE CD MUSIC SYSTEM! 


POSTERS, BAGS, BUGS 
AND A PARTRIDGE IN A PEAR TREE (.c«x) 


Crash - Issue 59 


- Dec 1988 > 
fter two distinctly 
substandard Bond games 
PUBL, ac connie, en View To A Kill — 76%, 


Your Sinclair - Issue 36 
- Dec 1988 


issue 18 - and The Living 
Daylights — 63%, Issue 43) 
Domark has turned to Elite for 
this one. Apparently Elite were 


aaidnereens OS 


program to be converted for 

their licence, 

The 1973 film's plot concems 

@ voodoo island where the evil Dr 

Kanaga is producing heroin and 

shipping it to the USA. Since the 

Dr's drug-processing factories 

need a large water supply 

they've been built on a 

waterway, Thegame begins with | helicopters pass overhead from | resembles a cross between 

Bond trying to infiltrate them by | timetotime, droppingbarrelscl | Aoadblasters and Buggy Boy, 
fuel whech replenish your tanks. | but with the novelty of being set 
Hazards can either be shot with | on water. Unfortunately it's just 
machine guns, missiles that bit too slow to be 
(essential for some objects). eyebrow-Taising. The best 007 

prepare for a variety of these availed oF jumped ower hy game an far, though, anc taarly 

seabome missions you can also | ramming into a log, Buggy Boy- | addictive. 


select a training option — set in style, indeed, Live And Let Die PHIL 7S% 
the Sahara desert! 


Bond's speedboat consumes | THE ESSENTIALS 
alot of fuel, and if it runs out the 
- , rh Joysticks: Cursor, Kempston, Sinclair 
game's over. Luckily, friendly” | Graphics: effective, although fairly slow 3-D scrolling waterway 
STINT INT DD bed Uk al Sound: irritating tune on the 


DOMARK £19.95dk 

C64 version reviewed Issue 16 
~ ACE rating 723 

As you might expect, things move 
a lot quicker on the Amiga than 
they do on the C64, and are a lot 
nicer to watch and listen to as 
well. There are still only four 
courses, which is a pity, but it's 
very enjoyable and provides a 
tough challenge. If you fancy play- O91 
ing Buggy Boy on water, with a 
couple of Roadblasters and Out 
Run bits thrown in, check it out 


YS CLAPOMETER 


A run-of-the-mill racing game 


ACE - Issue 84 - Apr 1989 


LIVE AND LET DIE: THE COMPUTER GAME 
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EU) NEBULUS 
SPACE’ HARRIER 


ig 


oo — PROMANIR 


bel! cvBERNOI 24 


Licensed fo fail? 


ive and Let Die is yet 
another James Bond 
release that should 
qualify for double-oh 
zero. 

The exact background of 
this game is confused but, as 
TLW made clear last month, it 
did originally belong to Elite 
(their logo remains splashed 
all over its loading screen) and 
it bears more than a passing 
resemblance to Buggy Boy. 

Once again you are cast in 
thé role of JB in a game which, 
unsurprisingly, bears little re- 
semblance to the film. This is 
ashame since there is enough 
variety in the average Bond 
film for a dozen games. Any- 
way, this one’s water fla- 
voured, 

A paltry serving of four mis- 
sions is offered up, three train- 
ing and one ‘for real’. The 
easiest (pseudo) mission is 
target practice on the British 
waterways, So you head off in 


£9.99 cass 
£14.99 disk 


AND LET DI€ 


your boat loaded with unli- 
mited fuel and missiles and 
plug as many targets as possi- 
ble within a set distance. No 
real threats here apart from 
rocks. When you complete 
this you can go training on a 
river in the Sahara desert(?) 
This time with added aqua 
mines, torpedo launching heli- 
copters and other boats. Polar 
training is the third training 
mission but there’s little differ- 
ence to the Sahara one 


Water laugh. 


SRE COOGST7OA 


Your boat is armed with a 
machine gun and missiles, as 
well as a limited amount of fuel 
which is constantly drained 
When you die, those few 
seconds of immobility waste a 
fair amount of fuel. Not surpri- 
singly, extra fuel can be col- 
lected on the way: red pods 
give a small amount of fuel, 
silver nearly half a tank, green 
fops up your missiles as well 
as the fuel tank, and the yel- 
low pods fall off the back of the 


ry * 


boat and should ideally be 
avoided. 

Had this game been set on 
land it would be an exact cross 
between Road Blasters and 
Buggy Boy. Take for instance 
the slopes which you can ex- 
pertly guide your boat up to 
avoid difficult obstacles, the 
logs which bounce your boat 
into the air, or the gun turrets 
placed on the river bends 
Sound familiar? 

Once | had mastered the 
rudimentary control and tac- 
tics | decided to quit beating 
around the bush and go 
Straight for the jugular in the 
final mission in New Orleans. 
The scenery this time was 
green in preference to sandy 
yellow but otherwise basically 
the same. After a while each 
game was taking me ten mi- 
nutes and there was still no 
sign of the elusive Mr Big and 
his cocaine racket, so | did the 
decent thing and pulled the 
plug on the game. 

The onshore = scenery 
generally is a picturesque 
mess with the puce green 
palm trees lining the canals of 
England and an apparently 
buildingless New Orleans. 
The sprite enlarging is actually 
better than | expected with a 
few more updates than some 
games | could mention. In 
Passing | also have to point 
out the omission of the Bond 
theme or the Wings’ Live and 
Let Die toon as well 

Poor old Cubby Broccoli 
must be turning in his grave by 
now (but he isn't dead! — Ed), 
so please lads do the guy 
justice and release a decent 
Bond game 
Mark Patterson 


54% 


67% 


a 


LIVE AND LET DIE - THE COMPUTER GAME 


HARRY SALTZMAN ana ALBERT R BROCCOLI sent Domi 


ROGER MOORE - 
JAMES 


YAPHET KOTTO. JANE SEYMOUR a Vd 
Produced by HARRY SALIZMAN and ALBERT R. BROCCOLI- Directed by 5 GUY HAMILION - Screenplay antOh MAN KIEWICZ 
itle ane Composed by rAULen LINDA McCARTNEY and Sung by PAUL MCCARTNEY and WINGS + Music Score by GEORGE MARTIN 


Original Motion Picture Soundtrack Avalable on United Arsts Records and Tapes COLOR ee vee 
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1989 | DOMARK 


James Bond is out on his own ! HE’S USED TO GETTING 
and out for revenge | -_ WHAT HE WANTS.... 

* THIS TIME HE 

ji WANTS REVENGE. 


G commodore 


Sic 
ZXSpectrum 


ALBERT R BROCCOLI 
IrPSeNS 


- 
TIMOTHY DALTON 


45 IAN FLEMING 'S 


JAMES BOND 007" 


Domark returned in 1989 with Timothy 
Daltons second and last film Licence to Kill. 
The plot saw Bond going rogue, to chase the 
drug dealer Sanchez, as a personal vendetta 
because he maimed his CIA friend Felix and 
killed Felix’s new wife. 


funky rendition of the Bond theme by David 
Whittaker, setting the mood for the main 
action. The game levels follow the movie 
pretty well, with Domark doing a much 
better job than the previous games. 


MSX Initially in the game you are greeted to a nice 
Ea. 


The box art and the 
Ocean Hit Squad 
budget label box & tape. 


LICENCE TO KILL 


The Scene 1 - Part 2. Bond follows Sanchez 
on foot in an enjoyable overhead cover shooter. 


This is pretty fun as well. tamiga version] 


The Scene 1 - Part 3. Still on the pursuit of Sanchez, 
Bond is winched down in the pursuing helicopter 


to capture the plane. jamiga version] 


00018680 


Also, graphically (especially on 16-bits) it looks 
amazing, with nice detailed if small graphics by Tony 
West, that makes it a joy to see the next section. 


Unfortunately, it’s the gameplay difficulty that stops 
this game from being a classic. It’s just too darn 
hard, with it far too easy to die and limited lives 
hampering your progression. Still slap a cheat or 
trainer on the game and you will definitely have 
some fun here. 


The game starts with you in an overhead shooter, 
chasing the villain Sanchez in a jeep. It’s a fun level 


but rock hard. amiga version} 


The Scene 2 - Part 1. Bond dives into the sea. 
Fighting boats and other divers to catch up with 
Sanchez’s plane. Get close enough and it follows 
with a water ski like section as you are still in 
Pursuit. [amiga version] 


ETUC CELE CGE 


DAMAGE | 
— 


SCORE 
801950 
BONUS 
ee1894¢ 


It may be my nostalgia speaking, as this was the version | 
used to play. But the Spectrum version is the best of the 


8-bit ports. Its a pity its too darn hard though. {spectrum version] 


The Final section, has Bond continue his pursuit. 


this time chasing in a big truck. [amiga version! 
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LICENCE TO KILL 


LICENCE TO 
KILL 


Level 1 | Section 1 

Helicopter/ground defences 

Shoot all the accessible bunkers. If 
you're flying fast and low, stick to the 
road — don't cross the fence. Even 
when you're flying high you can still 


crash Into the ridges on the tall 
buildings. 


Level 1 @ Section 2 

Bond on foot 

Get to know the firing method, it's 
easy to master and very useful when 
it has been! Use the fact that the 
upright oil drums explode after four 
hits to your advantage. Blow up a 
drum and a sizeable amount of 
Sanchez’'s henchmen die if they're 
near it. 


Level 1 @ Section 3 

Bond dangling from a helicopter 
This part of the game is incredibly 
simple. Just guide Bond above the 
Piper and as your sights come up 
(just above you), press fire. Don't 
worry about pressing it at the wrong 
time: you won't jump until you're 
over the helicopter. 


Level 2 @ Section 1 

Dodging catamarans and divers 
Stay out of the way of catamarans at 
all costs — If one of these runs over 
you, you're history! Only dive if a 
bullet's going to hit you. If you come 
across any drugs packets (there are 
hundreds of them floating about) and 
you haven't got @ harpoon gun, just 
stab the diver. Remember, you can 
only stay underwater for as long as 
your oxygen holds out, you then 
have to surface and refill. Once the 
‘seaplane appears, shoot your 
harpoon at one of its floats. 


Level 2 @ Section 2 

Bare foot waterskiing 

Try and stick to one side of the 
seaplane. Keep going to that side 
{but swing to avoid the rocks). You 
should be able to do this section with 
no hassle at ail. 


Level3 

Tanker racing 
Accelerate to maximum speed then use 
‘short sharp taps on the down key to 
move down the screen (but don't 
accelerate), Get as far to one side as you 
can without sustaining damage. As the 
enemy tanker nears you, pull out and 
‘swerve to the other side of the road. Hold 
down the up key and you'll overtake the 
tanker, 


Use the tank (rather than the cat) to 
smash into your opponent's cab. He will 
sustain damage and you won't. ignore 
what the inlay says about Sanchez 
having stinger missiles, in the game he 
hasn't. 

The message 
reads... ha, you can find out for yourself! 


Worra close-run thing it was this 
month for the TOTM. It was very 
nearly Thunderbirds, y'know. 
But, at the last minute, | got all 
steamy-eyed about all those 007 
tips I'd gotten, Hah! And so here 
they are, from my lil old chums 
David White, Paul McGuigan, 
Alexander Kingham, Curtis 


-Halsord, Malcom , Mike 
Walters and ena Hooene’ 


Graham. So get those watch 
cameras out, all you secret 
agents. Shhh. Sorry, better not 
mention secret agents. Well, you 
never know who's listening. 


“STAGE ONE 
Pull down diagonally left and 


Stay at the back and shoot the 
second gun when you have 
passed the wall. Move forward 
a bit and shoot the two guns 
which are next to each other, 
wis oe 
to the road and fly forward. 
Stay on the road and dodge 
enemy fire. Shoot at the jeep 
when itis in sight. To avoid 
slow down when a 
gun fires at you. At the first 
crossroads move left staying 


second crossroads, 
staying on the road and shoot 
the two guns. Move back into 


place, line your sight up at 
Re vorsaigie baron then 
move forward and fire. Do this 
with every man. Don’t waste 


drums to blow up men. After 
you have completed the game 
once, not all of the oil drums 
will blow up. 


STAGE THREE 
py chien poh a cag 
the back of Sanchez's plane. 


STAGE FOUR 

Only go underwater when 

James is about to be hit by 

bullets, and when he gets a 
off a diver. Do this by 

firing when he is on top of you. 

Guide James under divers to 


TIP.O'THE 
MONTH 


© 


When you have a harpoon, line 
James’ right arm up with the 
right hand float on the plane 
and fire. You will now be pulled 


travelling at top speed. 

the left of the road but don't hit 
the side. When the tanker 
comes on let it get just in front 
of you then move right and up 
to get past it. Don't hit the side 
of the road, When you're past 
the tanker, hit its cab with the 
back of your tanker til it blows 
up. There are five tankers, and 


And now a map from Malcolm 
Begg. Thanx, Malc. 


And there you have it. Brillo 


skillos. | like your style, worthy of 
Mr Bond himself. Take a 


badge... (Chink.) 


Lever 3 


a) LD QW Oo OO 
a) DEIOOOwWES 


S690 05 


bird wel ef bere, 
dodge these 
stab him and 


At the end vt will Say "well 
done James you hove broken 
Sanchez evil cleo empire" 

and than you will 3 back 
te the Start, 


KEY 
@ Gun 
EE Building 
©) Tree/Bush 
X Enemies 


@ Guys with extra 
bullets 


©  Fuelcan 
FA crate 


oN ISN GOHSIL SA 
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LICENCE TO KILL 


LICENCE TO CHEAT 


LICENCE TO KILL (48) 


| quite liked this film and was nc 
too disappointed with the game 
This POKE'll give you infinite 
everythings on every level: But, 
while playing, bear in mind that 
one in the bush is worth two in 
the hand. Exactly. (/7/ bear it in 
mind. Ed) 


ry “OREM LI RASK BY AIKMAN 

1@ FOR Festz96 TO 23345 

2@ PEAD At POKE FLA: NEXT & 
5@ RANDOMIZE USR 25296 
4D DATA 49) 255, 127. 221,37 
te SB DATA @ 254,17,0,2 

; 60 DATA 62, 255, 55. 285, 06 
f 70 DATA 5: 4B, 241,33, 25 
* 80 DATA €1. 34,276, 284,195 

, 38 DATA O 254, 178, 50. 56 

108 DATA 186, 
* 118 pata 252, 


BP. 50 41 oe 
. 1,229 
128 DATA SB, 152, 223.5a. 258 
’ 13@ DATA 215.195,0,85 


CRASH PREVENTOR 


Follow this easy guide to get 
these POKEs working on your 
computer. 

1) Type in the listing exactly 
as itis printed here 

2) Save it to tape (for later 
use), 

3) Grab your game tape and 
‘ewind it. 

4) RUN the POKE program. 

5) If an error message 
appears go back and check it. 

6) Play your game tape (it 
should load in as per normal). 

7) Viola! Infinite whatevers. 


C64 Poke Cheats: 


LICENCE TO 
KILL 

Yet another reset set 

erp rtealierniar Sy sony 
the machine and type: 

Poke 8448,173 (return) 


Did you know, Domark had originally 
planned to release the game on the NES? 
But as it took so long to produce, Domark 


TipS 


LICENCE TO KILL 
Domark 
LEVEL ONE 


In the first scene, your objective is 
to destroy the escaping jeep as 
quickly as possible — if you can do 
this it won't appear on the follow- 
ing section, making life a little 
easier. The best tactic is to go into 
an all-out attack as soon as the 
level begins and hope to knock the 
jeep out before you enter the terri- 
tory guarded by Sanchez’s men. 
Remember that while you can fire 
all the time, your shots will only hit 
the Jeep while you are accelerating 
Cie the nose is pointing down). Try 
and keep in line with the jeep and 
never stray off the road, where 
Sanchez's men pose the biggest 
threat. 


LEVEL TWO 
The important thing to remember 
here is although this section looks 
like a straightforward shoot 'em 
up, it doesn't play that way, so 
gung-ho Commando style tactics 
will only get you shot. For a start, 
never run out into the open if you 
can avoid it — it’s safer to stick 
close to the walls where you're 
best covered from enemy fire. 
Take your time — there's no limit, 
and Sanchez will escape no matter 
how quickly you reach the end. By 
running up to the enemy you can 
force them to run away, but this 
won't get rid of them — they'll just 
reappear later on. 


ended up not releasing it. 


ne i tt ee 


19) dispense with the gunmen, 
cunning is the name of the game. 


7 


Set your crosshair while behind a building, and 
in one swift motion, run out, let rip and run 
back to cover. With this technique you should 
sustain the minimum of damage. A more 
satisfying (but bullet-consuming method) is to 
repeatedly shoot an oil drum ~ this causes it to 
explode, taking everybody in the vicinity with 
it. 


LEVEL THREE 

Grabbing the tail of Sanchez's pla- 
ne is possibly the toughest task in 
the entire game. Bond can't grab 
hold while the plane is obscured by 
a cloud, so try to stay in the clear 
sky as much as possible. The fire 
button will attach the tow cable if 
Bond is within range, but don't do 
it when you're directly over the 
plane — hit it a second before — this 
allows for reaction time. 


LEVEL FOUR 

Make use of Bond's two swimming 
modes — over and underwater. 
Stay underwater while there are 
boats and snipers on the screen, 
and surface as soon as any divers 
appear. Keep this up and you 
shouldn't be troubled. But remem- 
ber that your oxygen level is li- 
mited and you'll be forced to the 
surface when it runs out. As time 
is of the essence, make acquiring a 
harpoon by stabbing a diver prior- 
ity one. 


will jerk you. 


LEVEL FIVE 


Making the jump from the cropdus- 
ter to the first truck is easy — 
clouds don't play a part so it's a 
helluva lot simpler than the third 
level. Once you're inside the truck 
you come under attack from the 
other trucks and also jeeps. Des- 
troying the trucks is achieved by 
repeatedly ramming them into the 
roadside. After a while the truck's 
trailer dislocates and is left behind, 
but the rig still poses a threat — 
this has to be knocked out too to 
completely destroy the truck. 


WwW 


To avoid 


match for 18! 


ISLANDS 
SWEET ae 


be 
Ox: the harpoon is affixed to 

the seaplane, make your way 

up the line as fast as you can. If you hang 
around too long the water becomes treacher- 
ously riddled with rocks. Watch the movement 
of the plane and try to follow it - the further 
you are from the plane, the more violently it 


jeeps may look pretty puny, but 
they fire deadly Stinger missiles. 
ing hit, try to stay out of line with 
the jeeps as much as you can. To destroy them, 
just drive over them. Four wheels are no 


‘AUGUST 1969 
ISSUE ELEVEN 


RAINBOW 


ga 
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LICENC 1 10 KILL 


JAMES BOND 0027" 
LICENCE TO KILL 


Become James Bond in his latest adventure and destray the 
‘evil drug smuggler Sanchez. Guide 007 as he fights it out on 
Cray Cay, over Miami bay and underwater on his way to the 
final confrontation in 1é-wheeler fuel tankers. Defeat Sanchez 
and give Bond what he wants - REVENGE. 


PART 
Bond and Felix Leiter swoop low in their helicopter over Cray 
Gay to prevent Sanchez escaping with his beautiful giririend, 
‘Avoid al tall buildings and shoot out the gun emplacements as 
you gun down his jeep. Remember - the faster you fly the 
lower you go! 

PART2 

Bond leaps into action and sets off an foot to catch Sanchez. 
‘Watch out ~many of Sanchez’ henchmen have been deployed 
to ambush you, Duck and shoot your way through whi 
collecting extra magazines. Watch out for the oil bartels as 
they explode after four direct hits. Can you make it back to 
Felix in the waiting helicopter? Your wits and your 15-shot 
Beretta can make the difference! 

PART 

Bond is lowered by rope from the helicopter as Sanchez 
attempts to escape to Cuba in his aircraft. Guide 007 onto the 
back of the dodging plane and attach the tow rope. Remember 
Felix can't guide the pilot if you are in clouds and time is 
running out! Position Bond directly over the tail of the plane 


and press the fire button to "lock-on” ~ it's not as easy as it 
sounds. 
PART 


007 dives into the thick of it as he interrupts a ‘Drop’ by the 
drugs smugglers. They set off in hot pursuit and Bond must 
swim for his life as divers are launched against him, Swimming, 
underwater stops the boats from firing, but what about the 
divers? Destroy the drug caches for a bonus. Armed only with 
knife, can you hold out until the ‘Drop’ plane arrives? 
PART?2 

Harpoon the seaplane’s pontoons and you're off in a high 
speed chase as you waterski barefoot behind the seaplane. 
Watch out - high speed catamarans have been launched to 
‘atch you, Weave your way to the seaplane to gain control and 
escape! 


You have destroyed Sanchez’ drug factory only to find he has 
‘escaped you once again, You must prevent Sanchez reaching the 
border with his drugs haul stored in 18.wheeler tankers, In the 
‘chase sequence to end al chases you must destroy each tanker in 
‘urn until you reach the final tanker containing Sanchez. Be on the 
lookout - Sanchez has Stinger missiles to prevent you using your 
LICENCETO KILL. 

‘Once you have mastered each sequence, improve your score by 
{going round again but this time it wll be much harder. 


Bond controls a variety of vehicles by moving left and tight 10 
dodge’steer. Push forwards and backwards fo accelerate and 
decelerate. When runnin, aim by pressing the fie button to go 
ino fire mode. Moving tet and right moves the aiming reticle and 
pressing the fire burton again shootsin that direction. Push forward 
to continue running. At entain times 2 reticle wil appa teling 
yout lamp, Shoot ec press ire 1 do this. 

STATUS PANEL 

Underneath the 007 logo a systems panel is displayed which 
‘changes with each tage. This gives AllimeterRadarAmmunition 
‘ound, countdown timer, oxygen level, ake-ff speed and miles 
to border in sequence 

‘The bottom window displays the scorelives panel 


‘Control Bond by Joystick or Keyboard 
Keys: 


Q=Movesforward Moves eft 
‘A—Moves backwards Moves right 
SPACE ~ Fire H-Hold?Pause 
Shift X— Ext 


‘Atari STAmiga ~ Reset machine and insert game disk 

PC- Boot system disk. At prompt insert game disk and type BOND 

Spectrum +3 - Disk: Pace disk in drive and use "Loader" option 
from start up menu, 

‘Commodore 64128 - Disk: Type LOAD"** 8,1 

Amstrad ~ Disk: Insert disk, type RUN "DISC and press ENTER, 


LICENCE TO KILL 


MAKING THE LICENCE TO KILL GAME 


The brilliant MI6-HQ.com website carried out an interview with the two developers of the game on 12th 
December 2011. | have copied that interview in its entirety, but | urge you to go to their website as it really 


one of the best resources for James Bond fans such as us. 


Two months before the film opened, the computer game adaptation of "Licence To Kill" hit store shelves in 
April 1989 for IBM PC, Amiga 500/600, Commodore C64/128, Spectrum 48K, Amstrad CPC, Atari 8-bit and 
Atari ST. In terms of platform support, it still remains one of the widest released 007 titles ever. 


Chris West - Programmer 


Can you give the readers a bit of insight as to how License to Kill was created? 
"Licence to Kill" was developed by a company called Quixel. The development team consisted of Tony (my 


twin brother and the graphics artist), myself and two chaps from Domark. It was a six-month project from 
start to finish and great fun all the way. We had early scripts to work from and slides of some of the scenes 
they had shot up to then. At the time we started work, they had only filmed the opening sequence, hence 
most of the game is based around that part. We got invited to Pinewood a couple of times to watch early 
versions of the film and met Mr. Broccoli there. The game took virtually 10 hours a day every day for the six 
months to do with four coders each — one for each platform and Tony doing all the graphics. A little-known 
fact is that the Amstrad and Spectrum versions were actually written by Raph Cecco. We even managed to 
get License to kill done ahead of schedule. 


What happened to the unreleased NES version of Licence to Kill? 
There was a NES version being written by Simon Nicol who created Mega Apocalypse on the Commodore 64. 


Among others, | remember going down to see him in Brighton after we had finished all the other versions of 
"Licence to Kill" with all the graphics and stuff. He had most of the game done; he was just missing the last 
level at that time. | believe it was finished but Domark didn’t think it was worth releasing because it was 
finished quite a time after the release of the film and in those days you had to pay a lot of money up front 
before Nintendo would make the cartridges. So Domark abandoned it. 


Are you still in the video games industry? 
We’re still coding away, been doing this for about 20 years now for various companies — Domark, DI, Virgin, 


Ubisoft and Empire. 


How creative did one have to be to design the levels for "Licence to Kill"? 

It was a challenge when we only had the script to work with, but once we saw some slides, we pretty much 
knew what we wanted to do, the last level was done in a day if | remember rightly. After we saw the film, we 
felt we needed to add the tankers in. 


When the game came out, what did the general public think of it? 
It got average reviews. It was said to be the best Bond game to date so that was good. It got between 60% 
and 85% in most magazines — wasn’t stunning but wasn’t rubbish either. 
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James Bond is out on his own 
and out for revenge 
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One In Every Port... 
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The Amiga and Atari ST versions are pretty much identical, with 
only the music sounding richer and playing slightly quicker on the 
Amiga version. The 16-bit ports are the best way to enjoy these 
games today, with lovely, detailed graphics and effects. It all makes 
it feel like a full-blown arcade at times. If only the difficulty 
wasn’t set so stupidly high. (Thank fudge for trainers and cheats). 


The Spectrum version is the best 8-bit version of the game, with 
detailed graphics, smooth game play and great title music on 
the 128K version. Like the other versions, it’s a pity the game is so 
darn hard. Going back to the game for the podcast and book, | 
couldn’t get off level one, although as a kid | did get to level 3 with 
the swimming somehow? (It’s called getting old - Ed). 


The game plays well, but looks so blocky and ugly, the brown on 
brown on the graphics often makes it difficult to 
spot some of the enemies until it’s too late. 


Dear oh dear, what a missed opportunity. The game in the static 
screenshots look not too bad, but seeing how slow and jerky 
everything is in the game, makes this one port to definitely 
avoid. 


Smaller playing area and jerkier sprite movements, make this 
game inferior to the Spectrum game. But considering the 
hardware limitations, this isn’t too bad a version considering. 


This is another solid port to try, it looks fantastic and the slower 
pace and more forgiving game-mechanics makes it easier to play. 
The only downside is the terrible PC music and sounds, which 
comes across more a drunken fly singing a sea shanty as opposed 
to the Bond music. 


This is another solid port to try, It looks fantastic and the slower 
pace and more forgiving game-mechanics makes it easier to play. 
The only down side is the terrible PC music and sounds, which 
comes across more a drunken fly singing a sea shanty as opposed 
to the Bond music. 


LICENCE TO KILL 


WOT THEY SAID... 


Crash - Issue 69 - Sept 1989 


Domark @ £9.99/£14.99 


tage his is rather topical, drugs baron Sanchez ki 
seeing as | only Bond's mate Felix on his 


that Talisa Soto (drooocol!) is follows is predictable 

in it. Oh no, we don't fancy enough: two fast and furious 

her at all! hours of Bond gunning for 
The plot is simple (that's Sanchez. 

not new for a Bond film!): evil As usual with film tie-ins, a 

46 @ CRASH SEPTEMBER 
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PC m SPECTRUM my AMSTRAD CPC 
Licence to Kill 


Amiga 84%, Atari ST 84%, C64 
TGMO21 


COMPUTER LEISURE ENTERTAINMEge 


Exclusive preview of 
ACTIVISION’S game from 
the new blockbusting 
movie! 
and introducing 
America 


Previews Including 
Super Wonderboy, t 
Licence To Kill, 
Dynamite Dux, 
Dragon Spirit, 

Xenophobe 


. , 
r 


Domark/£9.99 cass/£14.99 disk 
Marcus The name's Berkman, 
Dr Berkman. Enormous 
Weapon and licence to review 
Hey, did you know that this film 
0 be called Licence 
to be changed to its 
use not enough Americans 
ed’ means? 
HAHAHAHAHA. I's true. 
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OCEAN'S COMING MEGA-HITS 


vow ll 


Zzap! 64 - Issue 53 - Sept 1989 


1962 Danjag, SA and Uneted Artists Company © 1989 Danyjag, S.A. and United Artists Company 


Gun Logo Symbot 


~ 


007"° 


Domark, C64 £9.99 cassette, 


£14.99 disk; Amiga £19.99 


n Licence To Kill Bond is on 
the trail of Sanchez, a ruth- 
less drug dealer aiming to 
corner the world drug market. 
The game follows Bond’s hunt 
for the elusive criminal through 
six vertically scrolling sections 
in the air, on land and at sea. 
Bond starts the hunt on board 
a Coastguard helicopter — San- 
chez is the prey, racing along in 
his jeep, protected by machine 


Out of the two | 
must say | prefer 
the 64 version 
which is more chal- 
lenging and makes 
better use of the machine, the 
graphics on the Amiga game 
being effective, rather than 
dazzling. However, both ver- 
sions are certainly very playable 
with six varied levels which fol- 
low the plot of the film well. My 
only gripe is that none of the 
levels are outstanding —the app- 
eal of the game lies in the sheer 
number of levels, and once 
you've completed it you may not 
retum to the game too often, But 
having said that Licence is 
definitely the best Bond game 
yet and well worth a look. 


¥ Flying up the screen towards Sanchez’s jeep (64) 


SH} 


gun-wielaing guards which take 
pot shots at the 'copter. 

Dropped off by his chopper, 
007 then pursues Sanchez on 
foot through a boatyard but 
there’s the small matter of doz- 
ens of henchmen to take out 
first. Equipped with a Beretta 
Pistol Bond can rotate in all 
directions to aim at the enemy, 
hide behind oil drums, and col- 
lect vital extra ammunition. 

For level three the action 
moves back into the air as San- 
chez tries to escape in his prop 
plane. Bond hangs down from 
the helicopter with a rope to 
latch onto the plane’s tail and 
capture it. Sanchez is only two 
minutes away from escaping 
and weaving all over the place, 
with inertia and time against him 
Bond is really put to the test. 

Once again the slippery San- 
chez escapes, but Bond is not 


4 Shooting it out with the pistol-packing henchmen (Amiga) 


far behind as he takes to the 
water scuba diving through 
unfriendly waters filled with 
Sanchez’s hench-divers and 
dinghies. Dive to avoid bullets 
and stab the divers but don't 
forget to pick up the bags of 
cocaine fioating through the 
water. 

In the fifth section Bond 
begins to draw near Sanchez’s 
seaplane and fires arope ontoa 
pontoon. Bond is towed along 
behind the plane and must draw 
in the line to reach the plane 
whilst avoiding rocks and buoys 
in the water. 

Finally Bond manages to 
catch up with Sanchez as the 
criminal tries to cross the border 
accompanied by drug-carrying 


I'm surprised as to how Quixel has managed to cram so 
much into a one-load 64 version. The first few levels may 
seem a little dull to look at on both machines, but the 


graphic quality and sprite detail is very good indeed, 

more so on the 64. Despite a very tough second level an 
both versions, Licence has the variety and playability to keep you 
playing for some time even if the Amiga game is a little easy. The 64 
version proves a better challenge with hence better lastability, 
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tankers —this time Bond's in the 
air again but only momentarily 
as he leaps out onto a tanker, 
takes command of it and races 
after Sanchez. Bump the other 
tankers off the road and be pre- 
pared to dodge the Stinger mis- 
siles, 


amiga 


PRESENTATION 76% 
Anice plastic box but the free poster's 
titchy. The disk accessing between 
goes is annoying. 


GRAPHICS 79% 
Nicely detailed but not impressive for 
the Amiga. 

SOUND 60% 

intly flat intro tune, adequate 


effects but no in-game music 


HOOKABILITY 80% 
Arelatively easy first level draws you 
nto the game: 


LASTABILITY 73% 
Six different levels, but once com 
pleted there's little incentive to play 
again 


OVERALL 
77% 


An excellent movie souvenir and a 
good game too. 
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s to the fact that 007 is 
their trail, 
their evil 
plan 
tlerat 
roin that he encow * $ set upon by 


harpoon-weildin y scuba divers, hover 


craft and even ks! James is armed only 


with a knife, but when 
he picks up a harp: 
half of this scene into play 
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Read the book... load the game. 


PLAY THE 


ACE - Issue 24- Sept 1989 


YEARS 
AGO... 


THE cinemas are really packing ‘em in 

this Summer. Despite the sizzling 
heat a handful of blockbusters are breaking all 
records, Chief money spinner is Batman, with 
Indiana Jones and Licence to Kill bringing up 
the second and third places. Will the computer 
game line-up (all three games have been 
licensed) be any different? 

Bond has the advantage of being first out 
of the trap — it's a multi level arcade adventure 
that follows closely the plot of the film. You are 
007, pitting your skills against the evil drug 
smuggler — Sanchez. 

Six arcade style events make up a race to 
catch Sanchez. They all centre on the ridicu- 
lously over-the-top acts of bravery of the sort 
we have come to expect from our gentleman 
adventurer. And all performed with a stiff upper 
lip and the kind of upper-crust style and poise 
that a certain bearded, whip carrying Yank can 
only dream about. 

Unfortunately the opening screen is the 
worst of the six, offering nothing more than a 
simple dash through Sanchez’'s factories shoat- 
ing up his gun emplacements as you pursue 
him in your chopper, Pretty soon Sanchez hops 
out of his jeep and makes a dash for it on foot. 

This brings you to level two where, thank- 
fully, things get a lot more difficult. Armed with 
a Beretta pistol (only 15 shots per magazine) 
you leg it after Sanchez — shooting it out with 
his henchmen amongst the oil barrels and 
crates. Using the gun is not easy - a targeting 
sight appears slightly in front of the gun and 
can be swung through 360 degrees with the 
joystick. You have to line this up with the target 


54 Advanced Computer Entertainment 


LICENCE 
TO KILL 


DOMARK send in Agent 007. 


before taking fire and 
as an additional haz- 
ard the barrels are 
liable to explode if 
they absorb too 
much lead — constant 
dodging is essential. 

Just when you 
think you've got him, 
Sanchez hops aboard 
a light aircraft and 
heads for the sea. At 
this point you dash 
for your chopper and 
take off in pursuit in 
what is visually the 
most impressive of 
the levels. The aim is 
to position the chop. 
per over Sanchez’ tail 
and hook up his air- 
plane. He will parachute out at this point and 
007 follows - plunging sea-wards with his 
Union Jack parachute easing his fall. 

The sea scenes are amusing — but not par- 
ticularly challenging. When Bond hits the water 
he finds himself in the midst of a ‘drop’. White 
packages of cocaine bob up and down on the 
water as Sanchez’ riflecarrying goons skim up 
and down screen in high speed rubber 
dinghies. He also dispatches divers to stop 
Bond giving pursuit. Your aim is to hook up with 
the flying boat that is rewing its engines ready 
to escape with the drug baron. If you make the 
hook you must then try to hang on and ski 
behind Sanchez till he reaches the mainland. 
This takes a bit of doing, dodging the rocks 
and avoiding the catamarans with yet more of 
the drug dealers taking pot shots at you. 

The final showdown takes place on the 
highway. You drop from the chopper into a 
drug-carrying juggernaut and drive like a mad 
man pushing the other drug transporters off 
the road and bumping the jeeps. Sanchez’ own 
jeep is armed with a powerful missile launcher 


ATARIST — £19,99dk OUT NOW 
AMIGA £19.99dk OUT NOW 


SPEC 128 £9.99¢s »£14.99dk IMMINENT 
AMSTRAD £9.99cs » £14.99dk IMMINENT 


ai z re 
CG4/1 2! 9 .90¢s 99dk OUT NOW 


oo46609g 
Konus 
/ 0001576 
Chase Sanchez in your chopper, lassoo his airplane, and drag 
him off into the sea. Well - this is a Bond game. Notice the 
divers in the water. They are waiting for you. 


IMMINENT 


that can destroy your truck with just a few 
direct hits. if you can succeed in bumping 
Sanchez then you have won the game. 

Licence To Kill offers six fairly amusing 
arcade challenges. Two of them are disappoint: 
ingly easy (levels 1 and 6) and the others pre- 
sent a mixed bag that that would rarely present 
a serious challenge to a skilled player. Despite 
a high standard for graphics and sound, those 
who are not committed Bond fans should play 


before they pay. 
Eugene Lacey 


ST VERSION 
More or less identical to the Amiga version 
Smooth links beween the six levels give this 
arcade adventure great continuity. The whole 
thing hangs together well, For the first time Bond 
is treated well on the small screen 


GRAPHICS 7 
AUDIO Ss 


ACE RATING 711 


1Q FACTOR 6 
FUN FACTOR 7 


C64 VERSION 
Sound and graphics are come close to the Amiga 
version - which says a lot about this conversion to 
the smalie Commodore.Be prepared for a more 
‘tedious multi-load though on both tape and cassette. 


GRAPHICS 7 
AUDIO 7 


ACE RATING 730 


'Q FACTOR 6 
FUN FACTOR 7 


PC VERSION 
Ucence To Kill is just the sort of game the PC is 
Starved of - honest to goodness arcade fun. EGA 
and CGA versions are offered - and pretty good 
they look too. 


GRAPHICS 8 
AUDIO 6 


ACE RATING 730 


tQ FACTOR 6 
FUN FACTOR 7 


Scone 
oo14sesa 
n aes Bonus 
“HEHE is | oo047¢0 
Chasing the drug baron down the high- 
way in a juggernaut. Force him off the 
road to a fiery grave. 


PREDICTED INTEREST CURVE 


Fun while it lasts you've cracked jt 
you won't bothe E back 
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ames Bond turns 
plain Jane in 
007’s eighteenth 
cinematic ex- 


Kill, Gone are the days of the 
Sun-loving agent, three-nippled 
foes and global villainy; in Timothy 
Dalton's Bond we have a Mail on 
Sunday Rambo who battles South 
American drugs barons and a 
bog-standard plot alike. 


ploit, Licence to 


The film, however, does num- 
ber among the series’ most spec- 
tacular stunts and it's from these 
that the software licence takes its 
cue, by linking together six action 
highlights into scrolly arcade 
sequences. And considering that 
they only had its storyboard to 
work from, programmers, Quixel, 
and artist, Tony West, have man- 
aged to come up with a game that 
looks remarkably faithful to the 


movie. 

Felix Leiter, James Bond's 
wrinkly chum, has had a leg bitten 
off by sharks, and his beautiful 
American bride has been shot 
dead on their honeymoon. Under- 
standably, this sends our James a 
little bit doolally and he sets off on 
a mission to wipe out the man 
responsible: Sanchez, a villain 
who aims to corner the Pacific's 
drug trade. 


Scene one has you swooping 
low in a helicopter in pursuit of 
Sanchez's Jeep. Avoid trees, 
buildings, machine gun emplace- 
ments and remark how similar in 
idea this is to the speedboat 
chase in Domark's last Bondsoft, 
Live and Let Die. It's really quite 
pretty but uninspiring stuff. 

Things start to get a lot tougher 
and more interesting next, as 
Bond gets involved in a shoot-out 
with Sanchez’s henchmen. It 
takes skill to seek cover while 
aligning the sights of your gun. But 
fail to do this and you'll come out 
with Beretta a-blazing and your 
bullets missing their mark. You're 
in a pretty tight spot here, and this 
is the one section of the game 
where play comes alive and 
strategy and brainpower’s called 
for. 

The following sequence is 
equally as tough, though not 
nearly as interesting, as you dang- 
le from a rope and try to “hook” a 
getaway plane. This isn't as easy 
as it might at first appear. Next off 
it's a dip into the briney as 007 
swims underwater to intercept a 
drugs haul and knife a few frog- 
men. Harpoon a seaplane’s pon- 
toons and its up for a spot of 
barefoot skiing. This last touch is 
nice but has been lifted from the 
film, Domark, in fact, seem to 
have fought shy of adding their 
Own creative input. Witness the 
Fly low to fly fast. 


LICENCE TO KILL 


— - — — 
final sequence, where you pilot a look at, it has a high energy 
plane over a convoy of Bond-style soundtrack inters- 
trucks. The skills required are persed by acres of noisy playing 
‘identical to those for the previous time with machine gun fire. Lk 
aerial stunts, Licence fo Kill is a cence to Kills worth it if you want 
tough game but it does lack varie- an average game and you lke the. 
ty. film; otherwise I'd say that this is 
Which brings me to the final pretty standard fare. No Oscars 
point. Licence to Killis OK, but it's for this licence, I'm afraid. 
‘a game that rests on the laurels of 
its big name attraction. Pretty to Stove James 


You have to “hook” Sanchez's plane before it reaches Cuba. 
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DOMARK £19.99 Joystick or Keyboard 


T he world’s. most famous 
secret agent, James Bond, is 
once moré appearing on 2 Comput 
er screen near you. Licence to Kill, 
the game, is based on the film star 
ring. Newcomer Timothy Dalton and 
faithtully follows the movie's plot. it 


ae cet, 


@ Sanchez makes a break for it in 
his jeep. Smart shooting can slow 
him up, but the final confrontation 
is going to wait for later on... 


puts you in Jimmy's shoes as he 
sets out on a personal vendetta 
against arch drug-smwuggler and 
drowner of kittens; Sanchez. Uip! 
The game has six \ distinct 
parts, involving ail manneérof vio- 
lence and mayhem, and arranged 
into three main sections. The:first 
part requires you to pilot a\ heli 


copter along 3 vertically-scroliing 
roadway,tryng to”blast Sanchez 
who's making.an eScape in his jeep 
But naturally he’s firing back, so 
you must gain and lose height to 
avoid not only his shots, but aiso 
other shots emanating from the 
occasional ground installation 

At the end of the stage Bond 
must jump from ts chopper and 
fight Sanchez’s henchmen on foot 
Blashng. away on the run won't help 
much m this part, Because you 
can't aim effectively. on the move 
instead, a firing sight appears when 
you hold-dowsn, the fire button and 
by moving left. or. night you can 
adjust the aim. Then when you start 
moving and press fire, the gun fires 
i the direction you last aimed 

At the top of this vertically 
scrolling piece Felix is waiting. in 
the helicopter, and to compiete the 
first section Bond must jump in 
and spin offin_pursuitof Sanchez 
who ts making”a dash for Cuba. 
Bond lowers himself on a-rope 
from the ‘copter to attach a tow 
rope to the tail of the arch4iend’s 
plane: tricky, tncky. 

The second main section of the 
game sees Bond underwater for 


j 


the first part armed only with a 
knife, dodging boats that fire at him 
and contending with divers, Manage 
to survive until the plane arrives and 
it's time for a spot of barefoot 
watersknng as he harpoons the sea 
plane's pontoons and attempts to 
haul himself aboard to take control, 


all the time avoiding highspeed | 


Catamarans that have been ~~ 

with stfictorders foster 
Suenos Straight into the 

eee al section of the game, 


@ Make sure your aim is true first, because attempting to | 
fire on the run will only fill your own vest full of hotes... 


where Sanchez is trying to make a 
run for it with the drugs {a dash 
with the stash?) hidden inside petrol 
tankers, after you thoughtlessly 
destroyed his. drug factory. Destroy 
ali the tankers successfully and 
you're left with Sanchez (who is 
armed with Stinger misses for pro 
Beeron) in ine last truck. And 
you go, and why not indeed? 

Licence to Kill has been nicely 
done, and that in a sense is what it’s 
there for. Some secbons are very 
playable, but though it's fun for a 
while, it is not likely to keep you 
playing for months. Still, it does 
follow the plot of the film accurately 
and it's certainly tough and addictive | 
enough to grab your attention for a 
good while. @ Andy Smith 


GRAPHICS 
SOUND 


INTELLECT 


ADDICTION 7 


OVERALL 71% 
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Gameplay (COTTE 


Overall — 19% 


quietly through one speaker while 
playing the game, so there's no 
escaping it. 

Tho graphics in the first stage are 


The truth is that even to an inor- 
dinately skilled gameplayer such as 
myself, Navy Moves is completely 
impossible. And because you go 
back to the start every time you die, it 
remains completely impossible. 

The later stages, as far as I'm con- 
cerned - and probably you too - just 
do not exist, What a waste of time, 
money, talent, effort, packaging, treos 
{for the documentation) and plenty of 
other things which, off hand, don’t 
spring to mind. 

Stewart C, Russell 


oddly enough, increase the power 
and death-dealing efficiency of your 


weapons. If you go on a mercy mis: 
sion to an infested moon, you can 
pick up small orbs enabling you to 
run the gauntlet of the spaceways 


between planets. They also give you 
extra firepower, lending the game a 
sort of R-Type look 

Gameplay is strong and fierce 
vutofire is definitely recommended 


MREVIEWS@ 


LICENCE: EO 


T seems only logical that the long- 

est running series of films should 
create the longest running series of 
spin-off games. But whereas the films 
have generally deteriorated since 
Connery left - never mind Moore — it 
is interesting to note that the games 
have been getting better. 

LTK boots up with a slightly 
impure rendering of the familiar 


| Phobia is structured to have a large 


| strategy element to it. You can choose 
your own route through the solar 


the evil armies of Phobos approa- 
ching from the other direction 
seeking to cut off your route. 

One of the stranger options is the 
hi-res mode. Yes, it does turn the 
interlace mode on giving extra high 


definition graphics, but it also cuts | 


the play area to a minute fraction of 
the screen so you can't see what is 
going on 

The only possible criticism of the 
game is that it is terribly difficult. For 
experts like myself there is a “silly 
mode” which makes it even more 
impossible. 


Overall, a game thal strikes a rare 
balance between playability and | 


| impossibility, providing entertain- 
ment which gives it a long lifespan 
| Real value for money 
! Green 


system, thus avoiding any planet you | 
feel too loathsome, but watch out for | 


Can you make the trip? 


Bond theme and a terrible digitised 
picture of Timothy Dalton, Terrible 
because it is quite lifolike. 

Bond begins in a helicopter with 
Felix, the CIA agent, chasing the 
notorious drug baron Sanchez who is 
aboard a jeep. The object is to strafe 
the jeep and kill Sanchez. Fair 
enough. Things to watch out for are 
the occasional gun emplacement 
taking a shot at you, and telegraph 
wires. 

If he survives to the end, James 
must jump out of the helicopter and 
pursue Sanchez on foot through a 
camp of enemy gunmen, This is 
easily the best part. It bears a 
resemblance to games like 
Commando, but is much more realis- 
tic - armed with a 15 shot per maga- 
zine Beretta, accuracy and Qeetness 
of foot become more important than 
gung-ho doggedness. 

Pressing the Fire button activates 
an aiming reticle and releasing it fires 
the shot. So Bond can fire in a differ- 


-ent direction to that in which he is 


travelling. This can be a little difficult 
at times and unless you are good you 
will be full of holes before you have 
the bad guy in your sights. 

Bond makes his way back to the 
chopper and Sanchez’s light 
aircraft. Here he must dangle out of a 
helicopter and attach a tow- rope to 
the plane before patriotically par- 
achuting into the water below. 

Now armed only with a knife, it's 
not enough just to stand and stare, He 
must dodge enemy patrols and board 
a seaplane by harpooning its floats. 
Simply climbing on board is not the 
Bond way. 

The final stage involves jumping 


i % 


on to the roof of a 16 wheeler and 
wreaking havoc on the highway in an 
attempt to catch Sanchez’s elusive 
missile-firing jeep. I'm convinced it’s 
a major contribution to road safety. 

Graphics throughout are pleasing, 
especially the animated end sequen- 
cos to each stage which give you the 
feel that you are playing a complete 
game’ rather then just several little 
ones tagged together, like the earlier 
efforts in the series. 

The sound effects are minimal so 
turn the volume down and jack up 
Gladys Knight on your turntable. 

It is easy to say that with Domark's 
monopoly on the Bond series, it 
doesn't so much have a licence to kill 
but a licence to make a killing, 

To be fair, Domark now seems to 
be relying not so much on hype but 
more on decent coding to sell its 
wares. Gameplay has improved to 
the point where the nostalgic among 
you may mentally intone “I think he 
got the point” in a fake Scottish 
accent as a baddie gets harpooned. 

A definite improvement on earlier 
tragedies. 

Green 


Licence to Kill 
£19.99 
Domark 
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Overall — 59% 


Value 
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CONTENTS 
| UCMT GUN 
2 POSTASUPPLY 


) COMPUTER INSTRUCTION 
MANUAL 
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ZX SPECTRUM #2 : JAMES BOND ACTION PACK 


The pack came with a game tape, a Q 
introduction audio tape for each part of the 
game to play, and a letter and passport. 


Along with your Spectrum +2, it also came 
with the Spectrum light gun, called the 
Magnum Light Phaser. 


In 1990 before the Christmas holidays, Amstrad who now 
owned Sinclair, did a new game bundle themed around James 
Bond. Called the ZX Spectrum +2: James Bond Action Pack. 


Heavily advertised on TV and magazines, there was a lot of 
excitement towards the pack. | remember seeing this pack in 
the window of Dixons and wanting it, even though | already 
owned a Spectrum +2 already. But it just looked so damn 
cool, and | loved James Bond. 


Of course, to release a Spectrum +2 in late 1990 (so 1991 
really) was crazy, especially at its rather hefty £159.99 price 
point. Madness when you consider that the SEGA Mega 
Drive had released in September 1990 at the comparable 
£189.99. 
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You Tuber: Nostalgia Nerd, 

does a great video covering. 

the pack, and it’s the surrounding 
screen shots are from that video. 

| have linked his You Tube video 

here and | urge you to give it a watch. 
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pigeon shooting, and 
out a SPECTRE helicopter. 


The James Bond Action Pack had three James Bond games 
unique to the pack, and all to make use of the included 
light gun. It was a cool collection as well, sort after by 
James Bond collectors. Alongside the Spectrum +2 
computer and light gun. You got a dossier with James 
Bond’s passport and a letter from Miss Moneypenny. You 
also got on side B of tape 2 an audio tape. This was an 
introduction to each of the games, by Desmond Llewellyn, 
reprising his role of Q to introduce you to each section of 
the game. 


The tape is done really well, with great audio production 
and unique dialogue performed by Desmond Llewellyn, 
even if Q on the tape says Brockerly and not Bromerly like 
in the game. 


Still it’s a fantastic set of extras , that really sets the theme 
of the pack and | really wish more console tie-ins would 
give this level of thought and care to the additional 
“feelies” of the pack to set you in the mood. 


ZX SPECTRUM #2: 


JAMES BOND ACTION PACK 


Q’s Armoury, a target range, but 
with worse target accuracy for 
some reason. Bizarre as both games 

were made by the same developer 


and of course using the same light gun. 


score 10 


Paint Gun 


Score 6708 
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Mission Zero, is just The Living Daylights 
game with light gun controls slapped on 
as well. Still, it does make it a bit easier 
than the original with the gun. 


The first game included in the pack is “Bromley’s Estate” and has 
James Bond doing undercover work at the place, whilst clay 
pigeon shooting. This has different levels, each with waves of a 
clay pigeons to shoot down against various background scenes. 
Finally, a SPECTRE helicopter turns up and much be destroyed 
with ten shots to complete the game. The title is OK for what it 
is, but the targeting is unforgiving, and the light gun is quite 
limited in its accuracy. This makes it quite frustrating to play. 
It’s ashame as the game had real potential. | was hoping it would 
be Spectrum's answer to Duck Hunt, sadly however its one you 
probably won’t be returning to. 


The second game in the collection is the weakest of the bunch. 
Called “Q’s Armoury” it is just a basic shooting range, with only 
three levels and not much variety. Bizarrely the accuracy seems 
a lot worse than “Bromley’s Estate” when | tried for this book. 
Particularly weird as both titles were made by the same 
developers, and they look to be using the same method of 
measuring the targeting. 


The final game is “Mission Zero”. This is just the game 

“Living Daylights” with light gun targeting slapped on top of it. In 
fact outside of the different name on the physical tape, in game 
it just says “The Living Daylights”. It does make the game a bit 
more fun at times, but the Fairground and Train levels are a lot 
tougher with the limited accuracy of the light gun. 


Overall, given other titles available on the Spectrum at this time, 
these games are a bit of embarrassing inclusion, that fails to 
show the Spectrum computer (already at the end of its life) in the 
best possible light. Still for James Bond fans, the pack is a must 
have inclusion to own. 
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1990 | DOMARK After “Licence to Kill” had been released, Domark 
was in the unenviable position of holding the 
James Bond licence, with no sign of a new James 
Bond movie in sight. So instead Domark decided 
to look backwards and choose to cover an older 
but well-loved Bond film, starring Roger Moore. 


JAMES BOND 073 
"rows BASE 


The result was one of Domark’s best James Bond 
fe | games they released. But it’s a frustrating one, as 
He’s Bond =p tL ~ ) weird design choices such as having to pick up Q 
Hes Back” ¥ ay § tokens to progress, means you must often slow 


He’s'007  & \ down to a crawl. All this stops this being the Spy 
: \ Hunter beater it really should have been. 
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The game has great ST but bizarre insistence on 
picking up Q tokens, turns what could have been an 
exciting Spy Hunter beater, becomes a drive with 

granny simulator. Such a shame as this could have 
been really good. tamiga version) 
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The speed boat level is a 

bit more fun, with nice & 
ramps to jump over. Cheap fs 
dead ends force unnecessary Be 
replays, to learn the level. a 


[Amiga version] 
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(wrong film - Ed) The equipment screen to 
kit out your car is really COOL. amiga version] 


The underwater car section is by far the coolest 
part and looks gorgeous on the 16-Bits. tamigaverson 


SCORE AMMOr_ LIVES — 


It is so frustrating as well, because on the Amiga 
version, it’s a really solid game engine, with it being a 
lot of fun, when you speed through the tracks. | am 
not sure what this says about me, but the most 
satisfying part of this level, is “accidentally” running 
over pedestrians in the middle of the road. (And this 
is why people, | should never be given a Licence to Kill 
designation.). 


The next section on the speedboat also is a bit more 
fun, with you able to jump over pier walkways and 
shoot other boats. Some annoying dead ends forcing 
multiple play through can frustrate here. But it’s the 
third section where you are in the underwater version 
of the car that’s the best bit. This is a fun but rock 
hard shooter, but looks gorgeous, making you wish 
they just concentrated more on this and make a 
vertical shooter. 


From this section on-wards are 16-Bit only 
sections of the game. Here you must use the 
mouse to shoot the enemies in this single screen 
shooting section in the style of Operation Wolf. 


[Amiga version] 


The end of level boss in the underwater car section 
of the game. | really wish there were more of these 
levels to enjoy. [Amiga version] 


Next, we have a Mastermind like section, to 
guess the correct entry code, before the Subs 
nuclear missiles are launched. tamiga version 


After the underwater section, it’s another vertical shooting 
Level this time on a jet Ski. tamigaversion! 
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From this point our 8-Bit crowd goes home for a nice 
vodka martini, but our 16-bit brethren have a few 
more levels to go. First, we find ourselves in the 
underground base, with a nuclear submarine and 
Operation Wolf style mini game. Here you much shoot 
all the henchmen on the single screen. Survive that 
and you find yourself in the corridor with lots more 
henchman to blast at. Then Jaws himself turns up and 
must be shot in the head ten times before he gets to 
the middle of the screen and kills you. 


Survive all that, and then you get to see the big boss 
man himself, no not the WWF wrestler of the 80’s 
(aww that’s a shame - Ed) but Karl Stromberg the big 
villain of a film. He comes out holding a big busty page 


SCORIs 


three girl, replete with bouncy wobbles (I think you [fs a 


mean the Russian agent Anya Amasova -Ed), who you 
must rescue. And that is it, you have completed “A Spy 
Who Loves Me”. 


'M KEEPING THE. BRITISH END UP. 
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One In Every Port... 
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By far the best port of the game. Not only do you have fab intro 
music by Matt Furniss and art of Tony West (he also did the 
Licence to Kill game as well), but it runs and plays the smoothest 
of all the ports. 


Much weaker sound and noticeable slow down, make this an 
inferior port to the Amiga. 
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The Spectrum is a really solid port. Its slower naturally and less 
happening on screen, but despite all that, it’s still rock hard 
to play, and having to reload from scratch to replay from the first 
level is really annoying. | should note like all the 8-Bits it only 
Includes the first three sections of the game. 


Dear oh dear, Domark really struggled with C64 didn’t they. 
This is a slow, juddering mess, with blocky ugly sprites. Best 
to stick with the C64 big brother on the Amiga version then. 


Now this is more like it. Still slow like the Spectrum version, but 
looks pretty gorgeous compared to the other 8-Bit versions. Of 
course it can’t hold a candle to the 16-Bits, but it’s definitely 
top tier of the 8-Bit offerings. 


C64 graphics, but marginally quicker. But bad PC sound as always, 


so best to stick with the Amiga version then. 
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This is what happens when you ask an intern to draw a cool James Bond 
loading screen, but then find out last minute the kid can only draw 
Dick Emery meets Russ Abbott. (ccaversion) 


Thankfully the Amiga intro had the awesome music rendition 
of the James Bond theme by the ever talented Matt Furniss. tanisverson 
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BY DOMARK 


vil genius, Karl Strom- 

berg, has stolen two sub- 
marines containing nuclear 
missiles and is willing to use 
them, unless the govern- 
ments of the world submit to 
his demands. James Bond is 
called in, with his usual as- 
sortment of guns, gadgets 
and corny wit to deal with the 
situation. 

Starting off in Sardinia, 
Bond has to race his Lotus 
Esprit (lots of them about, 
this issue...) back to his hotel 
to meet Stromberg, trading 
his car in for a speedboat 
along the way. Getting there 
is no easy task, as hazards 
such as oil slicks, enemy ve- 
hicles and civilians litter the 
road, and must be either 
avoided or blown out of the 
way. 

If James drives over 
enough “Q" tokens along the 
way, he can trade them in for 
additional weapons by driving 
into the Q-Truck which ap- 
pears occasionally. 

At the end of the level, 
Bond is forced to drive off a 
jetty, and turn his car into a 
submarine! Even then, he's 
not safe, as Stromberg's 
undersea forces are every- 
where, trying to eliminate the 
plucky spy. The car isn't par- 
ticularly well-armed at the 
start of the level, but add-on 
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‘enemy troops poppi 
front of Bond's gunsight fet, 


right and centre. But Stom- 


UPDATE 


Bond should be blazing 
his way onto an ST, C64, 
Spectrum and Amstrad 
real soon. The 8 bit ver- 
\sions are lacking the 
“Ride The Camera” and 
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@ Domark, Amiga £24.99 


et exercising those 

eyebrows! Roger 

Moore is back as 
James Bond in the 1977 movie. 
Once again 007 — licensed to 
kill and do raunchy things with 
as many women as possible — 
has to thwart the plans of a 
megalomaniac and save the 


world. This particular villain, 
Karl Stromberg, has an aquatic 
bent. He's captured two 
submarines, and intends to use 
them to nuke Moscow and New 
York. WWIII will result, leaving 
Stromberg's undersea empire 
to rule the world. 007 has been 
called in to foil the villain, aided 


Good old Jimmy Bond, you can depend on him to save 
the day while getting the girl and keeping his cool. It’s a 
shame the same can‘t be said about myself! Weaving 

the road like a mad man, spreading cones all over 
the ., crippling unsuspecting pedestrians, trashing 
Lotuses fa right 


and centre...! My 


on water 


wasn't any better but | had a great time trying to improve 
it. Spy’s six levels are nothing original but all have at least reasonable 
rea with i pat sound as polished as 007's flashy cars. 
Standard vertical shmup, static Op Wolf and, most distinctly, the 


pee sea scene two all come together to make a busy, 
worthwhile package. Clever, Mr Bond. 


* Inside Stromberg’s base you must shoot the enemies to make sure the 
explosive at the top gets to the blast doors. 
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* Level three sees an underwater battle far more spectacular than the 
movie, with a massive submarine and end-of-level base to destroy. 


by Anya Amasova, a glamorous 
Soviet agent. They take to the 
road for the opening ‘scenes’ 
(levels) of the journey in the 
ultimate Q-mobile. 

Steering the Lotus through 
vertically scrolling roads, a 
slender map gives advance 
warning of obstacles. Traffic 
cones present no problem but 
water patches slow you down, 
oil spins the Lotus and 
knocking down pedestrians 
costs 50 points! 'Q' tiles line 
the route, collected for later 
use. The Lotus transforms into 
@ speedboat halfway through 
scene one, where jetties, 
mooring posts and aggressive 
boats have to be avoided. Back 
on dry land for the next scene: 
heavily-armed vehicles hinder 
progress but Q's van is at 
hand, lowering a ramp for you 
to board it. Weapons can be 
bought using collected ‘Q’ tiles: 
lasers, smoke screens, armour 
etc. 

The most important device is 
the submersible upgrade, 
necessary for the next scene — 
a vertical-scrolling shoot-'em- 
up. Divers and subs attack the 
converted Lotus as it 
approaches Stromberg's base. 
Once there, gameplay switches 
to a single-screen Op Wolf- 
style shoot-out. Bond slowly 
makes his way across a gantry 
to plant a bomb but 
Stromberg’s men have other 
ideas; you take control of 
Anya’s gunsight to shoot them. 

More watery vertical action, 
this time on jet skis, as Bond 
pursues the sub Stromberg and 
his henchman, Jaws, escape in. 
Once on board, you look down 
one of the sub’s corridors while 
Stromberg's men appear from 
doorways. Shoot them and 
shortly, Jaws and Stromberg 
appear, holding Anya hostage. 
Maim the bad guys and save 
the girl otherwise the world 
won't be a nice place and you 
won't have anyone to go to bed 
with tonight! 
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Spy is probably 
most accurate 
movie conversion 
et, capturing a 
oes chunk of the 
plot and — most 
importantly — the 
spirit. The Lotus scenes in 
particular boast some ver 
impressive graphics which 
superbly recreate that brilliant 
chase scene. There’s even the 
motorcycle with its missile 
sidecar, although the 
Spyhunter-style Q-van is a 
welcome Domark addition 
providing plenty of add-on 
gizmos. The underwater 
section is even better, with 
masses of divers, mini-subs 
and diving bells — plus one 
mega-hard big sub and 
Stromberg’s heavily defended 
base. The Op scenes add 
some vital variety, and overall 
this is my favourite Bond 
conversion yet. The only 
drawback is the repetition of 
playing through the earl 
scenes, but currently Doma 
well deserve their licence to kill 
and thrill, Heartily 
mended, 


VERSION UPDATE 


C64 cossette/disk versions reviewed 


next issue. A cortridge version is 
plonned 
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Amiga Format 
- Issue 17 - Nov 1990 


Coming up behind the Q@-mobile. You've got to line up for those ramps very 


carefully indeed if you want to make it to the arming-up screen... 


DOMARK £24.99 B@ Joystick and Keyboard 


ond is back, Again. This, the 

fifth licence from Domark, 
follows the now standard format of 
game levels made out of various 
scenes fram the film. 

In Level One you drive the 
Lotus Esprit Bondmobile along a 
twisting course collecting things 
called Q-tokens -— you'll 
them later - avoiding pedestrians, 
oll patches and the roadside 
scenery. Not too taxing if you 
take it slowly and keep an eye on 
your car's armour level. 

Halfway through the level you 
teach a jetty where your Lotus is 
magically transformed into a 


drive up a set of ramps onto a 
moving Q-truck. This is where 
those Qtokens come in handy. 
With them you can fix up your 
battered car as well as buy 


missiles, lasers, smoke canisters 
and all sorts of Bonddike goodies. 


need jam 


Somewhat of a puzzler is Level 
Four. Not too much at stake, 
though — only the total annihilation 
of the entire civilized wortd if you 
go wrong. You must reprogram 
Stromberg's missile targeting 
computer by matching the code 
symbols with those you find 
from tapping away on a keypad. 

The to Level Five: and by 
this time the action is hotting 
up. Bond leaps on to Q's 
specially-modified Wet Bike and 
takes off across the waves in an 
attempt to burst through the 
defences of the island Atlantis, 
Stromberg’s HQ, before the 


motorboat, You spend the rest of Arming up In Q's lorry. You can collect whole place goes up. Pick up 


the level slicing through the water, 
mangling careless swimmers and 
holding off marauding enemy 
boats. There are yet more of 
those Q-tokens to collect. 

in Level Two you're back on 
the road again. Straight away, life 
is tougher as there are lots more 
enemies. In the midst of all. this 
mayhem you have to attempt to 


Quick - collect that Q-token (oh, 
and don't crash). 


anything from torpedoes to smoke. 


Level Three takes place in the 
giant cargo vessel Stromberg has 
used to capture the two missing 
subs. Bond slides precariously 
along the ceiling while baddies 
pop up out of the water and the 
scenery taking pot-shots at him. 
Bond's task is to top them in an 
Operation Wolfstyle blast. 


Careful with that boat - hit the 
woodwork and you've blown it. 


the packages Q has dropped 
along your route and you'll be able 
to mash all comers. 

Level Six (phew) and you're 
not far off now. Its another Op 
Wolf-style shootemup section, 
this time with enemies leaping out 
of doorways at you. At last you 
come facetoface with that man 
with dentistry problems — Jaws... 


Ahem. Even James Bond can 
have his off-days. 


GRAPHICS AND SOUND 
The graphics are bright and 
clear with no real cause for 
complaint - except that your 
sprite doesn't turn all that con- 
vincingly. The animation on the 
driving and sailing levels, 
however, won't exactly set the 
world alight. The sound is good, 
consisting of a decent Bond-style 
soundtrack and some excellent 
effects - especially the 
‘thumping’ sound of traffic cones 
being sent flying and the 
agonised shrieks of pedestrians 
flying over your bonnet. 


Level One and you're just about 
to transform into a boat. 


LASTING INTEREST 
The variety of levels gives 
The Spy Who Loved Me the edge 
over typical shoot-em-ups and 
the escalating difficulty as you 
advance through the levels is 
pitched Just right. You'd have to 
be a very handy joystick waggler 
indeed to beat It, but a complete 
novice not to be able to knock 
off the first level on your second 
or third attempt. All in all, there 
Is enough difficulty and variety 
keep you going for quite a time. 
Don't expect anything new, just 
good, solid fun. 


if in doubt, kill! Aiming's tricky 
with your gun off-centre. 


JUDGEMENT 
None of the Bond licences have 
been the sort of stuff to set the 
gaming world alight, but they are 
growing steadily more proficient 
and playable. As ever, the levels 
are only thinly related to the plot 
- change a few sprites and back- 
grounds and it could be any 
other action film — but the game 
works well for its own sake, 
never mind as a faithful rendition 
of the film, Not a gaming great, 
but not bad elther! Rod Lawton 
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Find yourself shaken 
AND stirred as you go 
undercover with 
DOMARK'S’ latest licence 


S et over six scenes inspired by game gen- 
res ranging from Spyhunter to the more 
recent Xenon 2 and Op Wolf, the latest Bond tie- 
in from Domark brings one of the secret agent's 
most famous escapades to the small screen in 
pixel perfect form 

Following the original plot, Bond and Soviet 
agent Anya Amasova must confront nuclear sub 
kidnapper Karl Stromberg in his underwater 
fortress Atlantis. Each scene is introduced by a 
seriously funky rendition of the Bond theme and 
@ briefing. For starters, you control the famous 
white Lotus Esprit; up against the clock, your 
objective is to reach the boat that is to take you 
to meet Stromberg. 
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Under fire and heading for the cover of the Q-Truck.... 


Q's revolutionary car may carry up to three 
offensive and three defensive weapons, ranging 
from a basic machine gun, to ground/air missiles 
as well as smoke and paint guns for evasive pur- 
poses. Decked out with a full complement of 
hardware, the car is able to unleash some 
impressive firepower. 

Armaments do not come free and, once pur- 
chased, diminish with use, but the road ahead is 
littered with bonuses that may be used to replen- 
ish or buy extras. Having reached the waiting 
boat, play transfers to the water in a similar fash- 
ion. Throughout this phase, other vehicles 
(pedestrians, armoured cars, bikes and the like) 
hinder your progress on land. On water, you 
must avoid swimmers, piers and more of 
Stromberg’s agents, 

The first part of Scene Two involves more of 
the same. After getting essential extra hardware 
that must include underwater capability, you pro- 


ceed to the second half of the scene — the under- 


water section, reminiscent of the recent Xenon 2 
and equally as difficult! Enemies come in the 
form of mines, scuba divers and sub-aqua vehi- 
cles, the latter of which are particularly lethal. 
Scene 3 pits you directly against 
Stromberg’s agents in the first of two Op Wolf 
style sections as, having infiltrated Atlantis, both 
Anya and Bond are captured. 007 escapes and, 
having released the crews from the captured 


Protect Bond - Op Wolf style - from marauding enemy agents 


subs, mounts a moving security camera in an 
endeavour to biow a hole in the control room 
wall, Using a crosshair, you must protect Bond 
with diminishing ammo (and morale) from attack 
by dozens of agents. 


CODED INTERLUDE 

Next there's a code cracking section, where you 
must decipher a series of shapes in a limited 
time, allowing Bond to redirect the nuclear mis- 
siles towards the sites from which they are to be 
launched — fail, and the nukes take out Moscow 
and New York, 

The penultimate scene has James setting 
off to save Anya aboard his Qmodified wet 
bike. Penetrating the defences, Bond reach- 
es the final section and the second of the Op 
Wolf scenarios. Initially up against more of 
Stromberg's forces, including the formidable 
Jaws, Bond must then successfully disable 
Stromberg whilst carefully avoiding shooting 
Anya. Succeed here and taste sweet victory! 

Graphic detail and good choice of colour 
make the game a joy to look at and the 
underwater section is, aesthetically, particu- 
larly pleasing. The shooting scenes are well 
implemented, though the sounds are fairly 
standard — engines and guns abound. | did, how 
ever, particularly like the agonised scream of the 
pedestrians as you ‘accidentally’ run them down 
in the driving sequences. 

There are however, two questionable 
aspects, The code-breaking appears to be some- 
thing of a filler to break up surrounding scenes 
and the initial difficulty level is quite high. If you're 
not a strong player, you might yearn for an eas+ 
er introduction. 

This is, however, Domark’s best Bond game 
to date. It may seem blatantly plagiaristic, but 
the sources all work very well together. Each 
section has been introduced at a particular point 
during the overall structure, giving the player as 
much variety as possible whilst never becoming 
disjointed. 

@ Alex Ruranski 


Take to your wet-bike in a bid to rescue rampant-Red Anya 
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ROBO FUTURES 


WORK, WAR 
AND BEDROOM! 
Pus 
ROBOCOP 2 
EXCLUSIVE 


ATTACHED? 


—S 
~. 


CU Amiga 
- Sept 1990 


Inside the supercarrier there's stolen atomic subs. The gantry is in 
front of Karl Strombergs' HQ, so pick off the villains that guard it. 


LOVED ME 


he Spy Who Loved Me 
Tex: you in the rather 
comfortable old English 
shoes of Roger Moore, as he 


returns once more to save the | 


world, this time from the insane 
clutches of Karl Stromberg. 
Kaz, as he's known to his 
friends, has stolen two 
submarines, one Russian and 
one British, and intends to use 
them to take set the cold war 
superpowers at each others’ 
throats and so take over the 
planet. James Bond is back in 
action. 

Set over six levels, The Spy 
Who Loved Me is not so much 
a consistent game, but more a 
compilation of classic game 
styles including Spy Hunter, 
Mastermind, Operation Wolf 
and Xenon 2. You begin the 
game in Bond's infamous 
submarine car - an adapted 
Lotus - and from here you have 
to race along, avoiding or 
destroying enemy cars and 
collecting bonus points by 
driving aboard the weapons 
trucks that sporadically appear, 
The controls of the car are 
responsive, but you have to 
travel quite slowly to get a fair 
chance of avoiding oncoming 
obstacles. Halfway through 
level one, you drive off a jetty, 
get into a speedboat and race 
through a maze of docks, 
boardwalks and swimmers. 
Unfortunately, it's far too easy 
to take a wrong turning and 
find yourself in a dead end. 
You can't reverse, so the only 


™ BA 


thing to do is lose a life. There 
is an on screen map, but as it's 
less than a centimetre wide 
strip on the left-hand side of 
the screen, it's far too small to 
be practically useful, 

Provided you have bought 
submarine capability from the 
weapons truck, at the end of 
level two you transform the car 
into an underwater attack 
vehicle and play a rather limp 
version of Xenon 2. The 
enemies range from enemy 
divers that only swim and fire 
forward to large bubble-like 
machines that follow set 
patterns around the screen 


7 “Xe atsety 
om iS ty 
ee leit 


Do pay attention 007. Your 
customised Lotus has forward 
firing missiles and rear 
smokescreen and if you take it 
underwater and lay a mine or two 
if the fancy takes you. . .. 


while firing a stream of bullets 
at high velocity. Avoiding the 
bullets is nigh on impossible 
due to the sluggish response 
and movement of your car. 
Because of the large amount of 
enemy shrapnel flying around , 
you find yourself dying a fair 
bit. 

Levels three and six are 
straight Operation Wolf shoot 
outs. Both follow the same 
lines - the enemy appear in 
half a dozen preset locations 
and you have to take them out 
before they shoot you. 
Ammunition is limited, but 
more can be collected by 


E final level of 


shooting magazines left by 
dead bad guys, and thankfully 
your crosshair can be 
controlled by the mouse as 
well as the joystick. 

Level four is the 
Mastermind section, You have 
to input numbers in an attempt 
to match symbols randomly 


3 selected by the computer . 


Level five takes you back to 
Spy Hunter and level six is the 
Operation 
Thunderbolt, only the pilot and 
terrorist have been replaced by 
Anya, the beautiful Russian 
agent and Stromberg himself. 
The Spy Who Loved Me is 
far from original. However, it 
gets brownie points for sheer 
variety and, with the exception 
of the Xenon 2 section, a high 
level of playability and 
addictiveness. However, it is a 
very short-lived product, and | 
can't see It being played over 
and over again. It's fun while it 
lasts, though. 
Tony Dillon 


DOMARK £24.95 


4 “Compilation” cocktail — 
shaken but not stirred y 


GRAPHICS 80% 
SOUND 72% 
LASTABILITY 73% 


PLAYABILITY 79% 
OVERALL 76% 
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OMARK £19.95 


THE SPY WHO LOVED ME 


Qu 


Amiga Action - Issue 15) 
- Dec 1990 


in some places youl! have no choice but to use the a 
p Sess that are provided. But when. this happens nate 


a EN 


@ Driving through a small shed, you make a 

quick swap and appear in your tasty speed 
boat. The controls are the same, but you ve got 
a few more enemies to contend with now. 


| EF (Left & below) Racing along the road you manage to rendezvous 


with Q's lorry. If you've collected enough tokens you will be able 
to equip your car with some wicked weapons. But make sure you 
don't waste your tokens, because you're going to need a special sub- 
conversion. 


Unfortunately, Qa 

doesn t hang around 
Under water. So his 
Weapons are out. But if 
you have bought the right 
stuff from his lorry, you 
can fill them up with the 
aid of some very helpful 
capsules. 
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Good graphics that are| |The instruments that are| | The sheer number of sub-games in Domark’s latest Bond 
much better than those in in the music are| | licence makes it but the main 
the previous Bond games.| | pretty good, but it didn't| | advantage is that each stage looks good and plays wel 
Well drawn, and very| | sound quite like the Bond| | The Kremlin have obviusly lavished a lot of care and 
pleasing to the eye. theme; more the opening| | attention on each particular stage, and they tie in with 
track to sit-com on BBC1. |_| the film well and - more importantly stand up to rigorous 
playing - well worth a look, as offers superb variety. 


OVERALL [ences 

RATING Yeniole you wil 
of a thin map an the : tre 

screen. Thin way you 


Thank God. At last after 


come up with a decent! 
Bond game. The graphics 
[ (Below) As James makes his way | and sound are very good, 


Scross the top of the screen you inlike the previou: 
must use the sight to protect him in Secianlie: thelprevions 


true Operation Wolf style. But take 
te those bullets, 
because you only have a small 


enjoy every minute of it. 
‘The only gripe | could find 
was that the game w. 
quite easy, and the only. 
challenging parts (and 
there aren't many) are so 
‘unreal. But on| 
je the game is 
(Beiow) a's are very Important, and the more you get the ‘quite good, and certainly. 
wa eestor wil be for you later oh Depending se how many better than before. 


Q's you have, you can obtain loads of extra weapons to use 
against Stromburg's men. 


‘on, with lashings of 
shoot'em-up action, a 


dollop of addictivity to 
add the final icing on an 
already impressive cake. 


The small touches, such 

as the blood squirting 

from the heads of people 

you run over, and the 

[Ml (Above) You'N have to watch | intelligence of the enemy 
‘out for the innocent civilian |» raises the 

who seems to have a habit of | any other 007 release and 
inding in the middle of the road, | is well worth a buy. 


Amiga Action it 
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indy £2.50 


ec ‘i 


GRAPHICS 81% 
SOUND 79% 
PLAYABILITY 75% 
VALUE 70% 


OVERALL 


716% 


1BM PC AND 
COMPATIBLES 
PRICE £24.99 
OUT Now 


BOND 
BLOCKBUSTERS 
JAMES Bond has 
appeared in five 
guises in 18 films 
in the last 28 
years. lan 
Fleming's books, 
short stories and 
scraps of ideas 
he wrote on 
shopping lists 
have now been 
just about 
exhausted, and 
new non-Fleming 
material is what 
makes up 
Timothy Dalton’s 
scripts. 

Sean Connery 

Dr No (1962) 

From Russia With 
Love (1963) 
Goldfinger (1964) 
Thunderball (1965) 
You Only Live Twice 
(1967) 

Diamonds Are 
Forever (1971) 
Never Say Never 
Again (1983) 
David Niven 
Casino Royale 
(1967) 

George Lazenby 
On Her Majesty's 
Secret Service 
(1969) 

Moore 

Live And Let Die 
(1973) 

The Man With The 
Golden Gun (1974) 
The Spy Who Loved 
Me (1977) 
Moonraker (1979) 
For Your Eyes Only 
(1981) 

Octopussy (1983) 
A View to a Kill 
(1985) 


Timothy Dalton 
The Living Daylights 
(1987) 

Licence To Kill 
(1989) 


I32 


SCENE ONE: Bond and Anya put pedal to 
metal: using their specially adapted car's 
smart handling, they hurtle along twisting 
roadways heading for a jetty to pick up a 
boat. Collecting Q-Tokens is useful for 
buying weapons later on, but mowing 
down pedestrians and swimmers isn't a 
good idea. Landscape collisions reduce 
your armour, and Stromberg’ 


ever, are in hot pursuit. The strip on the 
left is a very handy mini-map. 


SCENE TWO: Q is a pretty decent sort of 
fellow, and arranges for a mobile truck to 
pick you up part way through Scene Two 
in classic Spy Hunter style. Inside the 
truck there's a host of goodies and 
weapons, ranging from Missile Launchers 
and Smoke Guns to replenished armour 
and a subaquatic car converter kit — 
essential if you are to complete this 
level's underwater stage. 


's minions, as 


NOVEMBER 1990 


adventure. Gordon Houghton stirred 
relations by a good 10 years, the film 

Ss James Bond and Soviet agent Anya Amasova. They havea 
Microfilm evidence hints that Karl Stromberg, your 
despatched to Sardinia to infiltrate Stromberg’s under- 

six separate sub-games. Help is at hand in the form of 


Bond is back in his fifth Domark 
and got shaken. 
F ANTICIPATING the thaw in East-West 
’ 4 (oa : 
version of The Spy Who Loved Me 
~ se concerns an unlikely alliance between ; 
joint mission to investigate the recent disappearance of a 
couple of submarines — one Russian and one British. 
average power-crazed corporate megalomaniac, has been 
quietly removing them from the sea. You (as 007) are 
water fortress, Atlantis, and to find out why. 
The computer version converts these plot elements into 
Q-weapons, a Q-sub and other Q-droppings. But Karl's 
kerrazy crew of trained assassins are also outto nobble you. 


- BAD, SHOW_J 


SCENE THREE: Bond, having boarded an 
American nuclear submarine, suddenly 
finds himself trapped inside Stromberg's 
huge, hollow supertanker. He escapes 
and releases the crews from the British, 
American and Russian submarines. 
However, in order to get to Stromberg 
himself, James climbs onto a security 
camera loaded up with explosives. It's 
your job to protect him from the enemy 
guards and divers, Operation Wolt-style: 
mouse control is recommended. 


SCENE FOUR: Inside the control room, 
Bond discovers that Karl has taken Anya 
as hostage and programmed the British 
and Russian subs to fire nuclear missiles 
on New York and Moscow. Entering his 
own number sequence, Bond hopes to 
match the master sequence and thus 
prevent disaster. 


THE SPY WHO LOVED ME 


NOVEMBER 1980, 


Loved Me 


‘SCENE FIVE: The US Commander has given Bond one hour to 
rescue Anya trom Atlantis before he blows it out of the water. 
Using one of G's handy Wet Bikes and collecting packages on 
the way, James attempts to penetrate the fortress. 


* an 
‘SCENE SIX: Another Operation Wolt-style section, as Bond 
races down the corridors of Allantis searching for Anya. I's 0 
‘simple case of popping off the guards as they appear and 
siving Jaws a siug or two In the teeth. 


The first thing that strikes you about this 
latest of the Domark Bond series is how 
much it owes to other genres, All of the 
sub-games are derivative in some way: the 

action is basically a combination of Spy Hunter, a 

vertically scrolling shoot ‘em up and Operation Wolf, 

‘with a neat puzzle game thrown in, Even so, when all of 

the sub-gameshave been implemented as smoothly as 

that’sno bad thing. There are well-drawn miniature 
graphics, smocth scrolling, decent sound effects, and 

‘great handlingin the vehicle sections, The presentation, 

100, is much beterthan for previ 

plenty of cute touches: video. 

‘credits, and the division of the game into cut-scenes. in 

fact, there's nothing that you could seriously criticise, 

except that it's all been seen before. 


Essentially the same as the Amiga, with 
comparably smooth scrolling. The only 
noticeable difference is the sound, which 
can get monotonous. 


Bond is shaken, not stirred, on 5.25 and 3.5 
disks. Again, thegamestructureis the same. 
Avalable now, it supports CGA, EGA and 
VGA (in EGA mode), but will only run 
standard IGM sound effects. 


The Most AUTHENTIC MULTIMANAGER Football Game Has Finally 
Arrived. After 2 Years Research & Development The Ultimate Game Is 
Ready And Waiting To Test Your Skils. FEATURES INCLUDE: 

Multi Manager Game for {to 4 Players. 


Full UK and European Cupitinary including FA, League, Zenith Data, Leyland Dat, 
European, Cup Winners ard UEFA Cups. All Cup matches are playedio the precise 
rules. e9.2 Leg Ties, Extra Time, Away Goal Rule, Seeded Draws, Penaltes, etc 


Complete league line up with 20 1st dvision teams and 24 in the 2nd, 3rd and 4th, 
End of season Play-offs wih expulsions, 


‘All'eam sumames are the real ones for al 92 clubs (CURRENT 8990 SEASON). 


Historic Records are maintained for 6 seasons with the ability to callup all previous 
results against your next opponent. 


‘Lively Transfer Market tc Buy and Sell Players with an end of season deadline. 
Player Loans, Free Transfers with Approach & Offers on players or trainees, 


Managers can be sacked or offered jobs af batter teams. 


‘Alscreens are displayed ina pleasant formal, whichis easy o use and comfortable 
to 1ead, PRINTER facitios aso exist, 


Complete Instructions, for he beginner, are provided in a 16 page booklet 


and would you believe it doesn't stop there! We have included many other fine 
details which are just impossible to list inthis space. They include all he regular 
features you would expect ikeloading & saving yourgame, player inuriesplus much, 
much more, The most genuine implementation of a Football Managers hectic 
season awaits you for only £19 95. 


Take Your Team To The Top And 
Win The Double. 


Or Are You Good Enough To Win The 
Quadruple Crown. Never Yet Achieved 


Send £19.95, Guaranteed Cheque / Postal Order / Credit Card Details to: 
- 
= F 32 Southchurch Road, [AVAILABLE 
Southend-on-sea, FOR IMMEDIATE | 
roar Essex SS1 2ND. OSPATCH 
Orders cui the UK please add £1.00 ena, 


sie (0702) 600557 ofa axe Pare 
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RATING 
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MORE GAMES THAN ANY OTHER SPECCY MAG! 
+ ry + 
le 


THE SPY WHO LOVED ME 


Domark/£9.99 cass 
£14.99 disk 
Matt As dedicated Spec- 
chums should know by now, 
Domark hold the licence to the 
entire run of James Bond films, and seem 
set to release a new one every year. This 
time round there’s no new film, so it’s raid- 


+ + 


the-back-catalogue time again, and what 
have they come up with but The Spy Who 
Loved Me (possibly Roger Moore’s best 


Your Sinclair - Issue 59 
- Nov 1990 


outing as 007). Good film, but will it 
translate into a stonker of a game? “Yes,” 
say Domark confidently. “It’s destined to be 
the best yet.” Let’s see, shall we? 

Okay, so first off, how does it all work? Well, it's 
pretty much an updated Spy Hunter really, or at 
least half of it is. There are seven levels of 
overhead-viewed action, some of them very much 
racing games with you zooming your Lotus Esprit 
around roads, over bridges and so on (and 
shooting or dodging other cars while you're at it) 
while the others (the water-based ones, where 
there are no roads or obstacles as such) play 


The underwater Lotus — wibbly car, weedy 
divers, lots of colour and a power-up icon, (It’s 


just a pity it all moves so slow.) 


Well, yes, it is, in a funny sort of a way. The 
actual driving bits on the roads are excellent - 
though only monochrome, there’s a rather pretty 
background to them, they scroll quite fast and 
smoothly, and the difficulty build-up is quite well 
handled, There are lots of collectable items that 
add speed and weaponry to your car, a shop 
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much more like your standard vertically-scrolling 
shoot-'em-up. Your task (as secret agent James 
Bond 007, of course) is to prevent arch-villain 
Stromberg’s mad plan to provoke nuclear war and 
rule the resulting mess from his undersea base 
Atlantis. In levels very (very) loosely based on 
scenes from the film (for instance, the famous bit 
where Bond drives his car off the end of a pier and 
it turns into a submarine, as opposed to the wet 
bike shoot-'em-up and speedboat chase which 


One of the early driving bits, and really 
the high-point of the game. Oi! Get over 
to your side of the road, you scamp! 


have nothing whatever to do with the film) Bond 
must defeat Stromberg by, erm, simply driving 
along and shooting things (it would appear). 

In this way, Spy isn't really a film conversion at 
all in the way that, say, Ocean do them - there's no 
real attempt to tell the plot of the film or explain 
how the levels connect. Instead this is more of a 
scrolling shoot-'em-up ‘inspired’ by the movie. 

All very well, you might be saying, but is it actually 
any good? 


Eek! Looks like I’m about to have to doa 
Live And Let Die-type boat jump here! (1 
don’t remember this bit from the film.) 


sequence set in Q's truck and so on - you 
can see how they've gone for an arcade 
game feel with all this stuff. They’re also 
the bits that are most reminiscent of the 
film. 

Less successful are most of the aquatic 
bits. The speedboat chase (Level Two) is 
okay, but spoilt by the fact that it's got 

_ absolutely nothing to do with the movie, 
while the underwater Esprit bit, perhaps in 
a misguided attempt to reproduce the 
feeling of being in the deep, blue briney, is 
just too slow. There are some nice visual 
effects (the bubbles, how your car goes all 
wavey as if being viewed through water) 
but how on earth are you meant to dodge 
enemy subs or (badly-drawn) divers when 
your car’s plodding along at such a snail’s 
pace? 

The final jet-ski fight is a 
disappointment too - a vertically-scrolling shoot- 
"em-up has to be something special to earn much 
of a vote these days, and this just isn’t it. No 
background to speak of and some rather weedy 
little sprites shifting aimlessly round the screen - it 
could be set in space for all the difference it would 
make to the game (in fact, some stray person 


wandering into the office actually thought it was!) 

So, not a bad Spy Hunter update overall, and 
certainly an improvement on recent(ish) attempts 
like Action Fighter, not to mention the vast bulk of 
past James Bond games. | enjoyed it - particularly 
the road-based sequences - but it’s not a knock-out 
by any means 


UFE EXPECTANCY GRAPHICS ADDICTIVENESS 


DIAGNOSIS isl 


Half good/half bad Bond 
game. There's quite a lot 
here though, so it’s not 
bad value. 


THE SPY WHO LOVED ME 


Zzap! 64 - Issue 69 
- Jan 1991 


@ Domark, C64 £9.99 cassette, 


£14.99 disk 


PRESENTATION 42% 
1M 


GRAPHICS 63% 


SOUND 39% 
ted FX 1 an optional, but poor 
07 theme : id 


HOOKABILITY 45% 


t 
stter halt re ome paintully 
LASTABILITY 36% 


OVERALL 
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kay TL oclmit th When | ava 

but 4 men seven yoars of age, 

My smkcte anc aunt caged 
Tee down lo a dodgy cinoma in 
Hacknoy be aoe this movie. Jost as | 
was getting int % the projector 
broke down and we wero af ajected 
from the promises with our refundad 
money Clibched im Gur grubby eetts. 
Ht were? for york and yorica tut | 
got te ape the wholo fim, and it's a 
bit of a stanker too; 

It's a ahame that the game bn't 
quite as good, This is probably dun 
fo the tact that eve've seen i, nloyecd 
Ih dona It all Gefors, and about sie 
YRS O90 aad, You soo, Soyhuntar 
was 2 roally coring gare im it's day, 
Ane if it ware tobe upfatedd Ht wrcuibd 
neod 2 Far mown of work fo make 
18 good os the current batch of 
irtade games that are Neoding the 
Chrisey market. The Spy Who Loved 
Me has more in commen with 
Spyhumter than the word ‘Spy’, amd 
urdoriunabety itis mot oven as 
flaynite as ihe ancient clansic bat 
alone being & vastty botter version 

Bul you may not howe 
encoumenad Spyhantor in the past 
so |" give you an koe of what the 
gamepaay is iba. You ane a car jar a 
boat, or a jot aki) and you progress 
UP 0 vertically acrmiing screen whist 
irying bo keen te the reac, or 
evoloing the water hatarcs. You 
mt ao oofect icons on the way 
(Ol booms 2s it goes) and avoid the 
haahy eneny Cars wher ane byte to 
lop you. 

you cofect enough icons, you 
can rod into the “OF” truck, the 
OD RRTE On BoTGN avery fo Ofte, 
and you can buy ext munchy 
things for your car, If you cotert 


Svoniby Tha of ihe ittiy buggers yau 
oan Guy Submarine capability far 
your car, which allows you to Acces: 
thea 
shic- 


OMLp PAR of Che game (the anily 
Varatiorn in the gameplay), You mace t 
eventually ed this, anc tf you hava't ' 


VHE SPY WHO LOVED ME 


1990 | INTERPLAY / DELPHINE 


N x | In Europe we knew the game as “Operation 
Stealth”. A fun spy, point and click adventure 
game by Delphine Software. By the same guys 
who brought us the games “Cruise For A Corpse”, 
“Future Wars” and “Flash Back”. In that version 
you played John Glames, a US spy operative who 
bore a surprising similarity to our ever tuxedo 
wearing, vodka martini swilling spy. It was a big 
success, but a few months later for the American 
market release, publisher Interplay managed to 
get the James Bond licence, and so a few text 
changes later John Glames became the real deal 
with him being James Bond. Sure, Delphine 
needed to explain away, why James Bond was 
suddenly working for the CIA and not MI6 
(although they called it mistakenly MI5 in the 
game). But still finally we were able now to play 
a point and click James Bond game finally. 


“Helle, Mm, Bond” 


: 


The game explains why Bond is working for the 
Americans, apparently you are on loan. If | were Bond 
| would be suspicious of all this, not only did the CIA 
director say MI-5 and not MII6, but the CIA 
Headquarters you are meeting is in Washington and 
not Langley. (You should go out more - Ed). tamiga version) 


ee ~~ oe 
DANN iv ) \ mw Urry : ani 
CINEMATIOU! | iF 3 <3 — = a 
: “= | In Europe it was published 4 Finsllu! A coin! When” Gou 
P 6 pick Up the coin, you get 


1 — you've done this sore 
James Bond license. Here eke pepoce 
it was called 


Operation Stealth. 
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The CIA seem to be so tight, that poor old James Bond 
must go scrambling in coin slots to buy a newspaper! 
I guess the CIA HQ in Washington has no expenses 
budget? [Amiga version] 


007- JAMES BOND - THE STEALTH AFFAIR 


"WATCH OOOOOUT!",, 
a: “ey 


75 ee 


Bond’s mission isn’t off to a good start, it 
looks like his contact has already been 
marked. [Amiga version] 


The games action verbs are handily shown as a 
drop down list. tamniss version 


——EEEE 
UP! ONE MOVE AND 


Bond is having his usual affect on the ladies | see. 


[Amiga version] 


OPERATE Girl 


Another daring escape for our Bond. 


[Amiga version] 


The plot has a top-secret plane called stealth, which 
has been stolen by the nefarious Dr. Y and his minions. 


As to the game, well it’s no LucasArts adventure, so 
expect to do lots of saving to avoid insta-death 
frustrations. Also, the action sections later in the 
game don’t really work and annoy rather than enjoy. 


| think though the biggest issue with the game is the 
weird and often mundane puzzles. James Bond 
should be using his gadgets and his smarts, to get out 
of death-defying situations, not rummaging coin slots 
for a coin, going to the toilet to make a passport, or 
buying a red carnation flower. It also doesn’t know 
whether it’s being a parody of James Bond or a 
serious adventure, with the writing all over the place 
in that regard. 


YES, ‘THIS™ TS 

INVENTION! - Simple, 

discreet.. It inflates 
Ssutomatically when you press the 


button, best used before you go 
SiimmingesPonm ‘it. Miss, this, special «desl 
Here, “You sre senite guy. For you Twill § 
Sacrifice this bracelet for 19 little 
cruseros! 


Hello, the name’s Bond, and | am part of the stereotype agency. 
You are under arrest! janig version 


dese rm 
Fully desc!" 


The game has great artwork and music throughout. Sure the 
puzzles are no LucasArts adventure, but still quite fun. | would have 
loved to have seen what Rebellion (Broken Sword) team would have 


done with a James Bond adventure. (Sigh a boy can dream). 
Lfamiga version} 


< The action parts of the games, don’t really work and are the 
weakest part of the game. tamiga version 
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007: JAMES BOND : THE STEALTH AFFAIR 


——] Having said that, the game does have its charms. From 
Bonds swaggering walk to great graphics and | find it 
/ surprising that James Bond has never seen another 
point and click adventure, as | think it lends 

itself so well to the genre. Being able to depict exotic 
locales, and a story thriller of mystery or intrigue, work 
so well it the genre. But what we have here is a deeply 
flawed but fun solid entry, and worth your time. 


The versions between the versions are pretty identical 
on Amiga, Atari ST and PC DOS. So play whatever is 
your preferred poison. 


Oe ex 


_ 


You tell yourself, 
somethings..." 


In the control room of Dr Y’s evil lair. jariga version 


pool to reach the other side. | am not too sure, why 
Bond, couldn’t just walk around the pool? tanigeversion 


The soldier 
ta 


igsrette 


OPERA Red carnation 
SFE Ease 


With the HQ 

Island destroyed, 
It’s up to you Don’t worry anymore Julia, everything is OK. 
and the Bond | 


their daring 
ESCAPE. [amiga version] 
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007- JAMES BOND - THE STEALTH AFFAIR 


WOT THEY SAID... 


our name is Bond. James Bond. If 

you've ever seen a Bond movie 

(or even heard about one) you 

know what that means! Suspense, 
action, espionage, international intrigue, exotic 
locations, and lots of girls. Your mission is to 
recover a super-secret Stealth Bomber aircraft 
stolen either by the Russian KGB, a Latin 
American dictator, or maybe organized crime. 
Using your nifty secret agent equipment to sift 
through puzzling clues to track down who took 
it (while dodging nasty assassins) is part of the 
fun. Nobody said the secret agent business was 
going to be easy. 

James Bond: The Stealth Affair uses Inter- 
play’s unique ‘Cinematique’ game system 
first introduced in Future Wars. The system 
features a minimalist, totally mouse con- 
trolled user interface. Pop-up windows dis- 
play commands, text, and graphics. The inno- 
vative interface is elegant in its simplicity and 


JAMES BOND: KKK K+ very easy to use. The stunning graphics are 


THE STEALTH AFFAIR sharp, detailed, and Sabreemr ong: by first- 


i ; : ; ; rate sound and animation. Bond fan 
Interplay Productions, 3710 S. Susan, Suite 10 should miss this one. 


Santa Ana, CA 92704, 714-545-9001 - Judith Kilbury-Cobb 


OPERATION STEALTH 


Delphine has followed the success of Future DELPHINE hunts for a 
Wars, with this, another Cinematique interactive “ue " 
adventure. Operation Stealth has all the addic- missing stealth fighter... 
tion of an interactive adventure, and is totally 
mouse-driven, making it instantly playable. Unlike 
the earlier Future Wars, improvements have 
been added in that any objects you pick up and 
examine, are shown in close up, sO you can 
actually see what you're looking at. You move 
he new Stealth Fighter is the most sophis- Glames around exotic locations, pick up, exam- 
ticated aircraft in aviation history. Totally ine, and use objects and generally interact with 
invisible to Radar, able to fly low and fast, and the scenery and any characters you meet, all 
possessing state of the art weapons and avion- __ with the click of a mouse button. Glames’ pow- 


Don't just sit there, you've got a stealth fighter to find! 


ics, it’s the pride of the US Airforce. ers of deduction will be tested to the full as he 
Unfortunately for the Americans, it has been picks up the trail of the missing fighter and tails 
stolen! suspects, but he'll also need to be brave and 


The CIA is called in to hunt for the missing air- resourceful, to get himself out of dangerous situ- 
craft, and they in turn, call in their top undercov- _ ations. The graphics are well presented and the 
er agent, John Glames (a sort of American exotic scenery gives the game the feel of a 
James Bond). Using his skill, ingenuity, James Bond story. The game will undoubtedly 
and an array of gadgets, (including appeal to the sleuths amongst you, while the 
such handy travelleing aids as a arcade gamers will like the underwater sequence 

passport forging machine and a in the game. The graphics, and animation are 
pen that squirts acid) Glames mis- well designed and presented and the overall 
sion to takes him to the exotic South playability of the game makes for an engrossing 
American state of Santa Paragua, and addictive game. You'll get really involved and 
(where the the ruling Military Dictator is won't want to leave Op Stealth alone until you've 
top of the CIA's suspect list) in the search for got to the bottom of the mystery. Operation 
the stealth, but he’s got to hurry-the KGBhas — Stealth is a well designed, thought-out and put 
also heard about the disappearance, and their together game. 
agents are hot on the trail. @ Ivan Hawksley 
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country 


as 


most 


the 


totally rutt 
happen to cross swords with 
any such undesirables 
remember, you're on your own 


was said lo 


a 
disappe 


flight. Some o 


OD nave b ted 


nia Paragua, a 


t you 
ed up in a web of 


have rath 


wo 


calculator (w rthrow the 


iment. Every 


you reach the 
at Santa P. 


ething out of this 
ents and, not 
gly, you discover that 
the Russians are involved. So. 
n between battling against 
Russian spies and bog 


governm 


tuations 
fatal if handled ba: 
Glames must solve many 
as he starts to unravel 
ing into safe 
things up 


ean 


s things that must be 
der to comp 


gameplay, and it ead 
a 


ging 


aps 


actually al importan As 
\ get further, things tend to 
up a bit - situations bi i} 

r and things nerally get 
ver all round, making your 
job far from easy, But don't lose 
your cool, as a bil of logic and 
quick thinking always gets you 
back on the right track. And 
who knows, maybe you will 
eventually make sense out of it 
all, and return home a hero 


brilliant, with all the 
baddies and double- 


Kile 


measure. A brillia 
game, and Delphine’s 
best yet. 


" 
H 


t=) Once you have landed at the airport, and have figured out how 
te get past the first customs official, you must find the 
baggage sent for you. Getting this past customs isn't easy, though. 


NO) MOVEMENTS 
) GLEMES GI 


ie (Below & above) Being a secret agent isn't all glitz and 

glamour, especially when you ha so many enemies, and 
Mister Glames’ luck isn't any different. But you do get to make a 
splash with the girls, even if the surroundings aren't quite as 
expected. 


& (Right) 
Nobody is 
safe, as murder 
seems high on 
the agenda. So 
watch out, 
because you 
don't want to 
land up pushing 
up the daisies, 
like your former 
assosiate. 


my (tert) 


Well, it 
does look 
enticing, and 
it proves that 
you do get to 
cover some 
exotic 
locations, but 
it's allina 
days work, 
and after all, 
everything is 
there fora 
reason. 
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You don't actually get to 
tay in this plosh upper 
Pe | Operation Stealth’s 
Ppenvemmemerria | contro! system helps to 
peter |creatc one of the best 
adventures 1 have 
played in a long time. 
With persistance and a | Actually, playing Stealth 
Ite hard work, you can | wasn't like playing an 
succeed, aithoughy, th adventure, the easy to 
Use system and depth of | 
play m it utterly’ 
engrossing, and, as 
‘such, one of my alltime 
favourites. 


I can henestiy say thet 


(Above) Hand to hand combat doesn't happen very 
often, but it is vital that you win, Failure always 
results in death - s0 be prepared! 


Good definition means 
even the smallest of 
re easy to spol, 
which is essential in an 
adventure such as this. 
A well presented game. 


(Above & left) Such is the 

variation in the game, that not 

only do you have the difficult 
jure szenes to 


This is very well done, 
the FX sounding very 
realistic. It has digitised 
speech which is 
definitely an added 
extra. 


your air runs out and the 
Inevitable happens - drowning. 
Also, you must have your wits 
‘about you when you're trying to 
Tetreve keys and escape trom the 
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y name is Glames, John 

Glames CIA Field Operative 
extraordinaire. Let me tell you 
about my last mission: 

Operation Stealth. The stealth 
fighter is the latest radar invisible- 
war plane — the pride of the U.S. 
Airforce, at least it was until per- 
son or persons unknown thieved it 
from under their very noses. 

Of course it was a bit difficult to 
trace on account of the radar invisi- 
vility. So that was my mission ~ 
bring it back or kiss goodbye to a 
oromising career, 

Professor Carling provided me 
with lots of hi-tech toys: False 
attache case, exploding cigarettes, 
safe cracking devices — the sort of 
hings that no self-respecting secret 
agent should leave the house with- 
out. 

As usual ! didn’t have much to 
go on but on arrival at Santa 
Paragua Airport a quick trip to the 
toilet soon solved that problem. 

Did I mention the Paraguay con- 
nection? One of our agents in Santa 
‘aragua sent a telegram asking for 
velp with the Stealth affair, I sus- 
pected that General Manigua, prob- 
ably in cahoots with the commies 
as well, 

So from the airport I caught a 
axi downtown into a world of sub- 
erfuge darker than the dark side of 
he moon on a very dark night. 

Thus in Operation Stealth you 
assume the role of CIA Agent John 
Glames. This is done by means of 
Delphine Software’s widely 
acclaimed Cinematique system, 
first seen in Future Wars. 
Everything can be controlled by 
moving the mouse pointer around 
he screen and selecting actions or 
jects from pulldown menus. 

This system was criticised in 
Future Wars for being a little diffi- 
cult to use: Some vital objects were 
so small that it was a matter of 
chance whether careful sweeps of 
the screen with the pointer would 
bring them to light or not. The 
positioning and size of objectsis 
improved upon in Operation 
stealth. This doesn’t mean it's 
easythough — you still have to work 
out what to ‘do with an object 
onceyou've found it! 

The weak point of the 
Cinematique System is persuading 
Mr Glames to walk where you want 
him to, It’s easy to confuse him 
into missing a door and even after 


Glames arrives at the airport, only to be caught nicking luggage! 


quite a lot of practice a slightly 
misplaced pointer can send him 
onto another screen which means 
an irritating pause for disk consul- 
tation, 

Like all adventures Operation 
Stealth is heavily dependent on 


Ooh, double dealing. The guy shot in the park 


clearly presented text, and it 
seems that Monsieur Delphine 
Software is not entirely au fait 
with the finer points of the 
Queen’s English. Getting someone 
from this side of the Channel to 
proof read the game would surely 


makes an unwelcome return 


John makes the mistake of swimming in concrete wellies! 


have got rid of some of the more 
gross grammatical gaffs, A number 
of embarrassing unamusing mes- 
sages spoils the overall atmosphere 
of the game too. 

But these are small points. The 
graphics, although done in a comic 
strip style, are a clear and colour- 
ful representation of John Glames' 
three dimensional world, and must 
fill a large part of the three disks 
that comprise the Operation 
Stealth Package. 

The sound, although not contin- 
uous, is excellent. Footsteps step 
and doors click perfectly. Secret 
agent gadgets make authentic 
secret agent gadget noises, adding 
atmosphere to the proceedings. 

All in all Operation Stealth is a 
pretty damn good adventure game. 

The depths of depression and 
frustration when you can't solve a 
puzzle are surpassed by the rap- 
tures of joy when you finally 
untangle it, | wouldn't regret mug- 
ging my piggybank to buy the game 
and it has been interesting enough 
ta keep me awake into the early 
hours of the morning on several 
occasions. 

And you can't say fairer than 
that, 

Frankie Passed Thru Cricklewood 


Operation Stealth 


Graphics 
Gameplay 


Overall — 83% 
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EXCUUSIVE REVIEW 


UK VERSION! 


Amiga Force - Issue 7 
- July 1993 
[Budget Re-Release] 


@ (Above) Have you anything to 
declare? Passing through customs is 
tricky when your bag’s packed with 
high-tech spying equipment. 


@ Exploring is done by 


| clicking on the ground to 


move your man, and on 
objects to examine them. 


you to 
about the globe. As the adventure 
progresses you'll uncover various other bits 
and bobs of equipment to help you out of the 
increasingly sticky situations which crop up. 
You begin the mission proper in an airport 
foyer where your first task is to successfully 
make it past customs. Then it's out into the big 
wide world of international espionage. Contact 


"| friendly agents, get shot at, arrested, escape 


ina dashing and heroic manner and hopefully 
restore peace to the world by averting a major 
international incident 


Point to solutions 
rol is by the good old click-’n'-move 
d with g amining, using and 
acting w game environment — it’s 


Gripes aside, when executed properly 
these games always have a great addiction 
factor for two main reasons. Firstly you just 
have to try and get that little bit further, and 
second, the satisfaction of sussing a puzzle 
that's previously stumped you is hugely 
rewarding. 

Atmospheric graphics and logical, if 
fiendish, puzzles make Op Stealth a must for 


any but the most die-hard of Miles 


arcadesters. Big value at a 


refreshingly small price. 
= TIP TIME! It's a good idea to save 
your position regularly to avoid 
retracing steps. 


as 
games, but the film 
when you open the suitcase) 
oodles of atmos e. As witt 


@ This slick ani- 
mated adventure 
is a classic — 
that’s no secret. 
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tealth bombers, the USAF's 

infamous invisible = war 
planes, are good. So good in fact, 
that the airforce itself has lost 
track of one. Last radio contact 
with the missing bird was over the 
banana republic of San Paragua, a 
dictatorship on bad terms with 
everybody, so the CIA are sending 
one man to get their jet back, A 
man named Glames: John 
Glames. 

You are that secret agent, so 
after a hasty briefing you're flying 
down to Rio {or San Paragua, 
actually), To kick off the mission 
you're armed with a briefcase 
crammed full of espionage good- 
ies and your own native cunning. 
Ask the right questions of the right 
people, look in the right places 
and use the right gadgets and 
you'll find that flying machine. 

The adventure rolls like a 
mavie from scene to scene, 


SCREENPLAY 


employing different views as the 
game changes pace. The main 
action is seen as a 3D adventure 
where the hero is guided by 
mouse clicks, with other angles 
used for the arcade action 
sequences, as the hero swims and 
runs for his life. This is 
Cinematique, an interactive sys- 
tem designed to avoid all that 
tedious text typing found in ‘nar- 
mal’ adventures. 

Glames struts into the airport, 
unaware and unprepared for the 
events ahead. To start the (thun- 
der)ball rolling he must check for 
messages, steal a suitcase and 
get a false passport together. 
With no background info on the 
country, it pays to look every- 
where and experiment with every: 
thing that’s not nailed down — even 
things that are nailed down can 
prove useful. A forgotten coin in a 
vending machine gets you a 


paper, for example, which proves 
a source of life-saving clues. 
Standing at the airport waiting 
to be kidnapped gets you 
nowhere, so actions must start 


“speaking louder than words. 


Employing the menu functions of 
use, operate, speak, take, exam- 
ine and mventory you're free to 
move fast. Glames is an active 
agent and can do almost anything 
you want. 

There's only one correct solu- 
tion, so make sure that anything 
that can be done is done, every 
item examined, each possibility 
explored at the first opportunity. 
Even airport toilets prove invalu- 
able, providing cover and power 
for secret devices. As the time 
ticks away, Glames visits parks, 
mineshafts and even the sea bed 
~ not all through choice. Expect 
the unexpected, be prepared and 
plan ahead. 


As with all agents of the 
undercover variety, JG doesn’t 
uncover plots as much as fall 
straight into them. In no time at all 
he'll receive coded messages, be 
shot at, attemptedly drowned 
(twice!), get kidnapped and play at 
being a magician’s assistant. And 
as the story gets more outra- 
geous, so the addiction level 
starts to rise. 

Life isn't all correct decisions 
and cognitive nonsense, since 
spies live as much on their wits as 
by their IQs. Interspersed through- 
out the game are = arcade 
sequences that seek to kill you 
real quick. Escaping from one per- 
ilous situation Glames faces some 
daunting cave-diving, without the 
aid of an aqualung or safety net! 
Qnce inside the head honcho's 
mansion he has to dart through a 
maze of doors avoiding guards in 
a desperate bid to save his lady. 


fae STEALTH 


US GOLD £24.99 @ Mouse 


hotel 


best regards 
MANIGUA ERCELSIOR 


Sencr... 


tremely honoured by 


The grinning doorman welcomes you to town. After a brief natter with him it's time to stroll and grab the keys to your luxury apartment. To 
enter just click the mouse on the door and John Glames will go through them. To ask any questions simply use one of the pull down menus 
and select the speak option, then he says the right thing. Reacting correctly though is the problem! 
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SCREENPLAY 


Meanwhile back at the freedom fighter’s HO Glames makes an 


reclaim, a big enough adventure at most airport 
Important discovery le dinner jackets look silly in the junste! 


Bagsage: is, but 
there's some sup hed ‘kit that wil 


GRAPHICS 
SOUND 
INTELLECT 
ADDICTION 
OVERALL 90 
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ROBO FUTURES 
ROBOTS FoR 
WORK, Wan. 


NO DISK 
ATTACHED? 


W. French software 


house, Delphine, released 
Future Wars late last year they 
immediately established 
themselves as the most exciting 
overseas software house 
around. The game's blend of 
adventure and graphics was one 
of the smoothest yet seen and it 
merited the awards it won. 

Operation Stealth is their 
follow up, and the only surprise 
is to find it distributed by US 
Gold rather than Palace who 
discovered them. Otherwise the 
game is all that converts to the 
first one could expect — an 
excellent graphic adventure. 

The plot for Operation Stealth 
revolves loosely around the 
bomber of the same name, 
Quite how something the size of 
the Pentagon's flying wing 
disappears isn't explained 
(perhaps discovery of this flaw is 
what led to the recent decision 
to cease production on the 
plane), but it falls to a CIA agent 
to locate its whereabouts, Taking 
time off from undermining East 


Ever seen a good passport photo? 


European governments and 
propping up Colombian drug 
rings, you are that government 
agent. 

The credits unfold 
cinematically, and the scene 
fixes, as with Future Wars, on a 
large skyscraper. Inside is your 
agent, John Glames, and his 
boss. A quick flick of the mouse 
button will fill you in on your 
mission before you're 
despatched, briefcase in hand, 
to Santa Paragua. As your 
plane lands at the airport, so 
your problems begin. Attempting 
to pass through customs will 
result in a guard blocking your 
path and demanding your 
passport. Whatever you do don't 


Your average hotel foyer complete with wino, 


give him the US one you're 
carrying, he'll simply arrest you. 
It's at this early point in the 
game that you should examine 
the inventory you are carrying 
and, most importantly, the 
contents of your briefcase. Nip 
off somewhere quiet and open it 
up to reveal an invaluable set of 
secret agent's gadgets 
contained within, which includes 
a shaver containing a tape 
recorder, an acid squirting pen 
and a decoder for safes. As you 
play the game you'll learn that 
it's necessary to check out every 
possibility on each screen. Often 
the smallest objects need 
checking over to unravel some 
of the fiendish lateral thinking 


Shouldn't that be an Aston Martin? 


He's In the money. 


puzzles in the game, As with 
Future Wars every problem can 
be solved by using an object in 
some way. 
Whilst Operation Stealth 
continues the style and playing 
method developed for Future 
Wars, called Cinematique, t 


best pilots in 
‘Your mission, should you accept It...” 4 
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Delphine have refined it slightly 
In particular there is a greater 
[complexity in the structure of 
things you can do, You can now 
use an object in your inventory 
on other objects twofold. Nor 
does the protagonist have to be 
standing next to an object to 
examine it as before. These 
touches improve on the 
playability of the original, but 
there are stil odd irritations, such 


1 don’ think you'l find it a8 the confusing delays which 
there. fceur at points throughout the 
game. There are unnecessary wrong bag and you'll be arrested 
pitfalls which lead you into for thieving 
impossible to forsee problems. ‘This is not to detract trom the 
Fr example, when you examine impressive style of Delphine's 
the baggage on the conveyor second effort. is scope fs huge, 
belt at the airport the computer its execution accomplished and 
tells you everything is ‘your absorbing. The game moves 
baggage’. It isn't ~ take the through several locations from 
the airport to the town, and even 
underwater where there is a 
small arcade-like interlude. 
Graphically it looks os good as 
its predecessor, if not better. It 
ow enlarges small objects you 
need to use in comic style 
cameo frames, which look good 
and make life easier. Oporation 
Stealth is another classy 
interactive release from 
Deiphine, 
Mike Pattenden 


You take the bill out of your 
et and tho ato 
Do wou have chance 


Sporting the latest Vivienne Westwood’ 
‘swimwoar 
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OPERATION ial 
STEALTH 

Delphine And ' | 
US Gold a 
AMIGA ’ 

PRICE £24.99 

OUT Now 

GRAPHICS 82% 

SOUND 86% 

PLAYABILITY 87% 

VALUE 80% 


OVERALL 


85% 


PRICE £24.99 
OUT Now SS —_ . ae 
COMPATIBLES EE ~ 
PRICE £29,99 AT THE Washington headquarters of the CIA, your mission 
OUT Ss bi (code-name Operation Stealth) is explained. While the Russians 
eee are the prime suspect, scraps of information have pointed to a 
small war-torn South American country called Santa Paragua 
COME A one agent has already been dispatched there, and you have to 
LITTLE rendezvous with him to tind out what he knows. With nothing 
CLOSER... more than a briefcase and an air ticket, you are off in search of 
DELPHINE’S made the Stealth. 
a few minor 


enhancements to 
its Cinematique 
system since its 
debut in Future 
Wars. Perhaps the 
most notable A FILM-LIKE opening sets the 
improvement is the Scene as the credits roll. Just before the 
fact that you don't Stealth is put through its paces at its 
need to be secret Air Force base, the test pilot is 
standing on top of | ‘subdued’ and an impostor takes his 
an object to place. Before anyone realises what's 
‘operate it - your going on, the Stealth is up — and away. 
on-screen persona No-one knows where it went, and of 
now walks to the course trying to track it would be 
item in question. pointless. 
It's a shame then 
that your character 


SANTA Paragua is not a pleasant place 
it only takes a look at the airport to work 
that out. With diplomatic relations 

between Santa Paragua and the US at an 


all-time low, you may even have trouble 
getting past the armed guard with your 
‘American Passport... GETTING people to pay attention to you in 
the Bank, or getting a room at the local 
Hotel can be major problems if you don't 
cj know the score. The Bank comes in 


HAVING found some privacy in the toilets, 
a little messing around with your 
briefcase reveals a secret compartment 
and a mechanical passport falsifier. With handy for dealing with money (provided 
this electronic wonder you can produce a you can find some in the first place), and 
more suitable passport. It's worth bearing the Hotel, while at first seeming a quiet 
in mind that Santa Paragua’s relations 
with France have been pretty good of late. 


doesn't use the 

smite level of kip shad Operation Stealth’s strength is its strong 

| initiative when e3 ‘< " . It's: itructed in such a way tl 
happy to let you storyline, cons! y that 
comes towaiking Invisible. Silent. Stolen. The world’s pase. That's tha there's always something to see or do — and 
ucan mikes 88, most advanced fighter plane has hell that something is normally finding a way to get 
ucasfilm Games’ A stand between you out of a tight spot. The James Bond espionage feel is 
Paine in ee disappeared and only John Glames can and the Jet. The effectively recreated (Glames is never seen in anything but 
where indy wakes find it. With a little help from Gary ple at the ok his tuxedo), and the bad guys are very bad indeed. There's 
oun shieete LS Whitta of course. has a mysterious evena love interest! Thankfully the difficulty is well graded so 
destination, in telegram that could —_that there's nothing too off-puttingly devious awaiting in the 
Operation Stealth ee ee early stages. Once you get half-way through though, youcan 


Mr Glames has to 


be set a series of 
‘waypoints’ around 
any obstacles. 
Maybe things will 
be different with 


IT'S THE MOST expensive military aircraft 
in the world. Radar sees straight through it, 
and as far as Sonar's concerned, it doesn't 
exist. It can perform high-speed low-level 
bombing runs virtually undetected, dogfight 


expect to be tested to the limit. Visually Stealth’s a treat, and 
the music score, while not as impressive as that in Future 
Wars, heightens the atmosphere — particularly during the 
frantic arcade sections. In fact the only aspects that really let 
the side down are the Cinematique system itself (which 


the next rolease, hasn't been greatly modified since the first game and 


ruise Fi at high altitudes and outrun almost anything 

Cruise For A ONCE out of the 

Corpse... One other tei else in the air. In short, the US Air Force's airport and in therefore still isn't as ideal as its potential suggests) and the 
tweak which fabled F-19 Stealth Fighter is one serious piece of hardware. town, meeting up ‘nasty’ factor of some of the puzzles — even when you know 


(fortunately) didn't 
make it on the final And it's gone. 
Amiga version of Nobody knows exactly how or who, but the F-19's 


with your contact how to solve them you can have soma trouble telling the 
iyi Aamoreed program what you want to do. But these are only minor 


Stealth is the use disappeared from its top secret test site and the government feason no-one blemishes on what otherwise is a highly-polished and 

in-built speech to _isn’ttoo happy about losing the linchpin of the United States’ air seams keen to playable adventure. lan Fleming would love it. 
read out the words superiority. Nowit’suptothe CIA togetit back beforeit's toolate. cates that does The only major difference between this and the 
pa er fog] And so begins Operation Stealth, the second game (after may not be what Amiga version is the sound — there's slightly 
they seem. Even less of it and it's not quite so ‘solid’, But apart 


vaguely amusing Future Wars) tomake use of Delphine Software's revolutionary the other tis 
{but etemally —Cinematique adventure system. With no text-input required, all = —— difficult to find. from thatit's more or less identical, right down to 
ritating) commands are executed via the mouse and a series of When you the number of disks it occupies (three). 


Oa tary pull-down menus. As James Bond-like CIA agent John Glames, ccatett a pn Currently under development in France, IBM 
instead of Stealth _ it's your job totrack down the Stealth andensure its safe return to takes a quite Operation Stealth promises to support all major 
and oe the right hands dramatic twist... graphics cards and sound boards, September's 

Martinez. the time, and £29.99's the price. 
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STEALTH 


| FEBEREEREREEEH G3: 


he Stealth fighter is a new, ultra- 
T modern spyplane, that is so secret 

and hush-hush that even its inven- 
tor doesn't know what the hell it is. It is 
invisible to radar and has devastating 
firepower, a huge range and can even 
tell you the time in Buenos Aires, But 
this 650 billion dollar, 1400 ton, secret, 
locked-up somewhere very secret plane 
has been ‘nicked’, abducted, absconded, 
fled, gone... (We get the message. Ed.) 

Emergency stations! An APB was put 

out instantly for a man with a big (415 
foot) triangle in his trousers, but that 
only reeled in a lot of Swedish men 
called Dan from various video locations 


id re 
Here's the beach - where's the barbie? 


around the city. The problem still 
remains.,. the Stealth fighter is gone 
You play ‘John’, innocuous secret 
agent, assigned by the CIA to track down 
and retrieve the fighter, or else die horri 
bly in the process, Intelligence suggests 
that the fighter is located in Santa Para 
gua, a ‘greasy hombre’ South American 
country (the kind of place you might be 
asked the capital of on Fifteen-to-One) 
You are flown there instantaneously, 


26 ‘ZERO 


Lock children, here’s a handy lesson to be learned - even top-flight secret 7 
agents wash their hands efter using the lavatory. 


with only a suitcase and a basic know- 
ledge of the local dialect (i.e. you can 
say "The pencil of my grandmother is in 
the back garden"). 

As super secret agents go, ‘John’ is 
very average. Decked in a dinner suit to 
suggest Oxbridge descent, knowledge 
able on a range of subjects from 
elephants’ gestation periods to obscure 
Babylonian demi-gods and complete 
with thinly disguised innuendos like, 
“Can | try my new weapon on you Q?”, 
John fits the bill in every respect. 

But your plan is thwarted from the 
start. Somebody has instigated an offical 
double-secret undercover espionage 
counterspy subterfuge plan, which, as 
its name suggests, is there to confuse 
you and your search for the ‘man with 
the oversized samosa in his pocket 
Your mission is littered with double- 
agents, faked assasinations and cloak 
and-dagger midnight rendezvous. 

The game places you in the 
‘Cinematique’ environment, which leads 
you by the mouse pointer through a 
series of exotique locations airport 
terminals, flower shops, rural parks, 
hotels, caves, subterranean swimming 
pools — the usual James Bond locations 
Control is all mouse, The left mouse 
button brings down an options menu 
EXAMINE, USE, OPERATE, TAKE and 
SPEAK are your choices. Once you've 
chosen what you want to do, you must 
select what you want to do it to. This is 
done by either consulting the 
INVENTORY or scanning the screen with 
the cursor. The name of important 
objects pop up if you brush them while 


‘vacuuming’ the location. Your mouse 
operations make a sentence (e.g 
OPERATE BIG KNIFE ON HELPLESS 
ANIMAL) which John then enacts 

The mouse also directs the move 
ment of ‘John’. You click the pointer 
where you're heading and he dutifully 
heads there, cleverly cirumnavigating 
any furniture, dead bodies, sea defences 
etc in the way. Also, to ensure you're on 
the right track, there are certain ‘set 
pieces’.The computer then takes over 
your speech and movement to handle 
complicated tasks like getting into a taxi 
or being cornered by two Russian spies 

The puzzles require a soupcon of 
logical thinking. For instance, it’s not 
logical to OPERATE THE YOUNG MAN 
(you can still get arrested for ‘operating 
young men in some countries), but it is 
advisable to USE THE PASSPORT ON 
THE CUSTOMS OFFICIAL and not USE 
THE SHARP PICKAXE ON THE CUS 
TOMS OFFICIAL. Simple. Objects are 
generally linked to other objects in diffe 
rent locations. Using them correctly has 
a ‘knock-on’ effect - so solving one task 
gives you a clue to the next and so on 


WHAT’S WHAT 
BN Operation Stealth 


TITLE 
PUBLISHER 


PRICE 


FORMAT 


RELEASED 
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The last ‘Cinematique’ 
game, Future Wars, had me 
swinging from chandeliers, 

appearing in tea commercials, installing 

a series of dangling tyres from my 

bedroom roof and generally going ‘ape’ 

all over it. And the reaction for this new 

‘bijou’ from the Delphine stable was 

much the same, perhaps even ‘ape-ier’ 

The main problem with Future Wars 

{and even that was. 

slight) was that the 

objects were too 
small, You often 
had to vacuum 

every square milli- 

metre of the screen, 

trying to find the 
pixel that meant thre was a key under 
the carpet or a flus on the toilet. Now in 

Stealth only the major objects register 

and the rest just comes under ‘scenery’. 

Also, the computer has inherited the 
pessimism of its Future Wars forefather. 

The key to @ good life is experimentation 

but try and experiment too much with, 


A wait 
between 


the Stealth environment and you'll 
receive unimaginative comments like 
“That's not going to work," and “Why 
would | want to do that?” So ‘OPERATE 
TOILET PAPER ON JOHN’ is received by 
“What is the point of that?” Maybe the 
French don’t wipe their bums. 

The text is genevally intelligent and 
Useful, but there are lapses when the oh- 
so-witty programmers slip some ‘jokes’ 
in, This would be okay under normal 
circumstances, but in this case the pro: 
‘grammers are French. When it comes to 
humour, the French are as funny as the 
Germans (i.e. not very}. So the razor that 
says it will self-desiruct, then counts 
down and doesn’t explode (heh-hah) 
and the promising door that ends up 
being there because the programmer 

“thought it looked pretty” (hah-heh) are 
about a8 gripping 2s a bowel movement. 

The graphics are not as outstanding 
as Future Wars. They are very good, 
colourful and detaied, but on the whole 
are less sit-up-and-dribble than its 
predecessor. Future Wars had a problem 


OPERATION STEALTH [eae 


with everything being very small 
Stealth has solved this problem by 
making everything bigger but has ended 
up looking more like a Sierra game to 
me. But they do look great, especially 
the sandy beach side locations. The 
sound is no way near as atmospheric as, 
the Amiga’s ditties and is frankly pretty, 
annoying, but then, a swift twist of the 
‘volume contro!’ will solve that problem, 
For some reason Operation Stealth is 
incredibly addictive. 'm not sure why. It 
could be the vast freedom 
‘of movement and the fact 
you can do anything you 
want (within reason); it + 
might be the lure of more 
exotic and intriguing loca- 
tions; or the wealth of 
characters and situations ~ 
oh, the list is at least a 
page long. But for me, if | 
had to pin one down, 
the ‘knock-on’ object effect. 


being chased through South America by 85 KGB fait an hour spent brain. 
‘gents and you den't have time to talke?!? Hat bee aren ra 


storming over one clue is 
rewarded by another which leads to 
another and so on. You and everyone 
around can become completely invol- 
ved, as the ZERO office will testify. At 
‘one point we had several freelance con- 
tributors, the staff writer, the publisher, 
and an Australian man called “Barbara” 
all grouped around the monitor. 
Operation Stealth stands up as easily 
the most compulsive play since my 
‘Mum told me it wasn't exactly a 
‘sausage’ that | always found in the bath, 


Brilliant, I've found my walkman. 
Now whore’s my Banarama tape? 


COD 
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secur 
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So addictive it 
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TEN REQUIREMENTS 
FOR A GOOD SPY 
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[EXER OPERATION STEALTH 


Well beat me round the 
head with a soggy back issue of 
Trout Fishing Monthly. There | 
was thinking that adventures were 
boring graphic monstrosities with about 
as much addictiveness as a packet of 
Junior Asprin and yet the clock’s rushing 
towards midnight and I'm still in the 
office doing desperate battle with Oper: 
ation Stealth. Much more of this and I'll 


have to start 
growing a beard, 
ane Since it's so 
hatte: late I'd better 
hopping rattle off my 


write-up pretty 
damn quick. Hmm let's see. Ah yes. 
"Operation Stealth is easily as good as, 
and probably better than, Future Wars. if 
you liked that game then you'll love this 
one and, even if you didn’t, then this is 
well worth a look." There, that was easy. 
Money for old rope this reviewing lark 
(Get on with it Lakin. Ed.) 

In any half way decent adventure 
game there are a good few seemingly 
insurmountable problems which can tie 
you down for hours or days or... you get 
the idea. The measure of a good adven. 
ture game is: do you still keep badgering 
away at the problem, even when it 
means going back six screens to see if 
you made a mistake? Or do you chuck 
the whole dang caboodle in the dumper 
and reach for a good old-fashioned 
shoot ‘em up to vent your frustration 
on? With Operation Stealth you keep on 
keeping on because a combination of 
great screens and music make the game 
drip with atmosphere. Wrenching your 
self away from the game is as difficult as 
wrenching yourself away from a good 
spy film. Except this time it’s you, not 
Sean Connery, who has to make the 
smart moves. (Unfortunately it's Sean 
Connery and not you who gets to wear 
the smart suits. Check out those flares!) 


HAND 
[oe ONC 


li ata 


UPS 
Vue 


The Steaith control system is quite an 
improvement on that of Future Wars. 
Instead of the pixel precise positioning 
necessary to examine an object you 
simply click on it and your character will 
wander over for a quick shufty. 
Occasionally if the screen is very 
cluttered it can be a bit of a pain high 
lighting exactly the object you're 
interested in. (No, no, Ido not want to 
talk to the lampost!) However this is 
nothing too unbearable and a good deal 
less hassle than the time when | was 
caught... but enough of that. The only 


Six bullets in you and you worry 
shout your sense of direction? 


time that moving your, seemingly 
wooden-legged, character becomes 
seriously hasslesome is when he’s near 
doors, staircases and the like. Since the 
cursor guided movement isn’t 
completely accurate it anly takes a slight 
twitch and you find yourself back in the 
room you've just left, which can mean 
waiting for another screen to load and 
then waiting to get back to the original 
screen. This may not sound a massive 
problem but this game gets you so 


From Russia, with 
love, Mister Glames. 


‘Oh goody goody! At last @ prison that shows films to Its inmates. 
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imit it’s quite a nice try, but that disguise doesn’t fool me Viodm! 


tensed up you start getting hacked off 
with the most trivial of things. 

Once you've sorted out the difference 
between using an object and operating 
it, the rest of the control system is 
straightforward and easy to use. As with 
Future Wars speech is fairly limited — 
you can choose when you want to talk 
and who to, but not what you say. Still 
this is no great loss, as the game 
‘occasionally reminds you you should be 
concentrating on “A little less talking 
and a bit more action.” 

The action in the game ranges from 
tricky mental problems to sudden and 
violent action, This may be something of 
a shock to traditionalists. It’s one thing to 
sit down on a rock and work out how to 
‘open a secret door, quite another when 
someone guns down the man you've 
spent the last five hours trying to talk to. 

As for the difficulty level, well it’s all a 
matter af taste but | thought it was 
pretty well pitched. Real bafflers to slow 
you up just when you're gettting cocky, 
nice easy ones every now and then to 
boost flagging morale. Without giving 
anything away | would offer one word of 
warning. Some of the problems change 
each time you load the game so don't 
think “Oh | know the solution | did it 
yesterday” — you may be on a short cut 
toa very dark and rather smelly gaol 

Delphine have produced anather 
classic adventure that's going to have 
enthusiasts locked to their computers all 
through a long hot summer. I'm going to 
sit back and wait for someone to 


send in the complete solution — or 
maybe I'll just have one last go... 
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REFERENCE MANUAL 
FOR THE CINEMATIQUE SYSTEM 


We recommend that you make safety copies of your original 
disks and use these when you are playing. 

Note: Before you start playing, it is advisable to make sure 
that you have a blank formatted disk at hand so that youcan 
save games part way through. 


HOW THE GAME WORKS 
Entirely controlled with the mouse, this new generation game 
concentrates on the essentials: pleasure and adventure... 


Moving the Hero 

You can move the figure that represents you around the screen 
at will. All you have to do to make him move is to move the 
cursor and press the LEFT mouse button The hero will then 
walk towards the spot you have chosen. 

The figure will stop if an obstacle en route blocks his way. 
Choose another point that will allow him to get round the 
obstacle 


The Actions Menu 

You can carry out numerous and varied actions, by using the 
hero, even though the actions ment is very simple. 

The actions menu is displayed Lf you press the RIGHT mouse 
button. Move the menu bar until it highlights the action you 
desire and press the mouse button. 

The actions activated by the LEFT batton are as follows: 
EXAMINE: Lets you get more information about an object in 
your vicinity. When the cursor changes to a ‘+', point to the 
object you want to examine and press the LEFT mouse button. 
‘TAKE: Use this command when you want to pick up an object 
which you think may be useful. When the cursor changes toa 
‘+, point to the object you want to pick up and press the LEFT 
mouse button. 

INVENTORY: Shows you the objects you hold. Press on either 
mouse button to quit the inventory. 

USE: Lets you use an object you possess, to carry out an action 
on any object or person in the vicinity. When the cursor 
changes toa'+', choose the object in the list then click onthe 
object or person you want to use it on, 

ACT: Lets you carry out an action on any object or person. 
When the cursor changes toa ‘+', point to the object or person 
to be affected and press the LEFT mouse button. 

SPEAK: You use this to speak to the people you will meet. 
When the cursor changes toa‘+', point tothe person you wish 
to speak to and press the LEFT mouse button. 
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The actions activated by the RIGHT batton are as follows: 


EXAMINE: Lets you find out more about an object you possess. 
Move the menu bar until it highlights the chosen object then 
press the LEFT mouse button. 


USE: Lets you use one object you have, to carry out an action 
on another object you have, Move the menu bar until it 
highlights the chosen object then press the LEFT button. 


ACT: Lets you carry out an action on an object you have. Move 
the menu bar until it highlights the chosen object then press 
the LEFT button. 


The User Menu 
This menu provides additional functions. The menu is 
displayed when you press on both battens at the same time, 


PAUSE: Stops the game until you press one of the mouse 
battons, 


RESTART: Allows you to restart the game from the beginning. 


DISK DRIVE: Use this to tell the program which disk drive 
you want to use for saving games. 


LOAD A GAME: If you wish to resume a saved game, when 
the program asks you, insert the disk containing your saved 
games. The list of games saved on the disk will be displayed. 
Move the cursor to the name of the game to be loaded and 


SAVE A GAME: To save a game, when the program asks you, 
insert your saved game disk. A list of all the games already 
on the disk will be displayed. Choose an empty space and 
confirm. Type in the text box the name you wish the game to 
be saved under, and confirm. If there is no free space, either 
use a new disk or save it over an existing game. 


NOTE: As long as your herois alive, youcansave the game. 
We recommend that you use this option frequently, 

if facing a dangerous situation. In the course of certain 
animation sequences, you cannot guide your figure or save 
the game. But don't worry, nothing really dangerous can 
happen to you during these sequences, or ifit does, itis already 
too late to take any action. 

MUSIC AND SOUND: to activate or deactivate music and 
sound effects. (PC and Compatibles only.) 
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THE SPY WHO LOVED ME 
LICENCE TO KILL 
LIVE AND LET DIE 


a 
So 


west st 


In 1991 Domark decided to use their 
Licence to Print Money, by releasing a 
“James Bond Collection” compilation. 
This was a whopping £24.99 on the 
16-Bit machines and for the 8-Bit 
machines it was £12.99 on the 
Spectrum and £14.99 on the C64. 


Asking full price for three games, that 
were three years old at this point, and 
bizarrely on the 8-Bit missing out on 
the two earlier James Bond titles 
released by Domark games, being “A 
View To A Kill’ and “Living Daylights”. 
It all felt minimal effort by Domark, 
but | am sure was under many a 
Christmas Tree in 1991, under the 
licence association alone. 


p TOGETTING 
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THis TIME HE 


WANTS REVENGE ec 


* M's brefing was simple; “Find Mr Big, and don't 
come back until you de.” 

‘has given you his latest toy - the fastest and most 
dangerous speedboat ever made, 

Mey Japitallr you'll need it." 


“ “Ns? Anyressungen sind dar und deutlich: “Finde Mr 
Big un komme nicht worher zuriick.” 

“Q" hat Dir sein allerneustes Spletzeug gegeben - das 
schneliste und gefahrachste Rennboot der Welt. 
“Weel Glick 007 = Du wirst es brauchen.” 


* Lordine defl’M @ stato semplice; “Trova Mr. Big, a non! 
omare se non |'hai trovato." 


QGha dato if suo ultino “giocattolo" ~il pil veloce & 
penicoloso 
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2 d Kart Stromberg. 
“With one-on-one arcade tle shoct-outs, rratbiovel / defying 
| action and top secrat codes to crack. This is the ey Parachute stunts and water ski 
fastest paced and most exciting Bond thniler to date 
+ Ubemimm che Kontrolie in diesem Multi-Level/Mutti 
"+ lames Bond ist wieder da nine klasticchon, atom 
Pringe durchfihren und bartull Wasserski fahren. 
* Prendi il cntrollo in questo mufti-livello e multi-negole: 
Sioco dallultimo e pit eccitante fit di James Bond. 
iS Code afd Game Format. © 1868 Eline Systems international 
Lid. Gen symbol lage © 1962 Oanjag $A and Usited Artists: 
(Céempany O.Bon Productos Lid Gddrose Publications Lid 1988, @ 
Domark Ltd. Ferry House, 
158 54-57 Lacy Road, London, SW15 1PR 
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THE JAMES 
BOND 
COLLECTION 


Domark/£12.99 cass 

It probably wasn't a massively 
hard job for Domark to decide 
which three Bond games to 
include in their compilation, not 
when you consider that only 
three of their conversions have 
actually been any good. That's 
right, they've only included the 
ones with an ‘L’ in the title, but 
not The Living Daylights. 


The Spy Who Loved Me 

For the most part this is a 
shamelessly obvious Spy 
Hunter rip-off. It stars you as the 
driver of a car which is speeding 
feverishly up a vertically 
scrolling screen. Apart from 
drive, what you've got to do is 
avoid other vehicles and pick up 
weapons. A speedboat level, an 
underwater level and a running- 
down-a-corridor level are also 
included, but things become dull 
pretty quickly. 

65° 


Doesn’t look like any kind of 
James Bond film I've ever seen. 


A Licence To Kill 

This is the James Bond game 
that has been re-released on 
compilations more times than 
I've had my appendix out. It's 
also the oldest of the included 
games and arguably the best. It 
adopts the form of six 
contrasting levels, all of the 
addictive shoot-'em-up variety. 
Er, and the graphics are nice 
too. 

75° 


It’s an all-action game. That’s why 
there’s no Martinis or girlies! 


Live And Let Die 

Take Road Blasters, remove the 
car, add a speedboat, change 
the name to Live And Let Die 
and you'll realise that what I’m 


‘Allin all, 
nothing exciting, 
but decent agent 
fare. - 3/5 

- Joker Magazine 
(German) 

- Dec 1991” 


THE WORLD'S BEST-SELLING AMIGA 


trying to say is that Live And Let 
Die is quite like Road Blasters 
(but with a speedboat instead of 
a car). ‘Quite’ is the most 
suitable adverb | can come up 
with to describe the fun factor, 
but a bug (in my version at 
least) that won't allow you past 
Level Three doesn't help. In 
fact, it completely ruins the 
whole game. 

65° 


And there you go, an average 
compilation. Buy 
it at your own 
(and no one 
else's) 
discretion. 
Rich. © 


WOT THEY SAID... 


James _ 
Bond Collection 


Domark £29.99 
Bond 
Domark back in the day and while they've 


The James heence helped launch 
never been classics they've always been fun 
arcade blasts. The Spy Who Loved Me, Licence 
to Kill and Live and Let Die are the stars of 
this pack. Spy is an enjoyable over head up the 
screen shoot out, that vaguley follows the plot 
of the movie, with Op Wolf shoot out scenes 
for the finale. Licence is in a similar vein, this 
time sticking to the overhead style throughout, 
Live and Let 


Die is an into the screen boat shooting match, 


but introducing more vehicles 
it scrolls fast, but looks a litthe too much like 
SC! or Bugey Boy to really be different. You 
may hesitate at £25 for a single Bond game but 
£30 for three guarantees solid, if not overly 


orginal, arcade action 
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Erg ve NEVER 
Sap BEFORE! 


lhe name is Bond, 


James Bond. Over 


the last few de- 


cades this famous 


celluloid super-spy has 
struck fear into the hearts 


and minds of some amazingly 


camp super-criminals. 


Armed with his PPK and polite 


English public school banter or 
schlightly reefined shhcottish 
drawl, there probably isn't a better 
cinema character you could 
choose to transfer onto the com- 
puter screen. But the original all- 
pace action of the Bond films is 
sadly lacking in DoMark’s Bond 
compilation. 

The titles included are Live 
And Let Die, Licence To Kill and 
The Spy Who Loved Me, the plots 
meandering around the respective 


film scenarios, Live and Let Die in- 
volves Bond fighting a vicious Car- 
ribean dictator and aspiring drug 
baron, from the comfort of a power- 
boat, shooting and rocketing bad- 
dies as he whisks his way through 
canals, swamps and fjords avold- 
ing close contact with enemy 
mines and fire power. The ever- 
{rlendly CIA drop all the weapons 
and supplies necessary for Bond to 


Sears ee esRe 


finish the mission - all you have to 
do Is pick them up. 

The Spy Who Loved Me was 
the movie that unleashed Q's Lotus 
Esprit turbo special on an unsus- 
pecting world and if | ever discover 
who stole my model of it twelve 
years ago I'll have ‘em. The plot in- 
volves Bond and a beautiful Rus- 
sian spy investigating the disap- 
pearance of Soviet and British -u- 
Clear Submarines. The bartdie is a 
big fish called Stromberg and the 
action takes place on lang and in 
water. You even encounter Jaws 
the famous metal toothed man! 


Licence to Kill has our hero 
takes on an evil drug baron. A var- 
lety of transport Including a helicop- 
ter, a seaplane and some under- 
water swimming are all represented. 

The graphics and gameplay of 
all these games was originally dis- 
appointing, and unlike a Chateau 
Neut de Pape, they don't improve 
with age. That's not to say they're 
completely dire - if anything, like 
our excellent white wine, they're ex- 
tremely dry, it's just that you'd 
have hoped for a something with a 
little more body with licences like 
this, 

Licence to Kill has the best bo- 
quet of the bunch, due to the num- 
ber of vehicles and scenarios you 
have to master but overall, even 
with three games in the package 
I'm afraid they not going to leave 
you either shaken or even gently 
stirred. 
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My name’s Bond. James Bond. And 
I'm not only in films, but in games, too. 
Domark have been translating my cellu- 
loid exploits onto floppy disk for a num- 
ber of years now, and have re-released 
three in a compilation pack. Looks like 
a job for just one man... 


LIVE AND LET DIE 
There are four sections to Live and Let 
Die; three are “training missions” but 
they're all the same really. Bond has to 
shoot various targets as he zooms 
along in his high-powered speedboat. 

The mission proper has Bond chas- 
ing Mr Big. And, er, it’s pretty much the 
same as the practice sections, really. 
The game plays rather like Outrun (see 
our review on page 70) on water. As 


you race along the river, various 
objects appear in your path. These 
have to be avoided, shot or collected, 
depending on what they are. 

Live and Let Die is a simple game. 
The controls are responsive, and it 
plays reasonably well. There is a dis- 
tinct lack of variety to speak of, though. 
The training sections don't add any- 
thing, and you soon tire of them. 


LICENCE TO KILL 
This one starts off with Bond chasing 
whatever-bad-guy-it-happens-to-be-this- 
week's getaway jeep in a helicopter. 
Bond has to blast the jeep a number of 
times - easy enough but it can only be 
done by flying fast and low. The action 
then switches to an on-foot sequence 


@ Live and Let Die: There's nothing quite like a gentle punt down the river on a 


Sunday afternoon. Charging down the waterways in a high-powered speedboat, for 
instance, is nothing like it. 


where Bond must take on his enemies 
in a shoot-out. 

There's a jot more variety in this 
game, and the initial sections are quite 
tricky. Maybe a little too tricky, more 
because the bullets are harder to spot 
than anything else. 

The first section is frustrating 
because it’s too easy to get hit by the 
near-invisible bullets. The second is 
frustrating because it takes too long to 
aim at the bad guys, by which time 
they've hit you. 


@ Licence To Kill: Oi, come back ‘ere! 
Chase the bad guy in your chopper and 
blast his jeep full of lead. Sounds 
easy? Not a bit of it! You're in the bad- 
lands, and they're shooting back. 


THE SPY WHO LOVED ME 
Graphically, this is the best of the 
bunch. The gameplay is split into a 
series of scenes, each requiring a dif- 
ferent set of skills. First of all, you have 
to race along a twisting track to beat a 
time limit. There are plenty of hazards 
on the road. Cones damage the car and 
have to be avoided though they do look 
good when you hit them and go flying 
off the road. Oil patches are even 
worse. They send you into a spin which 
can easily throw you off the road, doing 
even greater damage. Pedestrians are 
supposed to be avoided, but what the 
hell, mowing ‘em down is much more 
fun, even if it does lose you points. 
Certainly the most challenging of 
the set, but that doesn't really say 


@ Spy Who Loved Me: Negotiate the 
windy road without completely wreck- 
ing the car and it’s speedboat time 
again. Lots of jetties to avoid, or crash 
into. It’s your choice. 


much. Playable and goodJooking, but 
even so, not anything to bash your 
piggy bank open for. 


VERDICT: Three games for the price of 
one may sound tempting, but they're all 
a few years old and not really that 
much cop. The sequences don't really 
relate to the films all that much, espe- 
cially Live and Let Die, which is really 
very basic and doesn’t have anything 
much to do with anything. Even the 
most die-hard Bond fans will sleep with- 
out this in their collection. 
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OO7 - the code of the 
World's most 

famous secret agent - 

Commander James Bond! 


Now, Domark are proud to 
bring you, together for the 
first time, his three most 
exciting adventures in one 
awesome collection. 


MES (SED To GETHNG 
(WHLAT ME Wats 
THIS TE 3 
WANTS REVENGE, 


JAMES BOND 997-- 


+ James Bond 
returns in a classic action-packed race 
against time to save the world from the 


crazed and power-mad Kari Stromberg. 
With one-on-one arcade style shoot- 
outs, multilevel action and top secret 
| codes to crack. This is the fastest 
paced and most exciting Bond thriller 
to date. 


a 


+ Take control of this multi-level, multi- 
role game of the latest and most 
exciting James Bond movie. Now’s 
your chance to pilot helicopters, drive 
articulated tankers, perform death 
defying parachute stunts and water ski 
barefoot. 


+ M's briefing was simple, “Find Mr Big, 
and don’t come back until you do.” 

Q has given you his latest toy ~ the 
fastest and most dangerous speedboat 
ever made. 

“Good luck 007 - you'll need it.” 


Domark Ltd., Ferry House, 51-57 Lacy Road, London SW15 1PR. Tel: +44(1) 81 780 2224. Screenshots Amiga & Atari ST. 
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JAMES BOND OCTOPUSSY 


Never let it be said, that in Retro RGDS Towers we 
don’t give you the obscure and finest scoops and 
poops... Yes, as one James Bond video game that 
never gets mentioned, is a 1992 Slovakian game on 
the Spectrum, based on the film Octopussy. 


According to a preview in August 1992 of the game, 
in a Slovakian magazine called Bit, its original scope 
was planned to be much bigger, covering different 
sections of the movie in separate tape loads. But 
considering the game was being developed in late 
1992, whiich was at the tail end of Spectrum 
software, Ultrasoft just released the game in 
Slovakia as it was. This is a real shame, as the rest 
of the World got to miss out on one of the best 
(pre—GoldenEye James Bond games). Thankfully 
though in 2018, fans got together and translated 
the game and re-released the title for the 
Spectrum 128K, for us all to enjoy. It even includes 
specially written 128K AY chip music. 


But what about the game? Well, its a flick screen 
graphical adventure a bit like games like Dizzy, 
Hostage or Short Circuit. It has you play Bond 
wandering around India to search for Octopussy 
and the villains who had your fellow agent 
murdered. 


a5" 
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The game’s artwork is stunning, some of the best | 
have ever seen on the Spectrum. The intro really sets 
the scene to the game. 


In game, is bright and detailed. Making great use of the 
Spectrum colour palette. Also he actually looks like 
Roger Moore with the animation and depictions of him. 


JAMES BOND OCTOPUSSY 


There are people you will meet along the way 
which you can interact with. Using the pick up, 
drop, and use item icons along the bottom. 


+ 
3. ¥. 


Give the item to people, such as the undercover 
snake charmer in the game. It’s a very intuitive 
control mechanism. 


“yt ERRRK 


The game is short and ends abruptly (not 
surprising given that technically it was only one 
part of multi-load game, that was_ initially 
envisaged.) But even then, it still is probably the 
best James Bond game released, up to GoldenEye 
on the N64. 


These two talented Slovakian developers, Milan 
Blazicek on programming and the insanely good 
graphic artist Marek Forray, have created a Bond 
more fitting and capturing its essence than 
anything Domark had done previously. It is sad 
that both these individuals seemed to leave game 
development for good after this. Instead focusing 
on real jobs in IT and Graphic Design. 


So | urge you, try this little hidden gem today, and 
dream what these guys could have achieved if 
they had started a few years earlier in the 
Spectrum's heyday and had time to do all sections 
in their original scope. 


ALteough the dagger pierced Jacket, = 
but was stuck in a Pack oF banknotes, 


H 


The game makes great use of shadows and other 
characters to give the feeling of a bustling Indian 
city to explore. 


The game ends very abruptly, only taking you 
up to the Indian Bajaj taxi race. | would have 
loved to see those other proposed sections. 
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Full Slovakian preview of the game, translated by Google and a 
mad Brit called Drisky (that’s me) who’s clearly got too much time 
on his hands :-) 


The Octopussy game was based on the film of the same name, the 
main The Octopussy game was based on the film of the same name, 
the main character of which is none other than that. like the famous 
Agent 007 called James Bond. 


When lan Fleming invented this story in the 1950s, he certainly had 
no idea that 40 years later Octopussy would be the subject of a 
computer game. The author of the machine code is Milan Blazicek 
and the author of the graphics is the talented Marek Forray. They 
both come from Brastislava. Octopussy Milan Blazick's second ZX 
Spectrum game is in the works. 


Like the first game called Notorik, Octopussy SY was bought by 
ULTRASOFT, which has the exclusive right to distribute it. Several 
computer games were created based on the themes of books and 
movies about James Bond. They were mostly English products, | 
think it all started in 1985, when the DOMARK company released a 
series of AGENT 007 games called A VIEW TO A KILL. Unfortunately, 
despite the excellent plot, they were complete failures, and this 
series was ranked among the worst games of all time. 


The DOMARK company did not give up the idea of producing games 
with agent 007 and in 1989 released the game LICENCE TO KILL, 
which was, of course, many times better than its predecessor A 
VIEW TO A KILL, but it was still very far from a good computer game. 
All these games were handled as events and maybe that's the real 
reason their failure. 


Milan and Marek thought differently than the programmers from 
DOMARK. they decided to make a James Bond movie as an 
adventure, which was definitely a very good thing. Adventurous 
games are the type of games where it is easier to inject an 
adventurous element from a movie, or book. It's simply an action 
game, everything depends on the graphics and gameplay. The 
graphics are limited, with the capabilities of the computer and the 
player can imagine a better environment than what is actually drawn 
on the screen. 


..[Review Translation continues next page]... 
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In adventure games, everything is based 
mainly on thinking and using pre-measures. 
And James Bond has always been known for 
the fact that he was able to significantly excel 
his opponents for his goals. 


The game OCTOPUSSY in its current form does 
not occupy the entire film, but only its first 
third. With them simply unable to store more. 
However, Milan's Marekom plans to produce 
other parts, which should be handled as 
separate programs. We will soon be doing an 
interview with Milian Blazick, which will most 
likely be published in the next issue. There we 
will learn more about his immediate plans. 


Thanks to Marek's graphics, OCTOPUSSY was 
very successful. Those interested in this game 
can already try cut scene, which will introduce 
them directly into the action. The goal of the 
game is to get a golden egg of immense value. 


OCTOPUSSY doesn't have a lot of room, and 
it's not even a large game. It is not necessary to 
solve a lot of tasks, but on the other hand, it is 
extremely difficult to focus on what needs to 
be done and how to win the game. Personally, 
however, | think that we will have a lot of 
experienced adventurers who won't be able to 
win this game because of the extreme 
difficulty, | have no doubts. 


The authors wanted to make a game with 
excellent graphics and perfect animation of 
the main character. From what I've seen, | 
think it's the most successful conversion of 
James Bond on the ZX Spectrum at time of 
writing. Octopussy is a unique opportunity for 
you to experience an interesting adventure. 
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WATCH ALL 
THE CARTOON 


EPISODES HERE 


The Name is Bond, 
James Bond ur. 
The world's greatest scientists have 


disappeared and now it’s up to you 
as James Bond Jr. to rescue them! 


Intelligence reports indicate that 
your old enemy S.C.U.M. Lord has 
imprisoned them on his island 
fortress in the Carribean. Following 
orders from Colonel Monty, you head 
out on four dangerous missions to 
save the scientists and thwart 
S.C.U.M. Lord's plans! 


The action never stops! All your 
skills as @ Super spy are put to their 
limits! Deactivate missiles before 
they launch to disaster. Crack open 
safes that hold blueprints of the 
menacing World 

Domination Device and use your 
wellhoned combat prowess against 
scores of enemy agents. Surprises 
wait around every corner in this 
thrilling adventure from T-HQ! 


e Collect weapons and shields to be- 
come an unstoppable force of onel 

© A special potion transforms you 
into a powerful Werewolf! 

e Jet Pac feature brings your battles 
to the skies! 
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LICENCE TO CHEAT 


170167 - Grenades, Glow, unlimited time and ammo. 
200888 - Grenades, unlimited time and ammo. 
012345 - For a Sound Test, complete with visualiser. 


SS SS Password = — = 
181287 - Grenades, unlimited time and ammo, and 99 lives. 


JAMES BOND JR (NES VERSION 


1992 | THO / EUROCOM 


Based on the incredibly cheesy short-lived cartoon 
of the early 90’s (from September 1991 - March 
1992 to be precise), but still during that run there 
were 65 episodes released, including cameos of 
many of the Bond villains and henchman, such as 
Jaws. In the cartoon the hero is James Bond Jr 
who is the nephew of James Bond. Now putting 
aside, the whole weirdness of a sibling of Bond 
naming their kid after their brother (my money is 
Bond shacked up with his sister-in-law and got her 
up the duffer). It was typical forgettable cartoon 
cheese, which is today best watched with a 
hangover via the link on the left, if you are glutton 
for punishment or connoisseur of cartoon fromage 
like | am. 


In the accompanying podcast to this book, we 
rightly made the decision not to include the 
James Bond Jr games. Partly because he isn’t 
actually James Bond, but mostly the games were 
pretty rubbish and worth leaving on the cutting 
room floor. But for the book | felt, given that you 
can skip the pages, then for completion | would 
include the games for the NES and SNES consoles 
that James Bond Jr was released on. 
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Some of the enemy designs look great, although its 
almost like the had been lifted from other games, and 
Slotted in. (Looks like Two Crude Dudes -Ed) 


JAMES BOND JR (NES VERSION) 


But first on to the 8-Bit NES version of the game 
itself. Well, it’s a pretty mundane cookie cut 
platformer, that you would have probably got 
when dear ole Aunty Flo had bought you, who 
had asked the nice young man at the game shop 
what you would like for Christmas. 


Made by C64 Gremlin veteran Chris Shrigley 
(Bounder, Gauntlet II, Skate Crazy & Action 
Fighter to name but a few). It plays better than 
the totally different SNES big brother version, 
with at least half decent controls, but its biggest 


The game has you find computers which you then | issue is the under-powered weaponry. | am not 
enter a slide puzzle mini game, to hack the | sure if James Bond Jr only has a spud gun? All | 
computer. About as fun as it sounds. know is that even the most basic henchman 


VL bechenhenkachenhenhenhenkenborhenbenken! needs several shots to kill, and given you only 
have 99 bullets, with it slowly recharging to 20, 


means you are in for a frustrating time. 


The main purpose of the game is to reach the 
8) as j computer terminals and push up to select a 
es — eee | | defuse mini game. A sliding puzzle game (ugh | 

al =| = al hate those - Ed) without even an interesting 
ll Hl i. picture to follow. This is the worst bit of the game 
we ee eee ee aver and is unfortunately integral to progressing 
<i through the levels. It also has a safe cracking mini 


eee SOT TT 


ac 3 game, where you must line up the numbers of the 


There is nice detail to the backgrounds, butthe | four dials to stop it flashing. 
enemies are generic. They also take far too 


many hits to destroy. Overall, graphically, the game is pretty nice, and 
the music is awesome. But the under-powered 
weaponry and frustrating uninspired game play, 
will have you reaching for one of the many better 
platforming examples on the NES. 
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The game also relies on underwater sections, ee VW an 
where all of the creatures seem out to get you. : 
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The over land sections look really nice here, and > 
| wish it had more above ground parts to the game. 
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meee Double O dear. Whilst the NES version was not 

= ; ; without its charms, this SNES game is terrible, 

eo Jerr we) | with floaty controls and almost a bingo checklist 
UPER NINTENDD ae Nd I for bad platform gaming tropes. 


ENTERTAINMENT SYSTEM 


Made by Developers Gray Matter and the people 
ee who brought you such stains on the gaming world 
eases oe | - Kah as Crash Test Dummies, Wayne’s World and Ren & 
Ra Stimpy Show: Veediots!, should already be 
ringing alarm bells to how bad this game will be. 


W ATCH ALL 


"THE 


Terrible graphics, awful animations, slap-dash 

== uninspired level design, boring and weird 

emis ; a4 enemies, oh and the music sounds like a 

| fd James Bond Jr. [ey a mosquito farting contest. This has it all, in not 
Sow al what to do with designing a platform games. 


globe as you battle the evil Dr. Derange in Central America and the #Seaea: 
nefarious Maximillian Cortex in the shadowy canals of Venice! 


The Name 


All the while collect fabulous items that enhance your personal 


weapons into an unstoppable arsenal! Take on the scores of : 7 = ee Y . t . || t b li h . k d h . bl 
enemyjets. missile launchers and robotic devices designed to end RS * F ater ee O U J U S WI al O e | eve OW J a al y a al O ri e 
your adventures - Permanently. Do you have what it takes to fight j : 

your way to the deadly confrontation with the S.C.U.M. Lorde 


° Use flying kicks and body rolls to keep their agents off guard! : — : IS 5 : ts th eC d Nn | mM atl O Nn S d n d co nt ro | S d re, h OW t h e 
¢ Your buddy 10 provides you with special items that'll blaw lee SEE ian 


SCUM. oveu developers thought it was suitable to release, and 


° Take a wild ride in a minicopter, a speedboat and jet - all 
customized with the latest in high-tech weaponry! 


ETE eee where were the Nintendo Seal of Quality in all 


RN 
ENTERTAINMENT SYSTEM 


: a this? (Assume they were taking the approval 
USE IN THE USA, ee money down the pub, to wash out the memories 
77™19575'03007 Ml Neal mie 


GOR ANG, eahreucessucs, 
i MEXICO ONLY. ANDISRECYGLABLE 


of this God-awful game.) (So not a fan? - Ed) 
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JAMES BOND JR (hes VERSION) 


You still here? 


The main weapon is throwing grenades, this 
means its unnecessarily difficult lining up your 
shots. You can select other weapons like the 
pistol, but you want to hold on to the ammo of 
those. 


OK, what else can | say erm, well it does mix in 
some nicer vehicle sections, having you fly a 
helicopter and plane in a horizontal shooter, or in 
a speed boat. These aren’t special but are a hell 
of a lot better than the platforming sections and 
so make a welcome break to the action. 


Allin all, as you can probably tell, | am personally 
not a fan of this game, and its one to avoid. 


The speedboat section, is one of the better 
moments in the game, with jumps and shooting 
the other boats. 


part of the game. 
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JAMES BOND JR (SNES VERSION) 


WOT THEY SAID... 


STRIKE 


N-Force - Issue 8 
- Feb 1993 


os Ky 
NP, 


He’s got gold fingers, 
stainless steel teeth and a 
razor-sharp bowler hat. 

NICK may not be the man with 
/ the golden gun, but he sure 


has < an identity crisis! 


Ny 
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James can punch and kick his 
enemies, but they've got spears! 
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Prepare to meet the most irritable adolescent ever, He 
jumps in helicopters causing chaos wherever he goes 


and leaps from vines punching innocent(ish) passers- 
by and rendering them well err!.. dead. Although dad 
hasn't set a good example, at least he does things with 
a touch more class. Gameplay’s monotonous with the 
helicopter level going on for ages and seemingly 
getting nowhere. The intro sequence is ’ 


the advent. 
lain platfo 


flying c 


the sky 


Seventh heaven 
To protect | 
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Landing the chopper at the secret base 
let) moves the game into the next 
level. 
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JAMES BOND 007 


Master Svstem” 


JAMES BOND 
007" nue 


} hinalema nd fire eee 


Players: 
1 Player | 
13 Action Levels 
3 Levels of 
Difficulty 5 | 
Peripherals: 
Sega Control Pad 


“THE DUEL 


- (@ BIT WEREEIM 4 


1993 | DOMARK / "THE KREMLIN 


Domark would throw its hat into the ring with one 
last James Bond game called James Bond 007 The 
Duel released in 1993 by development house the 
Kremlin and Domark veterans, including Paul 
Margrave who had worked the previous James 
Bond games and Jolyon Myers (who has gone on 
to be a designer on Call of Duty: Modern Warfare). 


Their idea, with no new James Bond film out, they 
thought they would do a platform game set in the 
James Bond Universe (and the last time outing 
technically Timothy Dalton was Bond). 

And he gets to meet his greatest adversaries and 
memorable locales. On paper it sounds great, and 
a plethora of spy games platformers (Sly Spy, Secret 
Agent, Rolling Thunder to name but a few) has 
proven the validity of the concept. So, to do a real 
licence for James Bond, covering his illustrious long 
history sounds tantalising to say the least. Sadly 
what we have here though is a competent, but 
uninspired platformer, that whilst enjoyable 
enough in short bursts, lacks the variety to make it 
memorable. 


the micete S yetem and Cae ean. 
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The game has a whole villain gallery of recognisable 
Bond henchman to beat as end of level bosses. 
All are well done and easily recognisable. 


Ba ron Samedi from the Live a nd Let Die films, is 
particularly well done, and its highlights like this 
that makes the game worth a play. 


The 8-Bit version is more impressive than the Mega Drive 
version in my opinion, and whilst the Game Gear struggles 
with the speed, against its larger brother the Master 
System, it still an enjoyable if average platformer. — | just 
wish they had put a bit more effort in the level design and 
more variety to the level. It’s such a shame as the core 
mechanics of Bond here, and the graphics are gorgeous for 
the Master System, so with just a bit more effort by 
Domark it could have turned this into something great. 
Still despite all that, this was probably Domark’s best Bond 
game they released. 


The lava pit base, has a really nice lava effect. 


In the game, Bond must collect up briefcases and rescue the Bond 
babes who seem very grateful to be rescued. 
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JAMES BOND O07 ” "THE DUEL (8 BIT VERSION) 


JAMES BOND 007 
THE DUEL 


DOMARK @ £29.99 @ OUT NOW 
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Games Master - Issue - May 93 \/ 


James Bond - The Duel 
(Master System). It is practically iden- 
tical to its Mega Drive sister version. It’s 
packed with 16 levels and features all 
the bosses and bad guys from the 
movies (well most of them). This is one 
of those rare games (along with Sonic 


With thie difficy 
four st rid thiree 
Stage, this game shou 
pamers satished. And whil 
thorwht the game could ha 
moved a little faster, we thougt 
the ending level was great. 


Publisher: Domark 
Category: ActiowArcade 
He doesn’t look much like Connery, No. Players: Single 
Moore or Dalton, but James Bond Graphics te 4 


is still an all-round super-hero on 


the Master System. Senet a tise : be he Bey 


and Sonic 2) which suits the 8-bit Denth & Chatlenne be Se 3 9 
176 Master System more than the Mega 


Drive. It’s a little easy, but it’s still worth Overall Fun Le i Be 9 
a look. 75%. 


game gear review 


Game Gear 


ELAX PEOPLE, I'M 
not about to launch 
into a series of 
Sean Connery 
quotes, Nope, this is a Bondage 
free zone, guaranteed to stick to 
the point and tell you just how 
James Bond on the Game Gear 
fares against its big brothers on 
the Master System and Mega 


Password facility. 


A couple of weeks, 


Domark 


Drive. Does it sink 'n’ stink or 
swim in the world of handheld 
computer entertainment? 
There's really no denying the 
fact that the Mega Drive is more 
powerful than the Master System 
and Game Gear. But there's a 
hidden acivantage of sorts. 
Games which are pretty good on 
16-bit tend to really shine on the 
&-bit machines, if they're 
converted well, that is. And all 
credit to Domark for making the 
Master System version a 
beautiful thing indeed. But this 
Game Gear one isn't quite 50 
polished. Graphically, it's all very 
jolly — with neat backgrounds and 
a main sprite which simply oozes 
Bandness. And the control of said 
Sprite is a dream — he runs, 
climbs, ducks, shoots, 
somersaults, even slides down 


way. It's right 


1ere with 
Prince OF 


AMES BOND 007 : HE DUEL (8 BI BRStoN) 


£29.99 e UK Release 


Persia as far as animation goes. 
But, for some utterly inexplicable 
reason, this interpretation is even 
slower than the Master System 
one. Ain't it usually the other way 
round? What's going on here? 
After pl: ff around on the other 
versions of Bond this one feels 
wiling through treacle. 
i, | can almost forgive it 
© the rest of the game is 
ch a dream, It's bi ‘Ss 
00 Ue é 


inventive in any way 
excellent example of the g 


: " tp Ih 
iid Wd 


EREEE 


" 


But | just wish that the 
programmers hadn't left the 
handbrake on, If you know what | 
mean. And | 

think you da, 


Excellent animation 
Well-crafted gameplay 
Huge and tough with it 


8 Very sluggish — why? 
§ Kinda lacking in imagination 


“This is a hot 
little number, 
marred only by 

a sluggishness 
which tends to 
knacker the 
spontaneity quite 
a bit. If you don't 
mind the sedate 
pace though, this 
is groovy fun.” 
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sitle 
thin 
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pictura of Timothy Dalton, "a 
fow credits and copyright 
messages. The pictur isn't 
. too bad at all as far as the 
Master System's 8-bil graphics go, 
but poor ald Tim still looks as # he's 
had extensive plastic surgery! 

The options screen allows you to 
Change the difficulty level, turn off the 
music or sound effects, swap the but- 
fon assignments around and a few 
more, allmough less useful, options, 
The difficulty levels play an importéint 
Part in the gameplay. On the easiest 
Setting, there are no level-guanians 
anyehere and any bulleig that the 
guards fire are very slow indeed On 


(8 BIT VERSION) 


Cut down drastically, 
The object of the game is to guide 
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fy Ater that, Bond Tees. tho 
‘Shuto bay and us oscus the last 
of tho hostages belo th vo 
(ond blows uo. 

‘Graphics aro pty good fo: the! 
‘waster Spear ar Boas anerat 
‘ed very wall Loave hin alone fr 8 
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galls 


; BE Reviewea: 


We remember all those great 
Bond movies, like You Only Spy 
Twice, A View To A Doctor, Never 
Say Octopussy and The Man With 
The Golden Grahams. The latest 
spy spectacular is showing at a 
console near you... soon! 


he most famous spy of all time makes it onto the 


(8 BIT VERSION) 


reviewed the MD version of James 
Bond: The Duel back in issue 13. 


4) to equal the MD in the standard of 
graphics! Bond has some brilliant animation that 
flows just as well as anything in Prince Of Persia. 
He ducks, he leaps and stamps his foot like a 
certain hedgehog if you leave him standing for too 
long. 


Each level's split into three sections, which 
makes It a challenge and gives long-lasting 
appeal, Extra continues mean you don't get too 


a6 (i7-] may’93 


ticked off when you die, 
One moan | do have is that the collision 


jumps from ropes and vines is tricky and requires 
patience to master. 

The whole game certainly looks and feels like a 
Bond movie, with sprawling jungles, high-tech 
labs and over-the-top villains thrown in for good 
measure. MS owners who enjoy a decent platform 
game could do worse than give James Bond a 
blast (just watch out for the shrapnel!). 

MAT 82% 


habit of firing when you least expect 
it so approach with care and get 
ready to jump quickly! 


GUARDS: Although these guards are 
half deaf, they're equipped with 
automatic pistols. Get cought in their 
firing line and you're full of lead! 
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Paul yells... “GREAT MS GAME’ 

Hergevzutia er ane 

Syste games than ide? 

‘Shahan But not stir! Whatover 

your pleasure, reckon you're 
{enna ove this! 

James Bonds a great $i release, 
Cestned to set now sandards In MS graphic, 
sound and playability plays like dream ans 
wel pase anyone wha’ gapping tor 2 good 3 lor ty, by hostage that 

reds og 
<losly but the MS game flows batter — the TAGE: Prat These delicous 
‘cons wee hy and contac nore preamp party 
‘serena. One in the eye forthe MD aur, you blow opal he dors you 
‘th gometreaka?! Hepner) or wrt 
iy only gripes are you can't fre alagcnaly 
1 baddies in potholes or on high platforms, TERMINAL Thee or restr pins, 
‘0 most ofthe time you duck and ump bales : sa etn 
as you srive to rescue hostages and Compete hye sectete ie 
the level The incusion of special weapons. he pes dapper as 
although ance touch, doesn serve much a pai 2 
purpose! Stil these are mine pont nan 
ftnernse balan’ game 

youve gota Master System and want a 
payable game that presents tough challenge, 
Thapply recommend James Bond— its a 
winner! PAUL 86% 
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JAMES BOND is slick, cool and sua 

way with the ladies and a license t 

PATRICK MCCARTHY's just a surly skinhead. We 
love them 

think so. 


, evil person = the of horrible from Bond's p 
al you hanging about outside eventually o 
school dressed as a lollipop man - 
done a terrible thing. First | should 
that he’s apparently an arch-enemy of i an, which the 
ond, although he must be a fairly i me years 


mifior one, or we'd have heard from him a its n ord company 
before. Of course, he's probably still starting business and his airline. (Are ot 
out in his career andin a couple more years allthis from the manual? Ed.) 


hel be a household name and all that... he’s Wf Starts on a very big and ha 
prabably out ‘networking’ even as we speak... tanker. Onte you've removed t 


wiiere was |? Right. He's kidnapped a world- flegks of crude oil from your 
famous scientist and his daughter. They always moves into a jungle section. 


take the daughter too, don't they? Justincase anda space shuttle, before [ms i 
thé hero isn’t too motivated at the thought of confrontation with Mr Big. 
rescuing a snobby old scientist who stinks of Bercko re usual nonser: ing the 
cittus, with hairy ears and a dribbling lower lip. hk. fiscantily-clad, submissively posed 

Su noticed haw many scientists look ~~ bimbos dotted about all over the shop. They're 


like that? We have, but then.our offices are full i +4 cabinets which you have to shoot 


of them.) The point of the kidnapping is to force a gun-toting version of Paul 
~ thé professor to clone all the major adversaries th spring out like the tacky 
ssistants they've probably always 
e. (Not that | get too involved with 
. or emviing! 
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dangerous...no, not me, it's 
James Bond. 007's infiltrated 
the Game Gear in this average 
“Translation of the Genesis cart. 


Bond 

You Start off the action aboard 
a research vessel funded by. 
the evil Dr. Greypen, who 
wants to send a shuttle into 
space and destroy the world. 
Bond must find the Doctor, 
which isn't easy since he has 
to get past the ship, fight 
through a power station in the 
jungle, and finally weave his 
way through the inside of an 
artificial volcano, 

Each mission has multiple 
fevels, and at the end of each 
mission you'll face great vil- 
Jains like Jaws, Bones, and 
Oddjob (the hat-wielding mani--». 
ac introduced in Goldfinger). 
Bond has his trademark pistol, 
and you can switch weapons 
to utilize missiles, grenades 
and rapid-shots. There are 
even midlevel markers to help 
you through the game, 


The name is Bond, James Bond, 


and be's back in or aecty’s The sounds and music 
ps H 

Secret Service The graphics, although re- unfortunately don't live up to 
Gear. Maybe not as fast, active, | 1-741 Came Gear propor __007’s movie reputation. The 


or thrilling as he used to be in 


the movies, but hey...you try 
doing all he does in a tuxedo. 


familiar theme music is only 
played during the opening 
credits, leaving you with only 
dull shots and thuds during 


tions, are still very sharp. 
Bond moves with fluid, lifelike 
movements, but you'll find 
some of the moves very slow 


gun. Most intermediate 
gamers will breeze past Bond 
in no time. The bosses are too 


Grapes «© Seumd «= Combe! Farfacter Chatlonge 


IO) 8) IN. (or at least slower thaninthe game play. easy, So getting to them is 

—_— Genesis version). The enemies most of the fun. Still, if you've 

Per mt are creative and well-defined, Same James always wanted to lve life in 

rr Miteite} | andthe backgrounds are well Although this cat i challeng- Her Majesty's Secret Service, 

Aetowadvesture —— Mull-seralig done for a Game Gear title. ing because of its vastness, its you may want to go under- 
hicaarni game play is standard run-n- —cover as James Bond. 
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Domark have done a good job on the 
title sequence to this game about that 
top-hole old boy from the lan 
Flemming novels. Unfortunately that’s 
the only impressive thing about it. 

Your mission is to shoot everyone 
you see and pick up suitcases to get 
extra points. Most of the rest of the 
game consists of jumping around 
platforms on ships and various other 
Bond-type locations, while avoiding 
being hit by a big goldfish jumping out 
of the water (just like in the films...) or 
bashed on the head by a huge great 
falling wooden ff 
box. 

Some of the 
blokes from 
SMERSH, or 
whoever it is, 


do shoot back, but most of them are 
hanging out of portholes, which 
means that for some reason you can’t 
shoot them, which is very annoying. 
Also, some of the wooden boxes start 
dropping when they are off the top of 
the screen. This means you don't see 
them until they have crushed poor 
James’ head to a horrible spongy 
mess all over the deck. Now that’s 
not very sporting, is it? 

James Bond is reasonable graphi- 
cally, and the game gets better when 
you have learned to proceed with 
caution, but there’s just not enough 
variation to sustain your interest for 
long. 


SAME Sea 
DOMARK 
eae 

Nw! 


JAMES BOND: THE DUEL 
Domark 


omark’s O07 adventure leaves you shaken bur not 

stirred. You take the rode of the world’s most famous 

secret agent, james Bond, and battle through bed 
guys and obstacles galore. 

di dasindh shuts sean Soutiak tala tees © 
feared foes, Professor Greypen (what do you mean, ‘never 
heard of him'?!). On an artificial isnd somewhere in the 
South Pacific, Greypen's preparing to launch an armed shuttle 
into space, When iin position, its laser will be able to destroy 
any target. 

First on a fuel tanker, shooe armed guards and collect the 
ammo they drop. Shin up and down ladders as you search for 


hostages and equipment to blow the ship out of the water. 
np rvonnes ahgepafhrtal a 
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Some call him 007, some 

call him Jimmy and the bad 

guys call him trouble. Bond 

is back in a hot new game 
from Domark. 


fn another collection of death-defying mis- 
sions, James Bond retums to apprehend the 
evil Professor Greypen, a mastermind with 
an evil plan,to take over the world's govern- 
ments. Greypen, hiding out on an artificial 
island somewhere in the Pacific, plans to launch 
a shuttle with a deadly high-powered laser sta- 
tion into outer space — and use the station to 
destroy any target on earth he chooses.. 


The player guides the intrepid Band through 12 
tricky platform levels full of familiar characters 


oe baby, what are you doing when all 
this! trouble dies down? 


(8 BIT VERSION) 


from the fins and books such as Jaws, Oddjob 
and Bones. Other nasties include robotic snap- 
ping fish, deadly plasma spheres, hot lava balls 
and hot geysers. Each level is split into four 
mas sa0ns. 

Bond carries a pistol, and grenades which he 
can replenish by picking up special cases from 
Q. If things get too hot to handle, touching one 
of the computer terminats dotted around each 
level will save Bond's position, There are also 
passwords and three difficulty modes, and a 
choice of sound effects or music alone, or a mix- 
ture of the two. 


—_ Pa Pa 
Dressed in his smart suit and little 
dicky James Bond is ready to take on 


Watch it! That sailer has a frisbee and 


he’s not afraid to use it. It looks like 
James is having a nap! 


James Bont 


NICK 68% To give James Bond its due, the graphics 
are quite smart, with Bond leaping around 

the platforms and blasting away at the bad guys in style. The 
animation from Domark's Kremlin programming team is great 
— almost up to the standards of Prince of Persia. Sound isn't at 
all bad, either, with a recognisable 007 theme tune and spot 
sound effects. 

it's just the playability that lets the whole thing down. rm 
fed up with jumping, shooting and collecting power-ups. Where 
are all the original ideas? Do they go somewhere and die so 
that we can be given another shoot-'em-up or platform game? 

if you're a fan of 007 you may find playing your hero a real 
thrill, with all his secret-agent gadgets and smart suits. But if 
you want something original that will test your game-playing 
abilities to the full, this certainty isn't it. 


START 


GAri= 


There are lots of options you can select before starting a 
game. Why not just get into the action? 


that might get 
in the way. 
Easy life! 
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ROB 61% 320""" 


reaction to the tiny besulted charactor 
twas that couldbe anyone from ob 


the Bond theme doesn't sound vary 
convincing. 

"Ie James Bend films should provide 
‘perfect scenario fora coo! game, but 
this time the goad ideas have slipped 
‘through the na 


2 £27.99 
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roost. Would’t he get his flash suit a Bit dirty up there? With a good supply of FS WME YB V7 ren 
bullets he can soan pop off all the enemies. 


Licensed 
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James Bond 007 - A name to strike fear in anyone foolish 

enough to cross him, Now He's back, in a brand new adventure 
especially for Sega. Four frantic levels of fast and furious action await you! 
What are you waiting for? 


= James Bond 007 - Ein Name, der in jedem Angst wachrufen 
diirfte, der naiv genug ist, diesem Agenten in die Quere zu 
kommen. Denn er ist wieder da — in einem brandneuen Abenteuerspiel, 
nur von Sega! Vier wilde Levels voller schneller und rasanter Action 
warten schon auf Dich! Warum zégerst Du also noch? 


a James Bond 007, un nom qui fait frémir tous ceux qui sont assez 
fous pour se mettre sur son chemin. || est de retour dans une 
toute nouvelle aventure congue exclusivement pour Sega. Quatre niveaux 
d'actions rapides et infernales vous attendent! Alors, qu'est-ce que vous 
attendez? 


=| James Bond 007 - Un nombre para aterronizar a cualquiera lo 
bastante loco como para hacerle enfadar. Ahora ha vuelto para 
Sega, en una aventura totalmente nueva. |Te esperan cuatro frenéticos 
niveles de acci6n rapida y furiosa! ,A qué esperas? 


a | James Bond 007 - Un nome che intimorisce chiunque sia cosi 
avventato da metterglisi contro. Adesso, Egli ritorna in una 
avventura nuova di zecca per la Sega. — livelli frenetici di azione 
rapida e furibonda ti attendono! Che aspetti? 


| James Bond 007 - Ett namn som injagar fruktan i vem som helst 
som €r galen nog att korsa hans vag. Nu ar han tillbaka i ett helt 
nyatt aventyr speciellt fér Sega. 


| James Bond 007 - De naam alleen al is angstaanjagend voor 
iemand die dwaas genoeg is om hem tegen te werken. James 
Bond is weer terug met een nieuw avontuur, speciaal voor Sega.Er liggen 
vier te gekke niveau's vol snelle en verwoede actie voor je klaar. Waar zit 
je nog op to wachten? 


| James Bond 007 — Nimi, mika herattaa pelkoa kenessa tahansa 
hanta vastaan joutuvassa. Nyt han on tullut takaisin upouudessa, 
erityisessa Sega seikkailussa.Nelja mieleténta tasoa taynna rajua ja 
raivoisaa toimintaa odottaa sinua! Mita sina odotat? Pane toimeksi! 


nada No. 1.163.276; Hon ng Kong N 
5 Singapore No. 88-155; Japan F No 82-205605 (Pen nding) 


| Patents ee cap phe apateanrrfomnacpep ens rope No.80244 


Players: 
1 Player 
5 Action Levels 
3 Levels of 
Difficulty 
Peripherals: 
Sega Control Pad 


1993 | DOMARK / "THE KREMLIN 


The Mega Drive or Genesis version, is an ok 
platformer with a lot of good points, marred by it 
running too quickly, making it often with unfair 
deaths due to suddenly appearing enemies and 
some boring and unnecessarily large levels to 
battle through, across the four missions. 


It’s a shame as there is so much, they got right 
here. The graphics is small but detailed, Bond looks 
great and can do a multitude of moves, including 
ducking into the background in certain places, with 
the Bond pose, before ducking out and shooting 
the enemies. It’s also so colourful, looking great, 
with the game popping off the screen as you play. 
The music by Matt Furniss, is back again and 
doesn’t disappoint, the music renditions of various 
Bond tunes are funked up and sound awesome, 
perfectly accompanying as you play through the 
levels. 


Again, you also get to meet a number of the 
favourite Bond villains, who all make = an 
appearance here as you progress through. Like the 
8-Bit variant, this lacks the variety of levels, which 
each section being far too large, making it often a 
chore to play through. Especially as its quite stingy 
with the lives and continues in the game. 


The levels, look great being so colourful and bright, 
really popping out of the TV. 
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Bond, goes all Connery with a jet pack escape to 
the next level. It’s a great nod to From Russia 
With Love and | love it. 


Many of the mechanical contraptions and bosses 
are large, but involve little beyond standing in 
one place and hurling grenades. 


SCORE 
barks im Bb 


Bond can expertly ride the mono-rail track across 
the lava pit. 


Also, some added variety beyond simply rescuing the same 
woman sprite again and again, or defusing a bomb, would 
have been nice. 


Overall, it is a missed opportunity, with the frustrating 
elements mentioned, turning people away from what with 
some better level designs and more variety, could have been 
a classic. 


That is why | am so unfairly down on this game, the Bond 
Universe has so much potential, and it has the core of 
greatness. Still, when | stopped lamenting what could have 
been, | actually had some fun here especially when 
whacking some cheats on, via a Game Genie. 


wie 


SCOR 
1O40356 


| Bond is up against the meanest and baddest henchman including 
Jaws, May Day and Odd Job (boo! where’s Nick Nack - Ed). 
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These are from the Spriters-Resource web site, with 8bePan and Dark Wolf 
kindly ripping the sprites in the game. This is wonderful to see the detailed 
artwork of Saurav Sarkar, Jolyon Myers, Mike Adams and Alan Tomkins. 
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LICENCE TO CHEAT 


Game Genie codes for the US Genesis Rom. 


AECA-AAGC Start At Mission 2 
AJCA-AAGC Start At Mission 3 
ANCA-AAGC Start At Mission 4 
ATCA-AAGC Start At Mission 5 
AYCA-AAGL 5 Continues 

ATGA-AA56 Unlimited Lives 
ATGA-AA7O Unlimited Continues 
BF6A-AAFR Start With 10 Lives 
BF6A-AAF2 Start With 9 Extra Clips 
K76A-AAGC Each Clip Holds 80 Rounds (1 of 2) 
K8NT-AAAT Each Clip Holds 80 Rounds (2 of 2) 
BF6A-AAGN Start With 9 Grenades 
AMKA-AA9W Infinite Energy (1 of 6) 
ALTA-AA30 Infinite Energy (2 of 6) 
ALBT-AA20 Infinite Energy (3 of 6) 
AB7A-AA78 Infinite Energy (4 of 6) 
ALMA-AASA Infinite Energy (5 of 6) 
ALDA-AA8G Infinite Energy (6 of 6) 
R1KA-AG1R Invincibility (1 of 5) 
RZ7A-AGZ4 Invincibility (2 of 5) 
ROAT-ABVT Invincibility (3 of 5) 
ROMA-A6V8 Invincibility (4 of 5) 
RODA-AGYY Invincibility (5 of 5) 
AWNT-AAGN Infinite Clips 

AW8T-AASC Infinite Ammo 

AV8T-AA82 Infinite Grenades 
AK5T-AA5G Freeze Time Find Bomb Exit 
ACST-AC92 Moon Jump (1 of 3) 
BCST-BZ94 Moon Jump (2 of 3) 
ACTA-AA2E Moon Jump (3 of 3) 
ACTA-AA2E No Damage From Falling Very High 
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MEGADRIVE II IIIT 


oes. (= 
Mean Machines Pe 
- Issue 2 
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PRICE £39.99 
BY DOMARK 


RELEASE DECEMBER 


OPTIONS 
CONTROL: JOYPAD 
GAME DIFFICULTY: MEDI 
CONTINUES: HONE se twas a tense tea-break for Bond and M at their 


SKILL LEVELS: 3 secret HQ in London, England. The normal old boy ¢ oO MMNMENT 
RESPONSIVENESS: slow japery between the dashing secret agent and his 


boss was much subdued by the circumstances of that 
Jam sure you are well aware 007, lost 


arch-villain Ernst Blofeld successfully 
1ST DAY SCORE bei 


25,000 


ORIGIN 


This is the latest prodwet in a long 

run of Domark/Bond licensed 

games. The Duel isn't based on ony 
Bond movie. 


HOW TO 
CONTROL 


HOW TO PLAY 


James Bond is o platlorm game, 
requiting shooting, jumping ond 
exploration skills. 
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JAMES BOND 007 + THE DUEL (6 prt version) 


llowing the usual corporate 
image of evil villains’ fortresses. Each has o regula- 
fion pistol ond doesn’t hesitate to shoot on sight. 
special security men in black test Bond's 
‘he limit. To bolance the odds 


falther PPK with him everywhere, 
with enough ammunition to liberate Bosnia! 
However, be careful, becouse sometimes Bond hos 
fo stop and change an empty magazine, which gives 
the enemy time to blow him into the middle of next 
week! 


AM | SURROUNDED BY 
IMBECILES? 


Super ileins oe notorious picky about 


Moonraker, threatening 

‘water. On the forest level 

Presence of Boron Somed! 

Next, thee i.e fleeting cameo of Mayday (View 

to. kil and onthe ral level shelve hat 
‘throwing Oddjeb from Goldfinger. Wi 

Blofeld should have no need to complai 


Bond faces Bones’ kalfey greetings. 
Wi Jim avert Jews’ groping mechanism? 
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PRESENTATION 
eyed a 

soot ted ng 
soot 


You ore admiting my eth | 
woth ouffrthet kg aioe. 

Bs Substitute prs for prison 

ers, guards for allens and you : 
{got the general GI 
ive mate fs reminiscent, 

mia be a ctncdencs of soi tn 
course. Sadly though, this is caereicone 
an inferior Alien 3 the eve nigel 


lgraphics are not so much bad ‘Foote tion 


Jas erratic in quality and pee yc) ond ep 
colouring. The animation on ow ge 

[Bond is okay, and the back- 

[drops are fine, but on the 


whole the effect is bland. The 
[sound is well done. Where the 
[game foils is in the control of 
[Bond himself. Fast respon- 
siveness is essential to games oe 
of this type, but too offen | Aepper ne ond 
found 007 foo slow on ladders fe. 
lor jumping out of doorways. 
ical, it's the extra ar 
[mation on the main sprite 
that seems to slow his reac- 
tions, In its favour ! have to 
say the game improves after EE 
the frustrating first level, and PLAYABI 
still retains @ high level of ATA 
challenge. But there isn’t as enor 
Imuch pace, nor half as many [my spikes, 007... donee rons, 
levels as there are in Alien 3. Sibig od shot 
If this dogged comparison of is 
[mine seems unfair, playing 
[both games reveals the close- 
ness of game type. James, 
Bond isn’t bad, i's just not 


ani Bond 


LASTABII 


The gon in 
hollanging indeed 
" 


Feeling old, MrEond ote ———_———————— 
dip’ Ai ebeaetae 


An overage game tha should 
dwn wll with Bond for. The 
rest of sw live without 
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POWER REVIEW 


it’s an old licence, but 
someone's gotia do it. After 


AMES BOND, A FOUR-LEVEL 
J platform game, is finally avail 

able on the Mega Dive - 
Beretta 'n’ all. And he's damn fine too. 
Not earthshattering or mould-breaking, 
you understand, just a highly polished 
platform game with all the trimmings 
and some excellent touches. 

Bond flips his semiautomatic from 
hand to hand, bangs fresh clips into the 
chamber and turks behind doorways in 
@ convincing manner. Domark said the 
man responsile for the animation on 
Prince Of Persia was involved with parts 
of Bond's programming — and it's appar 
ent. Just obvious, however, are the 


On each level locate 
and arm a bomb before 
moving on. Just pick it 
up, fun back to the 
area displaying the 
same logo and... 


sections he had no part in — the jump- 
ing technique is stilted, for example. 

On the whole though, the animation 
and gameplay are smooth, and it’s the 
little touches that make Bond as beliew 
able a5 his cinernatic counterpart. 

The four levels (and no, they're not 
enough, Domerk) take you from the 
madman’s yacht (there's always ane) to 
the heart of a top secret government 
research station. 

En route, you must battle against 
hordes of gurtoting guards and save 
numerous sultry (and adoring) women. 
The aim of all this Is to rescue 


..Drill him right between the 
eyes. With any luck he'll drop a 
fresh clip for your gun and then 
you won't have to feel bad about 
wasting bullets. Good, innit? 


The first boss you 
come across is Jaws. 


Check you've got a full 
efip and let him ‘ave it. 
Otherwise you'll end up 
with egg on your face 


for added healthy bits 


Professor Michael Jones and his be 
ful daughter Susan from the 
clutches of Bond's arch rival. 

On the way you'll meet Jaws (big 
dude with teeth), Mayday (tall girl with 
Stilettes) and Oddjob (short guy with 
hat). Hmm, very odd, because in the 
films there’s about 15 years between 
them all. Stil, the platform action gels 
together pretty well, 

As do the music and sound effects. 
The Bond theme is there in its entirety, 
and Domark have also written a handful 
of well-groovy tunes to accompany the 
action. Best audio “moments” are when 


you free one of yer women — you're 
treated to an eversorisqué squeal of 
delight fram the girl — or clamp down 
Stairs with all the grace and subtlety of 
idebeest. 
secunty guards are quite 
ch one you kill drops an 
18-round clip for your gun. Very handy — 
you need armfuls of the thinj ist to 
make it through a level, Still, it'd be nice 
if the guards appeared more randomly, 
‘cos once you know their sequence you 
In shoot “em long before they appear 
onscreen, When they do get a shot in 
though, just make sure you're no 


On the last level, and you're dead close to rescuing 
your final woman. Set deep in the heart of a Government 
[Research Station, that Government has seen fit to hang 
Rocket motors from the ceiling. Strange, eh? 


This is the way it should be done. 
Avoid Jaws’ gnashing teeth, feed him 
a load of slugs and down he goes. 
Grab the heart icon he leaves behind 


When times get tough and It seems like no-one 
else can help, lurk behind a doorway and wait for the 


‘enemy to come to you, and... 


TERNATIVES 


ear a ledge, otmervese tho mpactil ings and more alts 88 you go, 
many blast you over the edge. Fast uve Bond eve. 

tung or purping.sbould get you On the whale, releasing the women 
rough, and you can nays ue a very prowes mor of challenge than blowing 
‘Sonesque upordoun seoling ew tho plese up, beesuse theyre ahrays 
‘ve whats around. ‘tuck in extraordinary pabes tke down 

ach eel a st pata: fe mine sas or up ees, 

time bon, fd the ager port. plant James Bond can take upto fe Nis 
the bomb and run = al he while ese on his enxay meter, but he shoul fl 


thom srthing oer bo pltins Wg, 
‘en don ne goes. 

There's lots of ett o dota in 
‘be sesnery (and the game as whl, 
bat undomath the git James: Bon 
suffers trom being to easy and “ust 
anther platform game” 

‘Doma have ted to compensate for 
‘0s by making some sections Imposst 
Be to Bet through wirout taking a fow 
Its ~ the lave sacions iy the thea 
eve, for sample — but that's ery 2 
‘heating eatin to a ssemgy inher 
fer proviem with pstormers 

More levels, more guards and harder 
osaes are what James Bond noeds 


Lateron you come across hs enemeus 
‘nots and gang he's sit of pune. ust. 
Tab couple a reads to ish im ot 
stands, fs sek and hugely adie 
ut you fr in te attri. 


tapers peace eed 
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JAMES BOND - THE 


DUEL has nothing 
“whatsover to do with 
duelling, so-we felt 
justified in olving ig to. 
PATRICK MCCA ‘A 
who has nothimg= = =~ 


to do with. 
console games. 
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MEGA ORME 
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well 
wrth « look 


Sudden changes of direct 

rather longer than normal, But 
fnce you get used tothe idea, i's 
fo big deal, There's even an 
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AMES BOND 007 


iV OAMES| 


ASTER 


‘Sega! Nintendo! Amigal Moret 


Games Master 
- Issue 3 
- Mar 1993 


ATOR CO 


Game Fan 
- Issue 1 
- Apr 1993 


"RATED BY: 


h and pish. Anothe 
nind Professo! 
Billionaire is tr o take over the 


world. Usin 


My name is Bond. James B.. . Urgh. You’ re not 
supposed to shoot me! I'm the star of the film! 


“él FOR - MEGA DRIVE 
FROM - DOMARK 


AVAILABLE - 


PRICE 
at spinswood 
studios, Bo: Hust sort him out 
You control the dinner-jacketed 
as he runs around, jumps from 
orm to platform, shoots or 
grenades people and rescues nubile 
How enlig ng 
five missions, each divided into little 


young girlies 


There a 
sub-missionlets. Of course, you get to meet and greet 
various end-of-level bosses in order to proceed. To 
help you in your quest, there are secret rooms and 
locations filled with Q-cases, These have been 
tho: tfully left by your chief-of-ridiculous-weapons, 
Q. This begs the question 
why didn’t he kill the mad genius Professor? 


if he’s been here before. 


The sprites are rather small. The Bond figure is 
neat, and es several cool things with his gun, but 
he’s not as responsive as he should be, and the game 
soon becomes a long haul through the levels, punc 
tuated by annoying mistakes and plenty of dying 
James Bone 
pointment. It’s the sort of platform game you'll have 
seen a thousand times before. It just doesn’t shine. 


The Duel is something of a disap 


END MARCI 
£35.99 
STOP 


OVERALL 


What makes this game 
special? What sets it 
apart from the rest? 
What individual style 
does it have? Well, 
none, really. It's a 
competently done, but 
there's no atmosphere. 
So this is really a case 
of James Bland. 
JAMES ® 


Keep your hands where | can see them, 


There’s no hook to grab you and haul you in (to 


torture a metaphor) 


Without doubt there are far better platformers 
around for your Mega Drive. Have a look at them 


instead of this. 


JAMES LEACH & 


Ta 


defence-less wench. One squeak and yer deed! 


REVIEWS (GAME BOY/MEGA DRIVE 81 


REVIEW RG<2T >: ci. 


The new Bond combines 
84" swell animation with huge, 

cavernous levels This 
game held my interest beginning to 
end, with long levels and a very 
challenging quest, nice detail on the 
bosses too...better than the movie, 
sorry Timothy. 


BECADT—VHILCO+T 


OO7ERATTE 


LICENSED BY TENGEN LTD. 


DOMARK GROUP LTD./EON Productions Ltd,/MAC B.INC. 

Gun Symbol Logo (© DANJAQ SA. And UNITED ARTISTS COMPANY 

COBRA.) LH-LYS—FSTEADSEGA MEGADRIVER ID 

VIHITPELT BHO BB GR SEER OR RAMBLE OTT, 
Patents: U.S, Nos, 4.42.46) 454 694/4 462,076, Europe No, e0244 


276: Hong Kong No. 88-4302: Singapore 
. 82-205605 (Pending) de 


CET) !! 


HUSHTUS 
T110 RRBARK A R4-20-6 
‘WSRABEE : 03 (3835) 7999 


4 §991425"000095' 


After playing this excellent 
§9 action game I've changed 

my mind about James Bond 
and no longer think he is a wimp, 
but a swell guy. Tengen deserves a 
silver medal for delivering a unique 
new look and a great game 


FD GEM 


P| 


~ 
eae 


movies, now 007 is on the 

Genesis. My first impression 
was that it was a Rolling Thunder 
rip-off, but how mistaken | was. The 
game sports good character control 
and colorful levels and back- 
grounds. Tengen has cranked out 
another fun game. 


'80 We've seen him in tons of 


what make this game excep- 

tional. The levels are really 
difficult and are so long they remind 
me of the good old 8 bit days. The 
music wasn't the greatest, and the 
graphics are passable, but overall 
it's got all that’s required for my 
tastes. 


1gy* Control and game play are 


< The 
Mega Drive 
Box Art 

For Japan 
Is so cool. 
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James Bond - The Duel > Domark * MegaDrive £35.99 


ny man who can get away with 
wearing a dinner jacket twenty- 
our hours a day is alright by 
us. It does make the world’s most 
famous spy stick out like a sore 
thumb though (that’s why he gets shot 
at so much by the Russkies! 


Iife official magazine of ‘TV's top video entertainment show) 


Bad Influence 
- Issue 1 
- Dec 1992 > 


There's that famous subtbow te 
combination that makes O07 a hit with the 
ladies in whatever country he's in. There's 
another side to the flash, debonair agent 
though. He would quite happily massacre 
a room full of terrorists before sipping 
cocktails with models. It's all in a day's 
work, and now you can join in too! 


Each mission begins with a tiny bit of information 
displayed to you via your wonderful gadgetry given to 


you by the top scientists back at headquarters, The Obviously enough, you control the 
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world's best secret agent needs the world's best 
equipment to keep ahead of the rest of the field. That 
still doean’t answer the question as to how he gets all 
those girls, mined! It must be the dinner jacket and 
smart English accent! 


@ james Bond - The Duel gives you the 


James Bond character as you move 

about the different levels, killing 

off any bad guys that attack you, 

and rescuing the beautiful 

hostages that have been taken 
prisoner by the bad guys. Armed initially with only your trusty 
old hand-qun, all the moves including crouching and Gring are 
simple single presses on your controller, although sometimes 
crouching down isn’t always as fast as it coukd be! Couldn't be 
simpler to operate though! 


This kind of thing is going to 
bump up your tailoring bill 
This wasn't a wetsuit before 
you got forced into the water. 
Wouldn't it be finny if you got 
attacked by loads of sharks 
now? Fortunately james is 
also a fine swimmer, and he'll 
need to be = his only 
problems will occur if he 
comes inte contact with a 
strong current and gets swept 
under the propellers! Then 
again, there's always the 
sharks! As you can imagine, 
that will bring our sexy super 
spy to a messy ending 


opportunity to li 


JAMES BOND 007 «THI DULL (6 srt version) 


James Bond - The Duel + Domark » MegaDrive - £36 


JAMES BOND 
-THE/DUEL 


b the life of the super cool espionage king himself. 
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James Bond - The Quel - Domark - MegaDrive 635.99 
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DD Certainly not the best platform romp available on 
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JAMES BOND 007 - THE DUEL (16 arr version) 


+ James Bond - The Duel - Domark ° MegaDrive €35.9 


eilallails Hella taal la ial 


Playabilty 85% 


the MegaDrive but it's still very good in its own right.° 
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IKE? AND 


courage leapt 


Mega 
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GAME REVIEW 


O 


The man who swore he’d never 
say never again... and then said it 


anyway, the man with the slick and 


astonishingly oily, er, English charm, is back. Yes, 007 
is here, but only to do some prancing in a rather 
uninspiring platform game with Neil West 


@ really should know better fora 
man of his age. Shouldn't he 
seriously be considering making a 
will or gomathing? Perhaps he 
should even be putting a sensible down- 
payment on 4 country cottage or buying an 
expensive and attractive range of tweed 
jackets? [t's even been suggested that he 
should be taking oul funeral insurance. But 
no, instead he's kept his lust for excitement 
and his unquenchable thirst for the 
irresistible sleaze and glamour of danger. 
And besides, he's James Bond — we all 
know he can't dis, anyway. 
This man has to breve the mortal 


number of guys in unifarms running 
backwards and forwards, The second 
thing you notice is, as you climb the first 
ladder and casually mince along the first 
platiorm, you are duly shot in the head by 
@ guy In 2 uniform. This is where you 
realise that things have to be approached 
a little more furtively 


GIRLS, GIRLS, GIRLS... 
The “things” in question on the first level 
ara three girfie hostages, who have bean 
tied up and forced to listen to Brian May 
songs, before being dumped in 
annoyingly random areas across the 


Setermination of lavel. As you 5 
Mernational chip away ne 

drug-rings led by Hell, it’s just through the JSCORE SF. 03S 
ruthless and levels, the We ost eee 
poet all too familiar ::::::\.. 


maniacs. He 
gets to roll around huge four-poster beds 
with some of the most exotic and 
captivatingly beautitul women In the 
world... before killing them. Now, a8 # all 
that wasn't enough, he's got to put up with 
Starring in a relatively bog-standard 
platform game. 

OK, so, you fly in on your trusty jet- 
pack, and it's time to face level one. The 
first thing you notice is the alarming 
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need to rescue 
increase in number and are stashed im 
more inaccessible places, 

Bond (who, incidentally, takes the the guards with a well-simed slug. When 
Timathy Dalton guise for this particular an enemy agent is dispatched, he will 
@dventure) has plenty of athletic stunts usually leave behind a highly convenient 
with which te impress and baffle the extra cartridge of ammunition which can 
enemy. Aside from trotting around at a be used to increase the firepower of your 
fairly healthy pace, he can alse swim, jump own weapon. You can fire in six diractions 
end hide in doorways and niches, readyto and—in a realistic, but potentially lethal 
leap out at the last second and surprise touch = you often need to stand around for 


“AH, I'VE BEEN EXPECTING YOU, MR BOND” 


The blonde ¢ stress. Thank 
goodness, only one more babe to 
gallantly rescue... 


You've only got three lives left, so you'd 
better take extra special care 


Hit points rem: ing. Another four 
knock downs and that's it, you're 
history, matey 


Cartridges of ammunition remaining — 
you're still doing alright for these, 
thankfully 


Grenades. You should try to save them 
for the end-of-level bad guys. Looks like 
you're rather snookered 


“Eat lead, sucker! Hang on, I'm 
dames Bond, not Mel Gibson” 


A big problem with the game, particularly on level two, is that you tend to 
fall into deep pits with ruddy great spikes at the bottom. You must jump 
over these pits to avoid the spikes, or you die 


asecond and change your cartridge, 
giving any baddie in the vicinity plenty of 
time to get in a shot of his own. 


It Always ENDS 

IN T 

Now for S a news, At the end of each 
laval you have to face the might of one of 
the famous Bond arch-enemies like Jaws, 
Odd Job or Bones iin a vicious fight to the 
death. Here, the idea is to wait until tne 
baddie straps you onto a table with a laser 
going down the middie, before he gives 
you an in-depth explanation of his 
dastardly plans while you throw in a corny 
line or two, No, actually you have to shoot 
him = more than once, about fifty times 


Now and again, one of these 
indigenous people crop up and lob 
knives at you, ¢0 watch out 


JAMES 


BOND 6067 ; THE DUEL (76 BYE VERSION) 


THE FIRST LEVEL - A WALK THROUGH 


Find Jaws and shoot him four or CARTRIDGE: (1: 


Soft aboutturn and shoot nmin (RQ Co aaa 


Folexng aroun, pking up things 

taking them to carta sections ofthe 
“Think tka this — you nn, you 

Jump, you shoo! someone, you avoid 

fencane, you gt shat 

«ari i the bom, you fn 

you pant tb bom, you il 


“Don’t believe 
the hype. This fe 
¥ 


ordinary” 


nt ineredibly wellrawn intro sereen 


Wz fake 
: DUEL eda al 
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REVIEW 


FORMA 


M-BITS: CART j 
— — 


PRICE: £39.99 


SKILL SETTINGS: 3 


or the Attention 


of M, British 
Intelligence, 
Britain. From 
James Bond. 


Sorry to bether 
you, old chap, but P'm in a bit of 
a fix. Let me start from the 
beginning. 


There | was in Hong Kong, 
embroiled in espionage activities 
when | decided to stop in at an 
Oriental tavern. Ordering my 
usual vodka Martini, | took a 
booth im the corner where I 
overheard the group of people 
behind me. it was my old rivals 
Odd-job and jaws having a nat- 
ter. I've never heard them talk 
before and | was surprised at 
how high Odd-Job"s voice really 
is. The gist of the conversation 
was that Blofeld, my arch-foe 
has banded my finest opponents 
together on a remote island 
fortress and hopes te lure me 
there with captured girts. 


| can’t let those poor damsets 
fall into that foul ogre’s clutch- 
es, so I've warmed up the rock- 
et pack and I'm going in. It's 
Probably going to mean negoti- 
ating loads of scrolling platform 
levels, swarming with baddies, 
but that’s a risk I'm going to 
have to take. | may not make it 
this time, but if I die, it'll be for 
England, 


Give Moneypenny a kiss from 
me. James, 


snes 


PLAYERS: 1 


ome! 


GAME TYPE: PLATFORN 


vier) 


CONTINUES: HOWE 


SHAKEN, NOT 
STIRRED 


IM A CRUEL TWIST OF FATE, JOHM, PAUL, GEORGE 
AND RINGO REMATERALISED WITH DISASTEROUS 


rmed with nothing more than jesuirs. 
his trusted Walther PPK hand- 
gun and standard issue tuxe- 
do, Bond has to infiltrate four 


separate areas of Blofeld’s 
fortress, freeing the bound and 
gagged Bond girls along the way. 
Here’s a rundown of the various 
levels which we acquired from a 
stolen microfilm. 


So YOU THIMK THIS IS MY BETTER SIDE THEN? 


JAMES BOND 667 - THE DUEL (76 BYE VERSION) 
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JAMES BOND 007 + THR DUR. (ig arr ven sion) 


‘ged bower hat, e's back to nah the fb aed what an 


I's comment 


appointing licence 
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Sega Force 
-Issue 13 
- May 1993 > 


An evil mastermind, Professor Greypen, has dreamt 
up a fiendish plan to take control of the world’s gov- 
emments. He's constructed an artificial island some- 
where in the Pacific Ocean 

From his lair, he plans to launch a space shuttle 
containing a deadly high-powered laser station. From 
there, it will destroy any target on Earth at Greypen’s 
command (what a rascal! —Dep Ed) 

Many agents were chosen to visit the island and 
blow up the shuttle. All the agents have been termi 
nated, except one... James Bond, 007! 

As Bond, you visit Greypen's research ship, the 
jungle, the inside of a volcano and the shuttle bay 
itself, En route, shoot Greypen's henchmen and do 
battle with the likes of Jaws, Bones and Oddjob 


BEN SAYS: ‘This isn't a bad game. Most of the 
levels are pretty tough. It manages to create the 
atmosphere of the Bond films. 

‘James is nicely animated, although a touch 
difficult to control in places. The graphics as a 
whole are excellent. Detailed backgrounds and 
smart sprites. The Bond theme music's there, 
along with several good spot FX and other tunes. 

‘There are only a few levels so you might fin- 
ish this fairly quickly. Nevertheless, it's a good 
shoot-'em-up/platform affair. Worthy of any Bond 
fan's collection.’ 

BEN’S RATING: 81% 


@ PRODUCER: DOMARK 
@ MD: MARCH/APRIL 
@ PLAYERS: 1 @ PRICE: £39.99 
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Shaken not stirred! Sounds like 
the SEGA FORCE lads after a 
night on the town! Domark bring 
the dashing dude to the Mega 
Drive in fine style. Hang on a 
minute, what's Grace Jones doing 
here?! 


Sega Force 
- Issue 13 
- Jan 1993 


hose Putney perits, Domark, are renowned for 
their James Bond tie-ins. The Duels their first 
crack at a Bond Mega Drive title. 

This one’s not based on any particular 007 movie. 
Bond's arch-enemy has marshalled his forces for one 
last attampt at world domination. To add insult to injury, 
he's kidnapped one of Britain's finest academics, 
Professor Michael Jones, and his daughter, Sarah, along 
with a bevvy of buxom beauties. 

As a@ suave, sophisticated Timothy Dalton wannabe, 
you must rescue the hostages held on an oil tanker, in a 
jungle, volcanic cavers and a space shuttle. In Level 1, 
for example, you race around a tanker saving hostages 
from a tate worse than death, find and plant a huge 
bomb and get olf the island as fast as your little legs'll 
carry yal! 

The enemy complex is full of platiorms, ladders and 
security guards with murder in mind, Use the weapons at 
your disposal to blast the pooh-pooh outta them! 
Climbing ladders is easy. You can slide down ‘em if 
there's a baddie on your tail. 

Not content with small minions, the villaiin's placed big 
basts at the end of each level. Jaws (of Moonraker fame) 
appears at the end of Stage 1. In the forest section, Live 
and Let Die's Baron Samedi blasts onscreen, wielding 
knives like thera’s no tomorrow, There's a fleeting visit 
from Mayday and, on the final zone, good oki Oddjob 
from Goldfinger makes an appearance, hats and all! 

Fighting, shooting, swinging on vines, leaping “—/ 
lava pools — Is there nowt Mr Bond can't do? oe 


"Ade smiles... IT OFFERS A GOOD CHALLENGE’ 


omark produced James Bond: 
The Duel trom start to finish, 
by thelr own botfins at 
The Kremlin (sic). What a jolly 
decent job they've made of It, too! 

The first thing that hits you is presentation. 
The title screen's pretty impressive, although 
Timothy Dalton may sue on the grounds of 
ugliness! He's a little squashed! The map screen, 
mission details screen and high score table are all 
falrly silek. 

The graphics are bold and colourful, The main 
sprite’s a tair representation of the ultra-cool hero. 
Folk walked into the room while | was playing The 
Duel, saw what was happening and cried, ‘Oooh! 
Is this James Bond?" 

There are only four levels but gameplay and 
visuals would suffer It more stages were included. 
Domark have changed the game slightly since we 
previewed It — the first level's a touch trickier. 
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Animation’s not the best I've 
seen and Bond doesn't move as 
quickly as I'd like, but frankly (his 
name's James, not Frank! —Ed), this 
isn't a disaster. 

it offers a good challenge and it 
wasn't long before | was engrossed. | 
like the way James uses the scenery to 
his advantage, hiding in doorways and 
tree trunks to avoid the guards — a 
great idea! 

There's something for both 
plattorm and shoot-'em-up 
fans here. Shame about the 
lack of levels, but then I'm a 
greedy little beggar! 

Gimme a Walther PPK, 

a full ammo clip and a dry 
Martini and I'll be happy! 
ADE 61% | 


JAMES BOND 007 - THE TOUEL (6 BIT VERSION) 
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‘Above: James ds equa oe Hough he oka on 
‘lower level Ls a1 ee bom tat hang am he 
tide of he cc. Make sure you bls! hat bod ey ft. 
"You moy fine wear and mee he shrkst 


PRESENTATION 


yp he 
‘enka, the fright hee. a a 


‘GIRLS: Somes kes his women! Ox ‘Above: One ol he lever ics he programmer hove 
‘oth evel here re diferen!namber indded is Bond's ably to hide in doorways: Ha nosty 
‘of beoves orice. Run ort hem best ree onscreen, be wen' spol Jomes. Now cme 
‘nd Ten ti sighs feel ‘xt of iding ond bls hit on KABOOM 


‘GRENADES: ooks ke Bond got 
mashed belore he picked vp the 
‘grenades They come iso suse 
Type container Lied wp 


SECURITY GUARDS: Thee nasty 
pieces of work srl around ring 
‘wily nil Hem a couple of mes 
‘od grb her omme 
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AMES BOND 007 * "THE DUEL 1é BIT VERSION 


uw Bond has been captured by ue to é jot of iega’ spagnet 
Professor Gravemar while ti in America a 
> snooping = around ~— his Deen adie 
ey —_—Catibhean island. After a brief Bond films 
Ail Was reVe 
Straggle aad some very un- summer of 1965. Not p 3 
[4 Convincing fighting, Bond ts lack of material for gam 3 
brought before is deadly Domark have jursped in a n 
a enemy... @nd and produced an o 
“fh, Mr Bond. We've been game, with nat in f 
expecting you.” includes all the oid tay 
men 
< “Don't they all.” Thought The game opens with the ta 
Band. far O07 loge sliding ao# 
o “Shortly, | will activate my Scresn and then the the sore 
wi brand pew cloning device and fades in, aa e be Y 
poor picture Timothy 
eens Sree ae Dalton. I'm sure thal a 
= friends. They will protect me digitised picture woulan'l 
while | launch my satellites have besn too difficult io 
into orbit. Once in place, they atlain, because the 
will hold the whole werld to artist's Grawing makes the 
ransom.” Jibbed Professor newest Bond look like nes 
had extensive piastic surge 
Gravemar, smiling far too betore sitting under he hol 
much to be sane. sun for a few i 
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ot damage, i war oui and Keep shonin! 
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Si CaN gel On the Gid Nervws after 
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TRE game is 4 vatani to Mowing 
Gul wilh Nostages (ney re 
) foggy bondes wearing rmimi- 
sxits.). A Ceftain mumnber ot them 
TS! Se fescued belore you can 
Make your Way TO Te exit 
and Oefeat «the level 
Quaidian betore the whole 
Place goes up IN smoke 
Bond is animated well 
aNd 1uns, leaps and sum- 
meéer-saulls smootnty 
around the scréen. He 
wears 4 Diack Tuxedo 
fo doubt ne's had to leave 
(6 lOtal Casing in a Dit of 


4 Hurry — and is carrying his Walther 
PPK which is put to very good use 
through the game. 

Each level is set on a different part 
of the island and a map of the atore 
Mentioned island is shown before 
Starting each. The first stage takes 
place on a4 Juxury cruise ship which, 
for some reason, has been kitted oul 
with more missiles and guns than the 
entre US army! These don’t fire at 
you, but the numerous guards will | 
Kill one with a well placed shot and | 
Ne May drop a spare magazine clip 
for your gun. These are automatically 
pracd up by Bond as he passes 
Wer nem, allowiny you to keep your 
Syes On hs rest oF ING SC) Ls. 
Backgrounds wary from vey 


eg” WH Guede 
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AMES BOND 007: THE TOUEL 6 srr VERSION 


simole to infricala. but all are wel 
Grawn and inarart with the games 
thames. Sound FX are @ bit on the 
sparee ed0, bul are almospnen ana 
‘lear the gun shot ellct is one of 
the nicest ve ever hear 

‘What a shame ts, then, when the 
game 1 at is vory best, jusirating 
‘nd cfficul, There Is no "easy" sale 
ting and all the other choices wil 
leave. you tearing you hair out 
Jumps Semelimes have to be phe 
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It By the tee youve. tied around 
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‘gan the final bate with Prot 
‘Gravemar i exeting and this afi 
‘oy Domark must rate as the best 
‘Bond game fo dat. 

(© bon “Pury Gert” Bai, 


JAMES |BOND, 
+ THE DUEL 


QUAN 


CART SIZE.....8Mbit 
PLAYER, 
STAGES. 
SKILL LEVELS 
FEATURES . 
CONTACT 

Domack ¢) (071) 7802222 
BSP AMA 


wa 
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BANERLAY 


A Mien ttn bis 


PRC )SCORE 
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Ht may havea ew flaws, but th 
ogcin we don't ive in perfect 
word da we? 
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JAMES BOND 007 - THE DUEL (16 BIT VERSION) 


JAMES BOND: THE DUEL « 


The man who dices with 
death for Queen and 
country on a regular 
basis is back in a new 
adventure. No, it’s not 
e Paul Gascoigne, it is in 
Sega Mega Drive i 3 = hA | fact Bond, James Bond 


Advanced ..-and it all has nothing 
Gaming to do with a film! 

- Issue 5 

- Jan 1993 
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JAMES BOND 667 - THE DUEL (76 BYE VERSION) 


JANUARY « 


bikini-ciad Ursula Andre: 
stopped trom the 

in Oro, the 

Ina celebration of this 
anniversary Domart has 
Gecided to unleash the 
World's most famous secret 
gent onto the Mega Drive 


Get ready for 0071 


hioned jump ang 
shoot game stil hack it on the Mega 
jameplay stil 


alone 
inits convictions? What do think of 
itthen? You'l have to wait unit the 
fend for that I'm 
The four lewis of 
James Bond. The 
Duel set in and 

around yet 

Caribbean 

pit Bond 
his arch-enemy 
Bloteld.  Aztion 


and predictable guards 


ofthis and every other Grace Jones in the f 


too atten, set 
the level and get out. As you see, al 
fairly simple stutt ar 


HMM, NICE TEETH! 
All four levels feature a tamous 
Bond enemy, cloned under dur 
by the kidnapped 
is the ubiquitous Jaws. He's not the 
person to kill, in fact the 


re more ofa problem than 


If you should happen to fal into 


his clutches he'll thratle you 2 
and chuck 08rd, 
against the 


ropical jungle 
Bor 

the chap In Live and Let Die w 

had half his skull Blow 


front him though, but ¥ 
have to mess with this grenade 
singing, bullet firing helicopter 
thing before you can escape. 
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JAMES BOND 607 - THE DUEL (26 BI VERSION) 


JANUARY « £39.99 


1 James Bond: The Duel is 
yr younger Mega Dri 
those who are new tot 

with no experience 


gaming, 
Unfortunately it 

iy ever be ight 

one Who 

“has experience of 
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JAMES BOND 007 : THE DUEL. (16 BIT VERSION) 


Sega Pro 
- Issue 46 
- May 1993 
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GENESIS 


PRO REVIEW 


007 is back in action and 
Wwe 7 ready to save the word 
ni once again. Play the wily 
Bond in a deadly game of cat and mouse 
that has world security as the stakes! 


Bonds Have More Fun 

James Bond 007: The Duel is a one- 
player, side-scrolling, action/adventure 
cart that teams Rolling Thunder-style 
run-and-gun action with impressively 
smooth character animation. As Her 
Majesty's Number One Secret Service- 


man, you must free a professor and his 
beautiful daughter (of course), who are 
being held hostage by a mad scientist. 


If you think the James Bond movies 
always end too quickly, you'll be right at 
home here. Basically, you gunfight 
through only four Missions that take you 
to a Super Tanker, a jungle Hideout, Vol- 


Saving Bond 

You're equipped with a Walther PPK pis- 
tol, an awesome somersault jump, and a 
tuxedo. You supply the famous Bond 
attitude. On each Mission you must res- 
cue a Certain number of female hostages 
and disarm a bomb or two. You shoot it 


canic Caverns, and the Space Shuttle. In 


these sprawling stages, you see more 
bullets fly than at a shooting range. 


out with an army of fast-moving, cold- 
blooded killers in uniforms. Thanks to the 
mad scientist's cloning machine, you 
also encounter some famous old foes, 
such as Oddjob, Bones, Jaws, the 
Voodoo Doctor, and Yoyo. 


Bond Bombshell 
Sean Connery? Roger Moore? Timothy 
Dalton? George Lazenby? It doesn't matter 
which Bond you prefer because the sprites 
in this game are so small you can imagine 
you're playing any one of them. However, 
your Bond's animation is absolutely grace- 
ful as he leaps, climbs hand-over-hand, 
and flounders wildly as he's eaten by 
sharks. Little touches, like moving his gun 
from one hand to the other when he turns 
or reloads should be well received, 
Although other Bond songs may 
have received Academy Awards, the 
music in this cart won't. The shooting, 
bombing, and other sound effects, haw- 
ever, are clear winners. 


PPL AIL AEE ALL APL AVL ADL AVL ACE ABs 


Gentiemen Prefer Bond 

Allin all, James Bond 007: The Duel is a 
good action cart, although you won't 
need a Gold Finger to finish it off. You 
only get three lives and one continue. If 
you can take that kind of heat and return 
it, this cart is an easy target. Play on the 
Manic difficulty setting (there are three 
settings in all) to earn your license to kill. 


James Bond 007: The Duel by Domark 


A Sound Control «= FunFactor Challenge 


45 0 


OL diate 


Available now 
One player 


THE 
DUEL 


Hey, now it’s your turn to be James Bond! 
All you have to do is rescue hostage 
scientists from a Caribbean island. 

Defeat a mad professor and 
his ruthless army. 

Take on all of Bond’s 

old arch enemies. Enter 

a volcano. Blow up an 
enemy space shuttle. And 
of course, save the world. 
That’s not too much to ask 
of you, the world’s greatest 
secret agent... is it? 
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1995 | TIGER ELECTRONICS 


In 1995 there was a new James Bond with the 
brilliant Pierce Brosnan and there was a new 
resurgence for Bond on the back of the fantastic 
film Goldeneye. Sadly, for gamers who wanted to 
play their favourite Spy hero, the only Goldeneye 
fix you could get at the time, was the 007 
Goldeneye LCD handheld by Tiger Electronics. 
Cheap and cheerful, dedicated handhelds with 
LCD displays were all the rage in the 90’s and 
many of the films of the day got turned into an 
LCD game. These are highly sought after by 
collectors, as although not the greatest games 
out there, it has an undeniable charm to them. 


Via MAME you can play it with or without the artwork 
and really see the detail of the LCD sprites. 
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You Tuber Gonaone, shows video of the original 
hardware. | have included his full You Tube vid 
in the link top left. 


007 GOLDENEYE (I CD Cc ts AME) 


| Thankfully these days you can play the games online or via 
an emulator in MAME, so you can first-hand experience, 
what us poor 80’s and 90’s kids had to put up with, back in 
the day. 


The game manual has five missions and are all pretty 
much the same style of gameplay modes, with some parts 
turning to a tank level. In addition to the handheld mode 
Tiger Electronics did 

release a grip variant that —. 
Was shaped like a gun, it 
Looked cool, but was 
tougher to control. 


Via MAME you can play it with or without the artwork : ; 
this lets you real see the detail of the LCD sprites. Overall an interesting 
memorabilia oddity, that 


Is a nice addition to any 
James Bond video game 
collection. 


Bond can kick, punch and shoot his way through waves of henchmen. It is surprisingly 
fun, despite the simplistic gameplay. 225 


1997 | NINTENDO / RARE 
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TGiven you are reading a book about James Bond 
video games, chances are that you have played 
the N64 version of Goldeneye, released in 1997. 


| remember the first time | saw this game; | 
couldn’t believe what | was seeing. Sure in 1997 
| was already an avid first-person shooter (FPS) 
lover on the PC, with Id software and 3D Realm 
games leading the way. Sure, games on my 
consoles have titles like Exhumed/Powerslave 
and ports of PC games, that showed the genre 
could work, but they were for the most part not 
offering anything new. 


When Goldeneye came along, it was quite a 
revelation. With so many cool touches, like 
sniper rifles, zooming in to take out the enemies. 
The multiple injury and death animations, 
depending on where you had shot the enemy. 
Great varied missions. Not just getting keys, but 
blowing up chemical storage units, placing covert 
modems, shooting out cameras, and of course 
protecting blimmin’ Natalia, who seemed to have 
a death wish. 


The game had the perfect design, with three (well 
technically four) difficulties, with Agent, Secret 
Agent and 00 Agent. Then if you completed all 
the levels and two bonus levels you would see a 
007 difficulty, that allowed you to tweak every 
aspect of the game, such as how many hits, speed 
and observability of the enemies. 


After playing the remasters or via emulation, 
playing the game on real hardware is a 
real shock. Still plays well though. 


The Facility level is my favourite level in the game, 
considering the limitation of the N64, its truly 
astounding what the team managed to achieve. 


GOLDENEYE 007 


ow 


The snow and the blur, actually adds to the 
Atmosphere in the game. 


On real hardware, the N64 sure does look blurry. But 
it was very impressive for the time. 


The game has brilliant level design, with so much 
variety to the levels.. 


It’s this which | adore about this game, not only does it 
have some of the best single player levels ever conceived 
in the genre, but it encourages and welcomes 
replayability. It does this by offering more mission 
objectives, depending on the difficulty, so it makes you 
want to beat each level. Then it also gives you cheats 
(separate to the main game) as rewards for speed running 
a level within a set time. Accessing the cheats via the 
cheat menu, is so much fun. With daft ones like DK Mode 
(Donkey Kong) that makes the enemy heads bigger. Or 
Tiny Bond, or Paintball (giving a bright paint splodge and 
colour to all your shots). To more traditional cheats, like 
invincibility, extra soeed and few extra guns, such as the 
Golden Gun or the Moonraker Laser. 


Then you had up to 4 screen multiplayer. Sure, you could 
feel the N64 struggling, but being able to play up to 4 
player deathmatches, by using the N64 four ports and a 
single TV was a revelation, and for many gamers, their first 
experience of playing Deathmatch games against other 
friends. Just as long as no one played Oddjob, as his 
smaller size, gives him an unfair advantage. 


Oh, let’s not forget the music, the catchy play on the Bond 
theme, perfectly accompanies the onscreen action and 
draws you in to the atmosphere of the game right away. 
Plus, the pause music, | can listen to that for hours (and 
have done so, on more than one occasion). 


Playing the game today, and especially on modern 
hardware, and you will be surprised how well this game 
holds up, with the varied levels and missions, keeping you 
addicted to the end. Just avoid playing it on the Nintendo 
Switch as they really messed up the recent port sadly. 


Overall, it’s a gem of a game. Although many who are 
used to more modern FPS games may struggle here, with 
the older game mechanics. There is so much to enjoy 
here, and | urge you all to play this today. 
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GOLDENEYE 007 


The Rare offices, sit in a quaint and quiet 
little English village in Twycross Leicestershire. 


The former farm, is a beautiful cluster of 
Buildings to work in, to create such 
amazing games. 


The Stamper Brothers, have been so important 
to the gaming world, from their early days as 
Ultimate Play the Game and of course Rare. 
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MLAKING OF GOLDENEYE 007 


Made by Rare, a company in  Twycross, 
Leicestershire in the UK. Rare, owned by 
brothers Chris and Tim Stamper, were already 
considered one of the best developers in 
existence. With a long history of making games 
on the humble Spectrum as “Ultimate Play The 
Game”, through to working with Nintendo and 
creating some of their most beloved games like 
Donkey Kong Country, Banjo Kazooie and 
Conker’s Bad Fur Day to name but a few. 


So, it raised alarm bells, to those in the know, 
that the game would appear a full two years 
after the film had come out, missing even it even 
being released on VHS. Those industry insiders 
would have been even more aggrieved to find 
that Goldeneye was made entirely by an 
inexperienced Rare team, who apart from their 
project lead Martin Hollis, had never made a 
game, and he had only ported Rare’s beat ‘em up 
Killier Instinct. 


So, in 1994 when Nintendo got the licence for 
James Bonds film Goldeneye for an incredibly 
cheap price, they naturally offered it to their 
second party favourite company Rare, whom in 
the eyes of Nintendo and the world, could do no 
wrong. But when offered, for many working at 
Rare attaching themselves to a film licence, 
where there was a pretty poor back catalogue of 
James Bond games, proving how difficult it 
would be to capture the magic of the Bond films. 


So many of the most experienced members 
turned it down flat, keener to work on their 
original games. But before passing up on the 
title, The Stamper Brothers (owners of Rare) 
reached out to everyone at the company to see 


GOLDENEYE 007 


Martin Hollis (circa ‘97), despite hardly any video 
game development experience and not long at 
the company. He managed to become project lead. 


Martin Hollis had always been a huge Bond fan, 
here is a screenshot of him pretending to be 
Bond as a kid. 


——SSeyEmE =) 
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Martin Hollis, became project lead on GoldenEye. 
Despite having only ever ported Killer Instinct. 
On to the Gameboy, SNES before. 


Step forward Martin Hollis, a technical 
programmer, ambitious, young and keen. Whom 
had only helped work on their Killer Instinct 
game, a fighting game. But he had been a mega 
fan of James Bond since he was a kid, and so was 
desperate to be given the opportunity to make 
the ultimate Bond game. 


Once given the green light, Martin hired a team 
of inexperienced, but immensely talented and 
passionate individuals to work on the game with 
him. 


The game had started life as a Virtua Cop style, 
3D on rails shooter. But in their initial trials, it just 
wasn’t fun to play. But they realised, with the 
fantastic game engine built by Mark Edmonds, 
and the powerful hardware, it meant they could 
actually do a free roaming 3D environment. So 
armed with the newly designed for 3D, N64 
controller. They could finally allow console 
owners for the first time, to experience the FPS 
genre properly on a console. 


Working for Rare and via Nintendo, was a 
fantastic environment to make the game as good 
as it could be. Nintendo have always had the 
philosophy, it’s better to never release a game 
than put out a bad game and lose your 
reputation. The Stamper brothers were the 
same, so they gave this team the time to learn 
and grow the game. To make it the best it can be. 


Adding in explosion effects, multiple enemy idle 
animations and death animations. (You haven’t 
lived, until you have shot a hat off an enemy, or 
watch him clench his ass, when you shoot him, 
where the sun doesn’t shine). 


But they also came up with so many cool game 
design ideas, using silencer guns to not alert 
other enemies. Taking out the cameras or 
alarms, to limit them noticing where you are. 


229 


GOLDENEYE 007 


The small Goldeneye development team 
proudly show off one of their many awards. 


It is amazing that the multi player component 
of GoldenEye was started only months before 
it eventually shipped. 


The stand at E3, where the public first 
got to enjoy the game GoldenEye. 
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Adding stealth elements, not realised in FPS style 
games such as this. The team was young, single 
and dedicated, putting an average of a hundred 
hours a week. But such was their scope and 
expansive vision, that they were taking years 
longer than expected, and still no end in sight. 


But almost three years of development, even the 
ever-patient Stamper Brothers had to bring the 
team together, and remind them, this wasn’t a 
university project, but a commercial endeavour, 
that needed to deliver something. 


So, you can imagine in April and May 1997, a 
mere few months away for when they planned to 
release. When the team saw other N64 games 
released do split screens (such as Mario Kart 64), 
utilising the four player ports, they knew they had 
to implement this feature. But with already such 
huge delays, and the Stamper Brothers and 
Nintendo, understandably losing their patience. 
How could they suggest adding such a integral 
and complex addition to the game so late in the 
day? 


The answer was taking a leaf out of James Bond 
with subterfuge. That’s right, Martin Hollis and 
the team, simply decided not to tell anyone and 
develop it anyway. Only showing when the head 
of Nintendo of America came to check up on 
them, showing it fully working on a N64 with four 
plugged in controllers. 


It would be this multiplayer element (that nearly 
never was), that would turn out to be the secret 
sauce of the title with gamers. It is an interesting 
“What If?” the multi-player was never released? 
Would the game be the same cultural 
phenomenon, it came to be? 


GOLDENEYE 007 


In mid-June 1997, the game was done and had 
been testing incredibly well at Nintendo, and the 
team was excited but tired. 


Only one part of the game had to be pulled. 
Originally you see, they had included the four 
main Bond in the game (Sean Connery, Roger 
Moore, Timothy Dalton and Pierce Brosnan), but 


A OR fae 


E3 in 1997, showcased GoldenEye first to the Sean Connery, still bitter with all things Bond, 
world. It was met to a hugely positive refused to allow his likeness in the game, so this 
reaction by most people. had to be dropped. The Rare team did one last 


final multi- play gaming session between the four 
Bonds, before they removed this awesome 
feature forever. So who won? We shall never 
know. But we do know, that somewhere out 
there is still a cartridge out there with the four 
Bonds on there. 


Now it’s the 19th June 1997 and it is E3 in Atlanta, 
where the world first got to see Goldeneye. It 
looked great and the small stand was packed solid 
the entire time, with people playing the game. 
The team began to see, they had something 


A representation of what the other three special. 
Bond characters would have looked like on 
The N64, The game finally shipped on the 25th August 


1997 to rave reviews. Sales though started 
modest (not surprising for a game based on a 
two-year-old film). But through word of mouth, 
as more got to experience the game sales would 
grow, eventually reaching over 8 million sales. A 
phenomenal achievement, especially on a single 
console. 


It was the game of envy for PlayStation owners 
everywhere (a nice feeling as | had an N64 and 
Saturn, and my flat mate owned the PS1.). 
Waawill never know, who wasthe best Bond, Naturally with people recognising how truly 


who played that night? Who do you think ground-breaking this game was, the title 
would have won? deservedly won every award going. 
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BUY 
GOLDENERA 


DOCUMENTARY 


ps BEST DOC ON 


ORAL HISTORY 


OF GOLDENEYE 


“PERFECT 
“DINK. — 


a 


Set in the future, “thre 
game is amazing & needs 
to be played by more. 


ly 2 and 3). You can 
bar, ree Sac on modern consoles 
to play. 


itters trilogy games are 


compilation ever. Even 
better now that the 
digital bought version 
allows you to own the 
GoldenEye remaster. 


So, after Goldeneye had released, where would the team go next? 
Well on the success of Goldeneye, suddenly a James Bond game 
license was worth a lot more money. So James Bond for video 
games went across to Electronic Arts, so another James Bond 
game by the Rare team would be out of the question. 


Instead, the team decided to do a futuristic spy game, free from 
the shackles of the James Bond license they could let their minds 
run wild. The game they eventually released on the 22nd March 
2000, was Perfect Dark. Featuring Joanna Dark, a futuristic spy, set 
to stop an extra-terrestrial conspiracy by rival corporation 
DataDyne. This game was amazing, and in many ways superior to 
GoldenEye in countless ways. But by 2000 and needing the 
expansion pack hardware add on, it meant that it just didn’t hit 
the same zeitgeist as Goldeneye, with gamers starting look to the 
next generation of consoles. But | urge you, if you have not played 
this game, pick up the Rare Replay collection (on Xbox One, X/S 
and play the Perfect Dark remaster, you will love it. 


Much of the GoldenEye team, including David Doak, Steve Ellis, 
Karl Hilton and Graeme Norgate, would set up a new development 
house called Free Radical Design in Stoke-on-Trent in April 1999. 
They would go on to develop the massively popular TimeSplitters 
games, building on the Goldeneye idea, with fun, mayhem and 
madness. The first game in the series was multi-player focused, 
but the sequels also got to add in single player levels. They would 
continue with the divisive Haze game on PS3 and then after 
massively expanding to work on Star Wars: Battlefront 3 and 4, the 
relationship with EA broke down and they sadly went bankrupt. 


Now we come to 2002, and the deal Rare had with Nintendo to 
exclusively produce titles for them, had reached its end. Everyone 
including the Stamper Brothers, wanted a new deal with 
Nintendo, but Nintendo offered such a low figure, they just 
couldn’t go for it. Especially when Activision were offering such a 
large amount. For reasons unknown, the Activision deal fell 
through and so Microsoft stepped in and bought Rare for $375 


| million on the 24th September 2002. 
Rare Replay is the best _ 


The company under Microsoft was never the same, with the 
Stamper Brothers eventually leaving in 2007 and Microsoft 
squandering the once great Rare, to rubbish Kinect titles. Still now 
with fantastic Rare Replay and the continued popularity of Sea of 
Thieves, maybe there is hope for the company Rare once more. 


COLDENEYE 007 


MIAINLY MADE BY 


Martin Hollis 

Project Lead. It was his initial vision and building the perfect 
team, that saw GoldenEye be the stunning game it is today. 
He would go on to work on the game Perfect Dark and some 
puzzle games Zendoku (DS) and Go! Puzzle (PSP). 


Mark Edmonds 

Game Engine Builder. Built in the Al and ensured the game 

was optimised. He would go on to work on Jet Force Gemini (N64), 
Perfect Dark (N64), Banjo-Kazooie: Nuts & Bolts (360) 

and Fusion: Genesis (360). 


David Doak 
Designer of the story, levels and mission objectives. Went on to 
co-found Free Radical Design and designed the games Perfect Dark , 
TimeSplitters, TimeSplitters 2, TimeSplitters: Future Perfect , 
Second Sight and Haze. 


Karl Hilton 

3D Environment design, 3D models and textures. Went on to 
co-found Free Radical Design and design the games Perfect Dark , 
TimeSplitters, TimeSplitters 2, TimeSplitters: Future Perfect , 
Second Sight, Haze. Then did Crysis 2, 3 and Ryse: Son of Rome. 


Duncan Botwood 

Game designer, level design, and motion capture. Went on to do 
Perfect Dark, Jetpac Refuelled, Operation Flashpoint: Red River, 
Splinter Cell: Blacklist, Assassin's Creed: Unit, Far Cry: Primal, 
Starlink, Watch Dogs: Legion and Far Cry 6. 


Brett Jones 
Worked on the character designs. 
Brett also worked on the game Perfect Dark. 


Steve Ellis 

Additional Programmer. 

Went on to do Perfect Dark , TimeSplitters, TimeSplitters 2, 
TimeSplitters: Future Perfect , Second Sight and Haze. 


| Graeme Norgate 
Music and Sound. 
| Co-created the fantastic music in GoldenEye, and all the fab shooting 
and explosion effects. Went on to work on Blast Corps, Diddy Kong Racing, Ps 
Jet Force Gemini, Perfect Dark, TimeSplitter 1-3, 
Second Sight, Crysis 1-3 & Ryse: Son of Rome. 


PLAYLIST 
OF THE 


GOLENEYE 


MUSIC 


Grant Kirkhope 

Music. 

Co-created the fantastic music in GoldenEye, also worked on 

Killer Instinct 2. Banjo-Kazooie, erfect Dark, Grabbed by the Ghoulies, 
Conker: Live & Reloaded, Viva Pifata, Banjo-Kazooie 1-2 

& Mario + Rabbids: Kingdom Battle. 
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international mission where your 
y chance of survival will be your precision 
un control, your razor-sharp aim and your 
© impeccable sense of style. Good thing 
You're James Bond. In the new GoldenEye 
for N64, you've got a 360-degree range, 
18 weapons and a license to kill, 
Hope your tux is pressed. 


CANCELLED GAME 


Did you know that Nintendo had planned to release another GoldenEye game for the ill- 
fated Virtua Boy? Only a single reference shows about it in a sales brochure which listed 
upcoming games. Of course, due to the Virtua Boy being a disaster, lots of titles were 
scrapped including this. By the attached blurb and screenshot, this game looked to be a 
racing shooter in the vein of games like Road Blasters. 


GoldenEye™ 


(f you thought rush-hour 
traffic was a nightmare, 
wait ‘til you get behind the 
wheel of 007’s car. Avoid 
obstacles and blow the other 
cars away. Buckle up for 
safety because, in this game, 
you never know what’s 
gonna happen. 


GOLDENEYE 007 


HOW TO PLAY 
GOLDENEYE 
360 XBLA ON 


A PC GUIDE 


One In Every Port 


The never released 2008 GoldenEye remaster on the Xbox 360, XBLA (digital store) is 
awesome. After Xbox had bought Rare, they naturally turned to remastering their 

back catalogue. Whose efforts can still be played on the fantastic Rare Replay 
compilation (which every game lover, with an Xbox One or X/S, should consider 

owning.) The remaster of Goldeneye is a gorgeous update, with more detailed textures 
and vastly improved speed. Sadly, though the Nintendo legal team shut the remake down 
and it was cancelled, essentially complete. Thankfully this version did leak out on the 
internet in 2021, and now the world can finally play it (well those with a fast gaming PC 
that can run the 360 emulator Xenia, or having a chipped Xbox 360). 


The opening level, with the gorgeous icy 
textures and background mountain-scape, 
shows the love taken in this remaster. 


This soldier is having a real bad day. 


For lookout guards, they are pretty useless, 
with you able to sneak up on them, with 
relative ease. 


The sense of depth in the tunnels, make the 
shoot outs so much fun. 


The snow levels in the game look gorgeous, 
with you able to see far further. 


Ha! not feeling so invincible now, 
are you, Boris? Now show me to the big 
computer thingy. 
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Natalya: I'm scared, I'm getting out of here. 


James is dropping in to his Russian friends for 
Tanks-Giving Day. Hope he brought turkey? 


You're scared Natalya? | am on my second 
pair of trousers! 


Grasi.v0o 


The Frigate level is one of my favourite levels, 
with it’s tight corridors. It looks brilliant in 
the remastered version. 


Say hello, to my little friends. | love how Bond 


Can duel wield weapons for extra firepower 


in the game. 


Grasiuoo 
PICKED UP AN AR33 ASSAULT RIFLE. 


St Petersburg in a tank, its still a horrid level, 
With it being a nightmare to control, still its 
Shows off the smoke effects really well. 


The Jungle is so much prettier on the 
updated version. 


The Mission Control room, where you have 
to protect Natalia, as she stops Goldeneye is 
A tough part of the game. 


The Egypt level looks fantastic as well. As 
with the two bonus levels there are many 
famous nods to the other films. 


GOLDENEYE 007 


Of 


NINTENDO“ 


2023 


XBOX ONE 


2023 


READY TO GO 
1964 EMULATOR 
ON PC JUST ADD 


"THE GAME 


SETTING UP 
1964 EMULATOR 
ON PC TO PLAY 

WITH MOUSE 


AND UPSCALED 


One In Every Port (continued) 
The officially released ones... 


The original. So special, so ahead of the curve back in 1997. But 
in truth, tough to go back to now. With its blurry N64 visuals 
and only having a_ single analogue thumb stick to control 
with (although you could hook up two controllers to use, but 
| never could master that set up personally.) 


The Xbox One and X/S version is the best version officially 
released to play (the 360 XBLA is the best version). Still, this does 
a good job, updating the controls for modern controllers, making 
the game widescreen and up-scaling everything. Sadly, there is no 
online multiplayer. But it’s cool that its included free to own with 
a digital copy of Rare Replay, or via a Game Pass subscription. 


Dear oh dear, the Nintendo Switch version, really mucked up. Sure 
it up-scales nicely like the Xbox new release, and also gives 
widescreen and online multiplayer. But the controls haven’t been 
updated! So, it’s an unplayable mess on modern controllers. | have 
seen how through lots of changes you can get it kind of working, 
but | tried it, and whilst better, it still was still really bad to play. 


UVGE 


‘of 


A great way to play GoldenEye today is via emulation. These 
talented modders, have managed to do amazing emulation, 
that gives you wide screen, upscale to any resolution, and put 
all the bells and whistles on it to make the game look really 
pretty and runs super smoothly. Even better, the emulators do 
now handle mouse and keyboard support, so you can play it 
that way should you wish. It does make the game easier, but 
my word it’s pure gaming heaven. 


Project 64 is the best overall emulator, but for me the 1964 
is best for emulating these specific games such as 
Goldeneye, Perfect Dark and any mods of these games that 
are out there. 


So, if you have a powerful enough PC, then it’s worth taking a 
look and see these games again, as you thought you 
remembered them, as opposed to how they really 

were back in 1997. 
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LICENCE TO CHEAT 


Invincibility 

While playing the game, press L+ Down, 
R + C-Right, R + C-Up, L+ Right, L + C- 
Down, R + C-Up, L+ Right, R + Down, L+ 
Left, L+ R + C-Right. 


All guns 

While playing the game, press L+ R + 
Down, L + C-Left, L+ C-Right, L + R + C- 
Left, L+ Down, L + C-Down, R + C-Left, L+ 
R + C-Right, R+ Up, L + C-Left. 


Maximum ammunition 

While playing the game, press L+ R + C- 
Right, R + Up, R + Down, R + Down, L+R 
+ C-Right, L+ R + Left, R + Down, R + Up, L 
+R+C-Right, R + Left. 


Line mode 

While playing the game, press R + C- 
Down, L+R + Down, L + Right, R + C-Up, L 
+R+C-Right, R + Up, L+ Down, L + Right, 
R + C-Left, R + C-Up. 


Invisibility 

While playing the game, press R + C-Left, 
L+R+C-Up,L+R+Left,L+R+Up,R+ 
Up, L + C-Left, R + C-Up, L+ C-Down, L+R 
+ Left, R + Right. 


Invisibility in multi-player mode 

While playing the game, press L+ C-Up, L 
+R+C-Left, R + Up, L+ C-Right, R + C- 
Left, L+ Right, L+ R + C-Left, L + C-Right, L 
+ Up, L+R+C-Down. 


Paintball cheat 

At the cheat menu, press L + Up, C-Up, R 
+ Right, L+ R + C-Left, L+ Up, R + C-Down, 
L+C-Down, L+ R + C-Down, L+R+Up,L 
+ C-Down. If you entered the code 
correctly, you will hear a sound. Exit, then 
return to the cheat menu to access the 
unlocked option. 


Invincibility cheat 

At the cheat menu, press R + Left, L+ 
Down, Left, Up, Down, R + C-Left, L + C- 
Left, L+R + Left, L+ R + Right, L + C-Left. 
If you entered the code correctly, you will 
hear a sound. Exit, then return to the 
cheat menu to access the unlocked 
option. 


DK Mode cheat 

At the cheat menu, press L+ R + Up, C- 
Right, R + Left, R + Up, Up, R + Right, Up, L 
+R+C-Down, L+R+ Down, L+R+C- 
Left. If you entered the code correctly, 
you will hear a sound. Exit, then return to 
the cheat menu to access the unlocked 
option. 


Turbo Mode cheat 

At the cheat menu, press L+ Down, L+ C- 
Down, L+R + Up, R + C-Down, Left, R + 
Down, L + C-Down, Up, R + Down, L+ 
Right. If you entered the code correctly, 
you will hear a sound. Exit, then return to 
the cheat menu to access the unlocked 
option. 


Tiny Bond cheat 

At the cheat menu, press L+ R + Down, R 
+ Down, L + C-Down, Left, R + C-Left, L+R 
+ C-Down, Right, Down, R + C-Down, R + 
Right. If you entered the code correctly, 
you will hear a sound. Exit, then return to 
the cheat menu to access the unlocked 
option. 


Fast Animation cheat 

At the cheat menu, press L+ C-Down, L+ 
C-Left, C-Down, C-Right, C-Left, L+ R + 
Right, C-Right, L+ R + Up, R + C-Left, L+ 
Left. If you entered the code correctly, 
you will hear a sound. Exit, then return to 
the cheat menu to access the unlocked 
option. 


Bond Invisible cheat 

At the cheat menu, press L+ R + C-Left, L 
+R +C-Down, L + C-Left, R + C-Left, R + 
Right, L+ R + Left, L+ Right, Left, L+ R + 
C-Left, L+ Down. If you entered the code 
correctly, you will hear a sound. Exit, then 
return to the cheat menu to access the 
unlocked option. 


One of the cool thing with GoldenEye, is 
that the game will give you the cheats for 
speed running a level. This really ups the 
challenge and re-playability as you try to 
win the times. Below is a list of all of 
these cheats, and what times you need to 
complete the level in to win the cheat. 


Cheat Result Level Difficulty | Time 


2X Grenade 
Launcher 
2X Knives 


Surface 1 Secret Agent | 03:30 


Bunker 2 Agent 01:30 


2X Knives Jungle Agent | 03:45 


2X Lasers 
2X RCP-90s 


09:00 
09:30 


Aztec Complex 
Water Caverns 


Secret Agent 
00 Agent 


2X Rocket Bunker 1 00 Agent | 04:00 


Launcher 


DK Mode Big heads Runway Agent [05:00 


Enemy Rockets | Opponents have rocket Streets 01:45 


launchers 
Opponents move quickly 


Agent 


Fast Animation Statue Park | Secret Agent | 03:15 


Gold PP7 Opponents killed with one | Antenna Cradle 02:15 


shot 


Agent 


10:00 
02:05 
01:20 


Control Center 
Facility 
Miltary Archives 


Infinite Ammo: 
Invincibility 
Invisibility 


Secret Agent 
00 Agent 
00 Agent 


Unlimited damage 
Bond is invisible to 
opponents 


No Radar Multi 
Paintball Mode 


04:30 
02:40 


Frigate 
Dam 


Secret Agent 
Secret Agent 


Bullets cause paint marks 
instead of holes 


Silver PP7 Shoots through doors, one Train 05:25 


shot kills 
‘Opponents move slowly 


00 Agent 


Slow Animation Depot Secret Agent | 01:40 


Tiny Bond Bond is smaller Surface 2 00 Agent | 04:15 


Turbo Mode Bond moves quickly Launch Silo 03:00 


Agent 


Bonus Egyptian level 
Beat the game on the "00 Agent" 
difficulty level. 


Bonus Aztec level 
Beat the Antenna Cradle level on the "00 
Agent" difficulty setting. 


007 mode 

Beat every level, including the Egyptian 
and Aztec, on the "00 Agent" difficulty 
setting. Then, the 007 bonus game setting 
will become available. Options such as 
enemy health, enemy damage, enemy 
accuracy, and enemy intelligence will be 
adjustable in this game setting. 
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IDENEYE STRATEGY GUIDES 


GoldenEye 007 - Official Nintendo 
Player’s Guide 


The Official and the best strategy guide on 
GoldenEye. Colourful and clear, this makes it 
easy to see where you need to go and what you 
need to do. 


Prima Golden Eye 007. 


Unauthorized _ 
Game Secrets 


For a Prima guide | was disappointed in this. Its 
mostly black and white pages, with minimal 
peat! | // screen shots. This is probably the worst guide of 
the bunch. 


WORE THAN MAPS_ 


BECOME A 
GOLDENEYE 
_ Ex 


Brady Games: GoldenEye 007 Totally 
Unauthorized Strategy Guide 


TOTALLY, UNAUTHORIZED 


AA Tre 

GOLDEREVE 007 Very detailed strategy guide. Shows a map of 
a at each section, then a step by step guide for the 

level with colour screenshots. Definitely a 

worthy alternative to the Official Guide. 


SHORET MISSIONS COVERED! 
18 1 N MAPS! 


Confidential Information 
Goldeneye 007 (1997) 


More an advert booklet, with some tips and hints 
for the early levels of the game. This was a 
booklet given free at the time of release. 
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GoldenEye Fan Versions... 


Mario GoldenEye 


GoldenEye Source 


CAPTURE THE FLAG 


are a 


1) 

ra 
n 
4 

¥ 


— 
+ 


Ie 
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What’s cooler than GoldenEye? How about 
one, where you are Mario with a gun and 
the enemies are all cute Koopas. The 
whole of GoldenEye has been done , but 
also custom levels from Mario 64, like 
Peaches castle. 


This is an awesome recreation of the 
GoldenEye game, running in a modern 
first-person shooter. This took three years 
for someone to make, and you will adore 
the love and care he made with this game. 


This is an multiplayer only version of 
GoldenEye, using the Half Life source 
engine. Click the link below, to download 
and try. 


https://www.geshl2.com 


Starting out as a GoldenEye fan remake, it 
has now morphed into a full-on love letter 
to the game, as its own product. Currently 
not released but Steam does have a free 
demo to give it a go as we wait. 


Shot...by Shot! 


Now pay attention 007, there’s a lot of detail in this one. Thirty different means They call it a Rumble Pak and it lets you Feel the receil of any of your Favourite 
of assassination, twenty missions: the best gadgetry and moieief your'old weapons right'in the palty of'your hand: Remember'007, the:xlestinyiof:the free 
enemies in the DeathMatch section than Moneypenny could shake a stick at. world hangs in the balance so do make sure you use that analogue controller of 
Now this device is optional but sure to come in useful, it's just come back from yours, | really don't know how we ever managed with those old digital ones. 
successful tests in the Lylat Wars. Oh, and do be careful 007. 
“The most realistic and intense video game based on a movie ever” {E “Sheer unadulterated Bond brilliance. You cannot buy better” 
a 
0 64 94 a RUNBLEPAK «) @ il 
ad 


THE FASTEST MOST POWERFUL GAMES CONSOLE ON EARTH 


GOLDENEYE 007 


WOT THEY SAID... 


UK & IMPORT 


_s 
ts an 
= 


Tips)for every NeG.game ever! 
L i} oad 


fe 
eg, & 


In an industry full of hype and easily won/bought praise, 
it can be difficult to convey genuine, positive feelings for a 
game that truly deserves to be acclaimed as a classic, 


@ 6a extreme « issue 8 - Dec/san 1998 
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Rore 
Nintendo 
| 01703 653377 


RELEASE DATE 


Out Now 


r ——= 


£49.99 


~~ One to Four 


Not required 
— 


Yes 


MEMORY CARD 


Toke owt the terrorist to free 
the hostoge. it's not easy 


Can you get Sky Sports with 
thet? Let's watch the mortch 


Take out the guards with your 
trusty Waltham PPK 


h, my beloved GoldenEye, 
A how many ways do | love 

thee? More than any other 
game that | have ever played 
before? Quite possibly. You just 
couldn't become any more 
attractive and gorgeous, could you 
my little poopsie? What's that? You 
have just been converted for PAL 


groundbreaking piece of software. GoldenEye 007 is such 
a game... 


Bven the options screens core 
chorecter and cioss 


intended!) that really grabs our 
Imagination. | knew that GoldenEye 
was going to fall into this category 
when we first got the NTSC version 
of the game and | saw the effect it 
had on our reviewer (the dearly 
departed Dazza), He went froma 
cynical old games hack to a born 
again games freak almost overnight, 


movement. At first you sit back and 
watch the enemies walk back and 
forth, trying to convince yourself 
that they aren't real people. It makes 
the game feel kinda personal and far 
more realistic. The control method Is 
tricky at first and may put some less 
patient people off, but for Christ's 
Sake persevere; you soon get used 
to it, and besides there is a 
nidiculous amount of different 
control configs to choose from. 

The graphics are the best | nave 
ever seen ina video game. Great 
colour palette and the detail is very 
good. The enemies and friends in the 
movie are almost exact copies in the 
game. Even with the quality of 
graphics being superb, the frame 
rate Is way up there. The death 
animations are excellent. if you shoot 


The first thing you notice is the amazing 
detail and unbelievable movement 


machines and you're even more 
fantastic looking and playable? Yes 
it's true PAL GoldenEye has the 
benefit of an extra 100 lines of TV 
code and looks even better for it. 

it Is nigh on impossible to convey 
ina mere two page review the 
magnificence of this game. When 
you work with games on an 
everyday basis, such as we do here 
in the 64 extreme pleasure palace, it 
is easy to become biasé about them. 
itis a rare game indeed (pun 


— 
When playing Live 
took for sneaky Kills 


He was even taking the darned thing 
fo parties with him! 

The first thing you notice is the 
amazing detail and unbelievable 


(hope you're not stealing Jonn Denver's experimental aircraft. 


the guy in the nuts he falls over in 
pain, begging for you to shoot him 
and put him out of his misery! 

The sound effects are all spot on. 


~ 
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Wow - if there's a better 
‘game on any system, 
N64 or otherwise, I've 
yet to see it. Goldentye 
{007 is simply amazing. 
RPGs oxide, its 
‘extremely rore to find @ 
‘game with such @ 
Synomic plot. You really 
‘are bout whet 
hheppent. The pace of 
the game changes from 


level to level, some 
being fost blasters, 
thors stealthy shooters 
This fs Doom with 


attitude. For once, you 
an beliove the hype. ¢ € 
‘his i the best gome 


\creates some wicked green fog and 
Just kil your opponents after they 
ough twice). shooting holes in the 
Walls ft of fun saving scientists 
Ie natan objective, once one starts 
torunaway, chase him down and 
Give him a good whack on the head 
with your sniper rife. You saved is 
Iie afterall The weapons that you 
‘an get your ands on in the game 
are fantastic and nanaie very 
realistically, Including throwing 

‘The explosions sound great, and the knifes,rocket launchers, grenades, 
in-game musiceaptures the mood auto shotguns, pistols, a bunch of 
oF the Bond mavie perfectly Moving strange Russian automatic rifles and 
on to the gameplay. would have to 

say this s what makes this game 
Simo amazing, (Youna ta ene 
Interactivity inthe game provided 3 
‘much better experience tnan | 
Imagined possible ina Doom-type 
‘game, You can shoot through some 
‘00rs, blow up sateites, drive tanks 
and even blow up gas containers 


of course, the Golden Gun, 
In one player the game is 
Joy to pay, Each level has 
a.strking resemblance t9 
the movie ana al the 
afferent enemies make ta 
Unique experience. wit 
tell you this, got SCARED 
playing certain levels, Why, You sk? 
Because | got so emersed in the plot 
that actually elt ke James. How 
‘many games have ever grabbed you 
lke that? Not many shouts think 
The missions are alverse ana wel 
‘nougnt out. You mane have to 
‘low up a nelicooter, attach a 
tracker on It. save hostages or break 
‘ut offal As for Row much fun this 
'sin the multilayer mode, well ust 
‘check out this issue's Four Payer 


Frenzy fo find out) 
GoldenEye is cose to perfect. 
has, In my eyes, redefined the First 
person shooting genre and upped 
my expectation level of other action 
‘games (over to yOu, Turok 2h. This 
simply the best game i ave ever 
played, You must own it Pete 


@ 200s woej200 +s enees sense oo 
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PLAYSTATION SEGA  NNTENDO PC RETRO ARCADE ONLINE 


* PRICE £59.09 

© WO OTHER VERSIONS 
AVAILABLE 

© NO OTHER VERSIONS 
PLANNED 

* STORAGE 128 MB CART 

* RELEASED BY THE GAMES 


TEL 01703 653 377 


It’s the oll that all N64 owners have been 


waiting for. Goldeneye can only be described 


-Issue 192 
- Nov 1997 


as the greatest movie conversion ever! 


f you have any doubt over whether to 
buy this game or not, take your time to 
look over the next four pages and with 
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any luck, all those worries will disappear. 
And even if you didn’t like the film, the 
game is still awesome. As soon as you 
boot up Goldeneye and the film style 
credits appear, you know that it’s going to 
be one of those games. Then the theme 
music kicks in and before you know it, 
you'll be off buying yourself a tux and a 
bottle of Martini as you marvel at the 
wonders of James Bond. Rare have come 
up trumps with this title, and this will 
confirm them as the best third party 
Nintendo developer. Everybody else should 
take note of games like this. Rare rock! 


MY EYES! ZE GLASSES, 
ZEY DO NUSSINI 


The oil barrels that are located around the various levels may appear 
to provide good cover, but they are in fact incredibly hazardous to 
your health. Not only do they explode after a few well placed rounds 
causing you damage, but they kick up a big plume of smoke making 
it impossible to see more than a few feet in front of you. And the 
noise they make will alert all of the troops in the area, who come to 
investigate, find you and starting unloading everything they've got. 
Oh well, it was fun while it lasted. 


Although this is the last objective for the Frigate 
stage, it’s worth doing first to save a bit of time. 


__EXCITED BY CIRCUITRY? 


Once you reach the missile silo stage, the tasks set before you become a 
little tougher. Wandering between the rocket launch sites you come across 
small laboratories full of scientists and guards. The scientists need to sur- 
vive, so take care when dispensing the guards. Then you have to put the 
willies in them so they drop keycards and in one instance, a DAT code — the 
recovering of which is the one of the mission objectives. Next you 
have to look around to find the green circuitry lying on the 
tables. But all of this has to be done in double quick time — you 
only have seven minutes to complete the level. 


These are 
the special 
force enemy 
that appear 
once the alarm 
has been trig- 
gered. They will 
kill you. Oh yes. 


GOLDENEYE 007 


e Frigate stage is one of the most enter- 
ling in the game as you have to be con- 
intly aware of your surroundings in order 
to complete it. Scattered around the ship 
we hostages who need saving from the 
itches of the evil henchmen. If you 
enter a room with a hostage inside it, 
have about three seconds to 
aim and fire at the captor 
e he executes the helpless 
lian. A couple of the hostages are 
tuated next to bombs, so going in all 


® Quick quick! You have to pop the terrorist 
in the head before the hostage cops it! Hurry! 


take a few shots before you spot them. 


guns blazing will make them detonate under 
the crossfire and you'll all die. Should three 
or more of the hostages kick the bucket, the 
stage is over and you have to start again. 
But one final point should always be in 
your mind. Once a hostage is released, 
he isn’t free. He has to get to the out- 
side of the ship first, so make sure 
the surrounding rooms are clear 
before he runs away, because the 
terrorists will still shoot any unfriendly 
patrons aboard their ship. 


Enemies hide under the stairs so they can 


Remember the snow level from the beginning half of the 
game? You'd better remember where everything is, 
because you'll be visiting it again. But at night. This 


Look out for this hand on the park stage 
as a very handy body armour is here too. 


DARKNESS DESCENDS _ 


stage will take you ages to finish, simply because the 

visibility is so poor. Troops come at you from all over the 

place, so unless you See one early you'll always take 
hits. The bunker that was such a hazard from the ear- 


A swift sidestep reveals the terrorist 
who cops a few rounds of Mr Bond's. 
Soviet machine gun! All clear now! 


BY THE WAY. 


Just a tiny little hint to 
avoid you ruining all your 
hard work. When you do 
eventually find the 
comms link on the night 
stage, don't go up to it 
and use the action but- 
ton. This may sound 
like an obvious thing to 
say, but this boots up 
the link and the 
Russian general 
appears on screen 
asking “What is S 
wrong comrade?” 

He then alerts the 
entire battalion of 


Any security camerais a troops and 
pain. Shoot it immediately! 


you die! 


f between the bunker and the satellite needs to be 


lier level, is the ultimate goal, but the comms link 


taken out as well. We'd advise using any silenced 
weapons to avoid unwanted attention, and also 
look out from more security cameras — they have 
" been installed at extra places around the level. 


aL 
games 


NINTENDO! 


oN 
te 
@ 


‘ 
q 


Al @itint 


245 


GOLDENEYE 007 


Sniping guards through the glass muffles 
the sound of the blast but still kills. 


PUT THE PIN BACK IN 


Another useful pointer is that killing certain 
enemies quicker reaps rewards. Many of the 
troops carry grenades and if you kill 

them as they are about to 
[an } pull the pin out and throw 
one at you, they'll drop it 
onto the floor for you to collect. 
Obviously, use them sparingly 
once collected because of the 
racket they make, but for clearing 
a bunch of soldiers quickly they 
cannot be beaten. 


LETS HEAR IT 
FOR, THE ENEMY 


Something which deserves a mention here, 
is the enemy reactions to different situa- 
tions. Where you shoot people obviously has 
an affect on the extent of the injury you 
cause them. Soldiers, for instance, can take 
a wealth of bullets to their arms, causing 
them to stumble for a few seconds before 
actually dying. One round to the head howev- 
er sees them die instantly, dropping their 
weapon (which every dead person does). 
You can tell when someone is dying because 
their clothes become slightly bloodstained 
as well. Enemies also react to your actions. 
If someone is shooting at you while your 
back is turned and you spin around to face 
them, they'll often roll behind 

buildings or scenery to save 

themselves. This is all well 

and good, but then they 

come strolling around 

the corner as if nothing 

had happened, which 

kind of spoils it a bit! 
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There is no time to try and aim if a guy 
is this close to you. Pump him full of caps! of feet trying to aim at you. 


Under the explosion are a pair 


Secret meetings with ex-KGB agents in St Petersburg park? Hmmm, sounds 
a little dodgy to us, but that is the state of affairs as you continue your 
quest to expose Janus. Robbie Coltrane makes his first appearance in the 
game as Valentin, the KGB agent who has switched allegiances and sets up 
the meeting between you and Janus. At first, finding him is a little more 
difficult than you'd imagine as he's tucked away in some form of container. 
The best bet is to shoot the soldiers, run to where they appear from and 
they eventually lead you to him. 


ning, Mr. Bond 
strange times 


uP 
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Al THE GIZMOS sist 
_AND GADGETS | 


e Bond fashion, he still has all 
little tricks up his sleeve. Without. 


iting to give too much of the game 
y, Bond finds his magnetic watch very 
| when he meets Natalya for the first time. Not 
can he attract a set of keys to open some 
ortant doors, but also nick a set of throwing 
from a guard as well. These can be picked up 
every use, but are incredibly difficult to aim. 


Mr. BROSNAN 
HERE. MY SURNAME 
USED TO BE D'BELLY- 
BUTTON BUT | 
CHANGED iT BY 


DEED POLL. Shooting people in the neck 


will result in this sort of reaction. 
It’s actually quite funny to watch. 


Goldeneye has been in development for 
so long that | was expecting it to be a 
real disappointment when it finally 
appeared. | was wrong. Very wrong. Even 
though many people look on it as 
“another Doom game” it’s very different 
to play. Running along corridors with 
guns blazing will get you killed in sec- 
onds. Sneaking around, shooting security 
cameras through windows h silenced 
weapons, and slowly figuring out the 
best way to do each sion is how to 
do it. There are very few graphical g! 
es (enemy guns poking through doors is 
the only one you'll really notice while 
= = ———— playing), and in some areas Goldeneye 
Perhaps the biggest surprise about Goldeneye, is grounds from the main game become playable looks like the best thing you've ever 
the four player deathmatch option! And the best once they have been completed in single player. seen - the first time you see the level 
thing about this, is that you have to do Deathmatches can be completely customised to four satellite dish through the fog you'll 
feally well in the one-player to reap the biggest cater for your specific needs. You can set a time want to kiss the TV screen! This is the 
benefits. Apparently, every character in the game limit, number of kills, one hit kills (by using the game that'll convince more people they 
is playable in the deathmatch including people Golden Gun) and auto aiming. Once you're in the need a Nintendo 64 than anything else. 
like OddJob and Jaws, and some of the back- level, it's time to use that licence to kill. And so it should. 
ev ABNAS 


Select Character 


ne 


Select Character 


Bone 


Select Cheecter Seiect Charan The Nintendo 64 now has three of the 
greatest games I've ever played - ISS 64, 
Lylat Wars and now Goldeneye. All High 
’ Sb : Fives at the top of the pecking order. 
é| a Even though I do like the James Bond 
Couns movies, | wouldn't say I'm a major fan, 


but this game just makes me want to see 
them all again. The whole atmosphere is 
what makes this, as everything has an 
espionage feel to it. Sniping enemies 
from miles away, installing modems, tak- 
ing secret pictures of enemy satellites. 
and .. There is no other game like 
this! It’s graphically superb - maybe a 
ittle bland at times - but once you get 
involved in the mi ns, that is forgot- 
ten. the best game I have played 
in a long time, and one that you should 
all purchase immediately. 
‘ * ptent 


BLY 


@ The four player mode is dead cool, especially once you have secret characters. 
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} 
OHMSS 


Ne4 Briefing from M 
-Issue 9 i 
- Dec 1997 pb ecaesh ids doe ey 


I'm sure you're already aware, things are 
particularly sensitive over there at the moment 
and the last thing we need is an international 
incident on our hands, particularly if it involves a 
j member of the British Secret Service. So just 
tread carefully will you, 007? 

! trust you've heard of Janus? Yes, that’s 
right. Bloody silly fools trying to create another 
Cold War: Anyway, they're trying to get their 
hands on the GoldenEye satellite, but as you can 
probably guess, ‘not to take pictures of Earth. 
Intelligence reports suggest they want to hack 
into the world’s banks and switch monies in:the 
billions into their hands, as funding for future 
‘projects’. 

What we want you-to do initially, Bond, is 
penetrate a weapons facility in Serenaya. This is 
where General Ourumov's hiding out. We think 
he's probably the brains behind Janus. Though 
God only knows what he’s keeping in there. So 
for your safety as well as the government's, get in 
there, blow it up, then get the devil out. 006 will 
meet you there. And remember, 007, you havea 
licence to kill... 
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RUSSIA UlevelsdatA 
Level 1: Level 2: Level 3: 


Objectives: Bungee jump from dam. Objectives: Gain access to Laboratory area. Objectives: Recover the ignition key. Depart in 
Quickest Route: 1) Collect Sniper Rifle from Minimise scientist casualties. Rendezvous with the plane. 
first tower. 2) Pick off first line of soldiers from 006. Destroy all tanks in bottling room. Quickest Route: 1) Move out of the building, 
tunnel, 3) Use the lorry as cover to enter Quickest Route: 1) Use your silencer to keep taking out the single soldier to your right. 2) Go 
complex. 4). Move through the gates. 5) Use attention away from yourself. 2) Get the key to the hut on your left and retrieve the ignition 
your sights to finish off the first look-out soldier, from the lone soldier. 3), Don’t mistake primary key. 3) Keep to the right side of the runway all 
6) The jump is half way along. bottling rooms for mine-laying point. 4) Pass the way up. 4) Get into the plane. 

into Laboratory, being careful of scientists 

wandering into your line of fire, 5) Rendezvous 

with 006 and let him finish his speech. 

6) Escape via hatch in the corner. 


Bond; For England, Alec. 


<j 

This is where 
you depart. 
Don’t waste 
time trying to 
pick off the 
soldiers. Get 
the key and 
get out. 


GoldenEye 007 


RARE/NINTENDO 


i 
to: @ 
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an the risks, Bond. If he was still alive, Ourumov would have had a 
“serious hand over us. At least now we know his weapons facility will no longer 
trouble us. Even if itdid cost us an agent inthe process. 

We need you to focus, though, 007. So, pay attention. Ourumov is still alive 
and still likely to prove a thorn in our side. His killing of Trevelyan adds a 

al flavour to proceedings, ‘but this isn’t a revenge mission. MI6 doesn't 
“need your vision clouded by vendettas. Do you understand? Good, We're sending 
you ‘into Siber en. That’s where the bunker is based and we've got a pretty 
good. idea that Ourumov will be there. So, we'll drop you about half a mile from 
i ane ee the communications, get inside’ the bunker and copy the 


Level 5: 


Level 6: 


nter base via ventilation tower. 

ickest Route: 1) Follow the path straight 
ng until it forks. By this time the - 
mmunications dish should be visible in the 
distance. Head for it: 2) Inside, the open door 

ill lead you to ‘the console. Press B to power it 
n. 3) The ventilation tower is straight out of 
he door and to the'right. 4) re igs the 
padlocks to enter. itay 


Here’s the 
exit. You'll 
have to 
shoot the 
padlocks off 
before you 


p down 


= 


For Heaven's sake, 
~ 007. Try to keep 

attention away 
from yourself. 


pter. 
joute: 1) Go right off the boat, up 
igh'the door, along the passage 


oe side. Plant the tracking bug on | 


: 2) Track back and take the first 
Rescue the hostage.’3) Rescue 
secon stage in the room to the right. 
htough second door, turn right and 
rec second flight of stairs 
right. 6) Rescue the 
Room. 7) Cross Engine 
i hostage past door 
Corrido round to last 


This 
Engine 


There are 
three guards 
inside 


ONGE4..... 
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Dbj es: Power down Comimtrications dish. 


Very. quickly. 


Objectives: Copy GoldenEye key and leave 
original. Photograph main video screen. 
Quickest Route: 1) Kill the two soldiers in the 
first room and take out the security camera 
through the glass of the door. 2) Turn left and 
then right down the stairs,/3) The GoldenEye 
key is on the far table to the right. Pick it up 
and copy it with the Key’Analyser, 4) Dump the 
key using the:Z-Trigger. 5) Photograph the 
video-screen on the opposite wall. 6) Escape. 


This is Boris. 
Don’t shoot 


Level 8: 


Objectives: Photograph satellite. Minimise 
scientist casualties. 

Quickest Route: The Silo is merely a series of 
rooms. Follow them through to the end. 
However:’1) There is body armour in the 
second and fourth rooms. 2) After the fourth 
room, Ourumov and his troops are waiting to 
kill you. Beware. 3) The lift is to the far right of 
the last control room: 


A Tt. tut, 


007. You 
know 
never to 
use the 
Soviet in 
these tight 
corridors. 


Level 9: 


Objectives: Break communications link to 
bunker. Gain entry to bunker, 

Quickest Route: 1) Follow path till it forks: 
Turn right. 2) Take out the CCTV camera on 
hut, senter hut.and pick up the Comms Room 
Key. 3) Return the way you came, taking the 


first right. 4) Enter the satellite station and open 


the locked door with the key. Destroy the 
console. 5) Turn right then, when the road 
forks, take the path that almost comes back on 
yourself. 6) Plant the remote mine on the 


helicopter, use your sights to make sure it's fixed 


on, well up:the body. 7) Turn around’and head 
for the bunker. 


2 b 
the 
unications 


OBJEDTIVE A! COMELETED 


Objectives: Recover CCTV tape. Escape with 
Natalya. 

Quickest Route: 1) Use your Watch Magnet 
to.take the cell keys from the guard. 2) Escape, 
kill the guard with your bare hands but;DON'T 
release Natalya: She'll just get in the way. 

3) Exit the prison room, turn left, take the 
stairs, follow the corridor round, turn right, 
tight again and then enter the first room on the 
right. 4) Pick up the video tape. 5) Track back 
and free Natalya. 6) Now take the same route 
except for the last right. Carry straight on and 
enter the control room. 7) Make for the exit. 


Yes, slightly 
unnecessary, this, 
V 007. 


Take these 
out or else 
you're in 

trouble. 
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Level 10: 


Objectives: Contact Valentin. Confront and 
unmask Janus. Locate helicopter. Rescue 
Natalya. Find flight recorder. 

Quickest Route: 1) Carry straight on until you 
find the red tin shed on your left. Valentin is in 
here, 2) Dead ahead, there's a gap in the fence. 
Enter here to meet Janus. Make sure you've put 


Level 12: 


Objectives: Pursue Ourumov and Natalya. 
Minimise civilian casualties. 

Quickest Route: 1) Get into tank, using the B 
button. 2) Take the first right then at the two 
forks on the way, take a left. 


Level 11: 


Objectives: Escape from interrogation room. 
Find Natalya. Escape with Natalya. 
Quickest Route: 1) Escape and turn right, 
taking the stairs at the end. 2) At the top, tum 
back on yourself and then right. 3) Move through 
the door at the end and carry on, taking the 
double doors at the end, on the left. 4) Move 


Driving a tank » 


all your weapons away, though. 3) Once across the next room to the single door in round St. 
Trevelyan has finished his speech, pick off his between the set of doubles. 5) Free Natalya: Petersburg? Trust 
men. 4) Head back to the start. 5) Get Natalya 6) She'll start to wander off. Chase her and you'll you, 007. Next 


time, be a good 
boy and use a 
car. Honestly. 


away from the helicopter. Watch it explode. 

6) Seek out the flight recorder. It's randomly 
placed but is orange so it shouldn't be too hard 
to spot. 7) Return to the gates, behind the 
wreckage of the helicopter, with your gun 


end up at the top of the library building. If she 
gets away, head for the top floor anyway. 7) Now, 
find a window on the floor above, shoot out the 
glass and exit the level. Natalya will follow. 


<| At least deal 


holstered. 8) You have been captured. 9) Exit > wer becom sch 
through the gates. poner tt ragioleberd 


the room, 
get Natalya 
and get the 
hell out. 
Understand? 


This is the Statue of 
Lenin where you'll 
meet up with Janus. 


V 


Damn it, 
Bond. You’re 
supposed to 
work for the 
Secret Service. 
Male) Be careful. 


If Natalya 
disapr 


Level 13: 


Objectives: Locate Trevelyan’s train. 

Quickest Route: 1) Move out of the courtyard and to your right, behind 
the crates, for some body armour. 2) Move straight across to the double 
gates. 3) Head straight then right, then left. 3) There'll be a boarded-up 
house, Move past it to the two-floored building behind it. 4) Enter the 
building, take the stairs to the second floor then exit. 5) You'll find yourself 
inside a depot. Leave through one of the two grill doors and the train will 
be on the other side. 6) Open up the train door but beware of the two 
Janus, operatives inside. 


Objectives: Destroy brake units. Rescue Natalya. Escape to safety. 
Quickest Route: There's only one route through the train. Merely follow 
it through to the end. However: 1) When you get to Natalya, pick off the 
guard holding her hostage straight away, using your sights: 2) Use your 
watch laser, not any of the guns, to escape via the hatch in the corner. 

3) Once out, there are three soldiers to your left. Kill them immediately. 

4) Take cover, as the train blows up, behind the boxes. 


Janus certainly know how to welcome 
one, don’t they? Don’t worry about 
V vendettas James. Get Natalya out. 


rN Your best weapon 
for this mission 
will probably be 
the D5K Deustche. 
It’s quick, reliable 
and powerful. 


A Get to the train, will 
you Bond? If you hang 
around then... 


. you run the risk of this happ- 
ening. We don’t want you getting 
this far then dying on us, Bond. 


There’s a good chap. Take the Janus [> 
operatives out then get inside. 
They shouldn't be too much of a 

problem. They’re Russian, after all. 


<]| Q doesn’t spend weeks providing you 
with stuff like this for nothing, you 
know. Use it for the corner hatch then 
get out of there before the train blows. 
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CUBA 


Right, pay attention Bond. Trevelyan must be put down. | don't caré whether heewas 4 friend of.yours 


Mode: Agent 
LeVels: 15-18 


or not, a former member of the British Secret Service running round\ heading up,altérforist 


organisation like Janus makes us all look like ruddy fools. 


"He's moved onto Cuba with Ourumov and that Onatopp woman, They'll probably prove fairly 
‘competent opponents but the real prize has to be Trevelyan. He's trying’to reprogram the cradle out 


there with the GoldenEye co-ordinates. He must be stopped. 


Level 15: 


Level 16: 


Objectives: Destroy drone guns. Eliminate Xenia, Escort Natalya to Janus 
‘base. 

Quickest Route: There's a single route to take. And that's straight on. 
However: 1) There's one set of body armour for'each drone gun. They're 
located towards the right and left of the jungle. 2) Use the AR33 sights to 
take the guns out from range. 3) Get close to Xenia when she attacks. This 


“way she can’t fire grenades at you, 4) Throw grenades into the base to 


clear a passage for you and Natalya, when you rescue her. But, be quick as 
the noise will attract attention. 


Objectives: Protect Natalya. Disable GoldenEye satellite. Destroy 
armoured mainframes. 
Quickest Route: 1) Kill the six soldiers in the first section of the level. 
2) Return for Natalya and get her to open up the security door. 3) At the 
fork in the corridor, head for the left and pick up the remote mines. Track 
back and kill the soldiers to the right. (Trying not to use too many of the 
mines). 4) Head up the stairs in the Generator room and through the two 
slide doors. 5) Boris is straight'ahead. Do NOT kill him, as Natalya needs 
his help. 6) Blow up the five initial control units. They're easy to find. 7) 
Once done, return to'the first floor and the right unit you blew up. There's 
a door next to it. '8) Natalya will meet you here. 9) Now protect her and 
the middle Control.desk as she disables the satellite. 10) She'll leave. You 
now haye to find the sixth control unit. 11) You'll notice there are two 
door ways built into the wall 
opposite the huge video 
Natalya: Did it! The satellite's orbit 18 screen. Take the right one, The 
decaying = unit's in here. After blowing it 
| up take the exit door and make 
for the lift. 12) Watch out for 
Trevelyan, who pops up and 
tries to,kill you. 


Joing this. 


Level 18: 


ives: Minimise scientist casualties. 

Route: The layout of the Janus base is fairly straightforward 

even though it's large. Minimising scientist casualties shouldn't be difficult 
‘as they very rarely walk into your line of fire, here, Just be careful of 

_the operatives and their weapons, particularly the RC-P90s. Also, they're 

y armed. with’ epee 


py 


t going 
nt blood on our t 


These, however, can be B > 
dispatched as you see fit 


Objectives: Destroy control console. Settle the score with Trevelyan. 
Quickest Route: 1) You start in front of a hut. Behind it is some body 
armour. 2) Start to move along the walkway and pick off'the soldiers at 
the end, from as far away as possible. 3) Take the first flight of stairs down 
to the centre of the cradle where there are two huts. Thé console is in the 
left hand one but there are two drone guns protecting it. 4) Trevelyan 
doesn't always appear straight away but, if you hang about this area, he'll 
eventually turn up. 5) Now: chase and constantly fire at him. He'll 
eyentually lead you'to a hanging platform. 6) You'll drop down into it, 
after him, but if'you're not quick, he'll fire at you and push you off. So, as 
soon.as you drop, fire at him, 7) Success will see him fall from the hanging 
platform. And Janus will be no more. 


7. Now 


Control console destroyed! turn up 
Antenna inoperative. : 
Now go and 


ritish end up. 
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YOUR WEAPONRY 


Guns 
Walther PPK 


Details: Standard issue for 00 Agents. 

Performance: Superior when fitted issue to Soviet 

with a silencer. Accurate, fast reload, troops. 

excellent from close range. Performance: 
Powerful, 

Seven shot. unspectacular. 

Special Note: a Spray effect 

Available in Ny deems it 

Silver and Gold. Fam 

The latter can 

put down 

opponents in 

one shot. 


"OVERALL: nooo 
DSK Deustche 


Details: 


Special Forces 


for building 


Favoured by 


issue. terrorist groups. 
Performance: 


Superb rate of 
fire, fast machine gun. 
reload, good Rapid fire, fast 
from all reload. 
distances. Can Devastating at 
be fitted with close range. 
silencer. 

< 32 shot. 
20 shot. 


ae jelelele| azz 
AR33 RC-P90 


Details: Details: Janus 
American issue. 
assault rifle. 

4 Devastatingly 
Magnificent all- powerful, 
rounder. supremely 
Powerful, good accurate, large 
from distance, 
accurate from be beaten. 
range. Rapid Magazine: 
reload. 90 shot. 


30 shot. 


ove OOOO overnu: 
Additional arse 


Two varieties of knife, Bond: throwing and 
hunting. The differences are minimal but both 
are useful for confined spaces where noise will 
attract attention. However, be warned, they're 
highly inaccurate. 

The Grenade Launcher, Rocket Launcher 
and Cylinder Bomb-Thrower are best saved for 
wide open spaces. The former can deal 
adequately with a crowd. Its impact is 
immense but be wary of being caught 
unaware in the resultant smoke. The Rocket 
Launcher can destroy vehicles in one shot. 
That's all you need to know. The Cylinder is 
savage but unreliable and inaccurate. 
Explosives: Hand Grenades have an 


Hand held, sub- 


magazine. Cannot 


KFV Soviet 


Details: Standard 


Details: Czech of 
origin. 
Performance: 
Lightweight feel, 
powerful shot, 
loud, conspicuous. 
Accurate and 
perfect at close 


inaccurate. Good range. 


Nine shot. 


OVERALL: 


Phantom 


Details: 
Favoured by 
terrorist groups. 


Impressive. Fast 
fire, accurate at 
all distances, 

lightweight and 
quick to reload. 


50 shot. 


DD44 Dostovoi 


Details: Soviet 
automatic pistol. 
Noisy but solid, 
inaccurate but 
immensely 
powerful. 
Reloads quickly. 
Good all- 
rounder. 


Nine shot 


Tormlelele| | | 
Automatic Shotgun 


Details: Soviet 
issue. 
Performance: 
Savagely 
powerful in 
close quarters 
but inaccurate 
from distance 
and has a 
horrendous 
reload. 
Magazine: ’ 
Eight shot. 
02:26:15 
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Moonraker Laser 


Details: Standard 
for Drax 
operatives. 
Highly dangerous. 
One shot can 
sometimes be 
enough to kill. 
Accurate, no 
reload time. 


Unlimited. 


Golden Gun 


Details: Only 
one in 
existence. 

The most 
deadly weapon 
in the world. 
Certain death 
with one shot. 
Be very, very 
careful. 


Magazine: 
Eight shot. 
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obvious 
impact. Their 
fuse is short, 
though, at 
five seconds. 
Remote 
Mines are 
Secret Service 
issue. You can 
set them off 
via your 
watch. Q, I'm sure, has briefed you on how 
that works. Timed Mines work similarly to the 
Remote version but only have a five second 
fuse. Proximity Mines are something to be 


careful of, 
007. They're 
triggered by 
body heat. 
Plastique 
Explosive is 
powerful 
stuff. Use it wisely, especially in regard to 
enemy settlements. 

Finally, there's the Stun Gun. You need to 
be close to your opponents, 007, otherwise 
you'll be hit before you know it. But, you're 
experienced enough to know the ins and outs 
of weaponry such as this. Be a good boy and 
don't let us down. 
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N64... 


Egyptian 


Soooo, those are the 18 missions. But even after that there are still three more difficulty 
settings, a plethora of new objectives and two secret Bond levels... 


Both the extra levels are completely 
unrelated to GoldenEye, instead opting to 
bring you a more traditional slice of 
Bondian adventure. On Level 19 — entitled 
Aztec, and playable after completing the 
game in Secret Agent mode — you're 
alaced beneath the ruins of Teotihuaca'n in 
Mexico, in true Moonraker fashion 

In fact, the level is Moonraker, albeit a 
jugely compressed version. Your objectives 
are to reprogram the launch sequence of 
the shuttle then send the rocket into space 
However, you not only have to get past a 
rorrendously difficult security set-up but 
you have to contend with the newly- 
discovered Moonraker Laser. And there's 
the small matter of obtaining a security 
card from Jaws, who's none to pleased to 
see you 

The last level of the game, Egyptian 

(playable after completing the game on 00 
Agent), is a horrifically tricky marriage of 
Live and Let Die and The Man With The 
Golden Gun, Three-nippled freak 
Scaramanga doesn't make an appearance, 


but his Golden Gun does, encased in glass 
and surrounded by buttock-clenchingly 
powerful gun turrets 

And this forms the second half of your 
mission objective in Agent mode: to 
retrieve the Golden Gun — the most 
sought-after weapon in the world — and 
the only hand gun able to kill people with 
one shot 

The first part of the level, however, will 
prove just as ticklish. Baron Samedi — he of 
the top hat and face paint in Live and Let 
Die — has to be defeated. And if the fact 
that he can reincarnate wasn't bad 
enough, when you've killed him for the 
second time, he dims the lights and you 
rave to play the level in virtual darkness 
subsequently meanir du're hunting 
round for a scary-faced loon, with a 
rightening laugh, in near black. 

We'll leave you to play your way 
through these for the time being, but will 
be revealing Rare's own secrets this time 
next month in our exhaustive How To 
guide. And on all three difficulty levels 
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Unlike Hexen’s, this four-player mode is no last-minute addition... 


The Deathmatch option in GoldenEye 007 
is stunning. The eleven arenas are a mix 
of the brilliant one-player levels — such as 
the Bunker, the Facility and the Archives — 
and ones specifically designed for the 
multiplayer set-up, such as the Caverns 
and the Complex. The further you 
rogress into the game, the more levels 
you can access, although the multiplayer 
levels are the flip side of the single- 
player ones, with the Egyptian and Aztec 
levels being available prior to the Bunkers 
and Caverns 


the weapons, characters, levels and 
scenarios to your individual whim. The 
Deathmatch weapons are fantastic. Every 
gun and knife you come across in one- 
player mode is included, and you can 
select which ones will be available before 
you enter the arena. But, better than that, 
here's the opportunity to take on board 
Moonraker Lasers, Rocket and Grenade 
Launchers, Mines and, finally, the Golden 
Gun. Though, with the latter, games can 
e particularly short. 

Characters build up as you complete 
he 18 one-player levels. To begin with, 
only the characters actually in GoldenEye 
can have their boots filled. So, that's 


After choosing your level you can tailor 


Bond himself, Trevelyan, Natalya, 
Onatopp, Ourumoy, Boris, Valentin and 
Defence Minster Mishkin. Complete the 
game, though, and you'll be able to play 
as Jaws, Oddjob, Baron Samedi, Mayday 
and bit players such as Soviet soldiers or 
Scientists 

And there are differences between 
each character. Jaws, for example, is taller, 
making it harder for him to peer through 
windows in doors. Oddjob, being dwarf- 
like, also has similar disadvantages, but can 
scoot around without being seen and, even 
when he is, can often escape injury due to 
the fact that you have to physically adjust 
your sights all the time. 

The scenarios are also inspired. Each 
one takes its name from a different Bond 
movie and switches the aim accordingly 
So You Only Live Twice does indeed only 
allow you to live twice, while The Golden 
Gun places a set number of said weapons 
in the arena (the number relates to how 
many players are competing), and then 
lets you battle it out with the ultimate 
weapon in tow 

One piece of advice, though: if you 
can, play the multi-player game on a 
large(ish) TV. You just don’t get the full 
effect on a tiny portable... 
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o just how good is GoldenEye 
007? Well, it's certainly the best 
first-person shooter on the N64. 
It's also possibly the best first- 
person shooter in the world. But, more 
than that, it's everything — absolutely 
everything — you'd ever want from a 
Bond game. 
In truth, this is so far ahead of Doom 
64, and even Turok, that comparisons are 
0intless. You'll look at GoldenEye's filmic 
eel, lashings of originality and — yes — 
frequent genius, and wonder why id or 
Iguana couldn't have done similar things 
And the reason? Because Rare, like 
intendo themselves, know the N64 
inside-out and, plainly, are breathtakingly 
talented to boot 
Am | getting carried away? No 
Detinitely not. When was the last time 
his happened in a console game... You 
dick up a Sniper Rifle with telescopic 
sights. You peer through the eyehole and 
can suddenly see a soldier pacing up and 


x 
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Valentin: Good evening, Mr. Bond 
These are strange times 


PIOKED UP A CELL KEY. 


down a gun turret over a quarter of a mile 
away. And not only that. Very faintly, even 
further into the distance, you can see the 
next gun turret and a soldier moving about 
on that 

Or this... You're inside a high security 
enemy bunker. You've got a Walther PPK 
with silencer or a KFV Soviet rifle. When 
you fire the PPK, the faint pffft of the 
bullet hitting an enemy arouses no 
unwanted attention whatsoever. As in real 
life, the soldier dies in silence. When, 
however, you use the noisy Soviet, enemy 
guards jump to attention and swarm 
towards you 

Or this... You're spotted inside a 
Russian base by two enemy soldiers. 
Instead of running towards you and 
getting themselves killed, one of them fires 
at you providing cover for the other, who 
runs to raise the alarm. A couple of 
seconds later the alarm rings out and 
soldiers stream from the huts and buildings 
around you, intent on finishing you off 


é 
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Or this... You creep up behind a 
soldier and wait a moment. He isn’t aware 
you're behind him. A fly starts buzzing 
round his head and he tries to swipe it 
away. Or this... If you don't take out the 
security cameras in a bunker, soldiers in the 
control room will be warned of your 
presence and arrive at the scene within 
moments. Or this... You can make bullet 
holes on every inch of the scenery. And 
they stay there 

The answer, of course, is never 
GoldenEye is quite unlike anything you'll 
ever have seen before. The Bond licence 
means it's absolutely essential if you've 
watched 007’s progress since 1963, but 
even if you're only partially interested in 
the adventures of MI6's most famous son, 
this is still unmistakably necessary. It's 60 
quid but it'll be the best 60 quid you've 
Spent since Mario 64. Don't miss out 

And, yes, the ball is well and truly back 
in lguana’s court 
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h... Christmas. Turkey, presents and wee 
nogs under the mistletoe. But, blow me 
down, if it's not James Bond on the telly again! 

But it ain't the Boxing Day movie this time. 
Goldeneye is ready to blast the living daylights 
out of the other Festive contenders. . . 


Class. If you had to sum-up James Bond 007 in one word, it would be 
class. Cars, guns and, of course, the feisty Bond girls. What more could 
a red-blooded man want? From Connery to Brosnan, the secret world of 
international espionage has been transformed from lan Fleming’s books 
onto the silver screen in some of the most celebrated films of all time. 
But this festive season YOU have the chance to become the man with 
the golden gun in Goldeneye 007, the seventeenth instalment of the 
Bond series. People have asked us time and time again if this is just 
another sub-standard Doom rip-off. At ONM we can say that... well, 
you'll just have to read on to find out, won't you? 


FOR YOUR EYES ONLY 


Playing as the world’s greatest spy in Goldeneye 007 isn’t just a matter 
of being able to say ‘The name's Bond. James Bond’ in a sexy voice, you 
know. There are 12 huge 3D levels to complete and three difficulty 


Each of the levels is presented as a single 
frame on a si of 35mm film. To choose a 


Stage, simply aim the red crosshairs. on the menu screen. 


Frigate ‘La Fayette’, Monte Carto 


In this level, Bond must sneak onto an 
enemy warship, plant a tracking device on 
the helicopter and escape with his life. 


When you've completed certain missions 
within a time limit, Cheat Options appear 


Bond lurks on a high balcony, watching 
guards patrol the room below. With a sniper 
rifle, Bond could pick ‘em off easily. 


t 


t 


One Goldeneye level leaves civilisation behind to feature a walk in a 
winter wonderland as Bond tries to locate an enemy base. 


settings, ranging from Agent to 00 Agent. You'll find yourself returning 
to certain levels twice as completing them within a time limit accesses 
bonuses. This’ll keep you going after the cold turkey sarnies are gone! 


Cuban Jungle 


Not long after crashing his plane, Bond finds 
himself trapped in the steamy Cuban Jungle. 
An enemy bunker beckons in the distance. 


é ai 


Byelomorye Dam, Arkangeisk, USSR 
In the first mission, Bond can hide behind a 


truck as it drives into a courtyard, the 
vehicle protecting him from stray bullets. 


GOLDENEYE 007 


The four-player blasting extravaganza is a firm favourite at the ONM__ with a spray of bullets as you charge around one of eight scenarios 
| offices. Grab some mates and you too can step into the shoes of 007, (including The Man with the Golden Gun, You Only Live Twice and the 


Sean Bean, Robbie Coltraine or anyone else who takes your fancy as awesome Flag Game), trying to catch and kill your buddies using the 
Rare bring the Goldeneye stars to life using digitised images. Let rip weapons that have been carelessly strewn about the arenas. 
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The name’s Bond. James Bond. Vm the lovely Natalya Simonova. Xenia Onatopp, here. Choose me! And f'm porky Valetin Zukovsky. 


kak cour: | ame. 
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01703 653 377 
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1-0 TO THE ARSENAL! 

| Rootin’ tootin’ shootin’ is the order of the day in Goldeneye 007, with a 
huge selection of guns and gadgets to choose from. Bond fans will be 

| happy to know that Q provides his expert opinion on what can be 
collected. There are 19 different guns that can be upgraded as you blast 

) your way around the levels. The PP7 Special Issue comes as standard, 

' while the RC-P90 can be grabbed to cause some severe damage. There's 
also a Golden Gun which kills with a single shot. 


After ambushing enemy soldiers in the toilets, Bond creeps into an 
industrial complex to search for his colleague, Alec Trevelyan. 


20 } 45 


Unlike Doom 64, much of the action in Goldeneye takes place in the 
great outdoors. And there's very little of that Turok-style fog, either. 


' When you find the formidable rocket launcher, you can turn the bad 
guys into salsa, no problem. Conserve your ammo, though. 


E 
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EVER DECREASING CIRCLES 


Another unique feature in Goldeneye 007 is that, once shot, your 
injury data will. appear in front of your very eyes in the form of a 
circular health meter. You start with a full reading but, once hit, the 
left half will start to count down. If you're lucky, body armour can be 
found to boost your health meter back to full power. Keycards can 
also be found to open previously locked doors, accessing new areas 
which would've remained hidden otherwise. 
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007 HEAVEN 


So, you think you’re a Mastermind when it comes 
to the world of Bond, eh? But did you know that 
he’s drunk his way through 24 Vodka Martinis — 
shaken not stirred — in the 17 movies so far? Want 
to know more taxing trivia? Then read on 


= There have been 55 gorgeous 

Bond girls — 27 brunettes, 24 blondes 

and four redheads. 

= Sean Connery was rumoured to wear 

two wigs, one for love scenes 

and the other for stunts! 

« Two billion people have 

reportedly seen a Bond movie 

— that’s a mind-boggling two-fifths 

of the world’s population! 

» In Licence to Kill, when Bond is being shot at on the gasoline 
tanker, the bullets that ricochet off it play the Bond theme tune note 
for note. How’s about that then! 

= One of the dazzling speed boat jumps broke a world record in the 
movie Live and Let Die in 1973. 


| HAVE A CUNNING PLAN... 


Move over Doom and Turok! In your attempt to stop an illegal arms 
organisation getting their hands on the Goldeneye satellite and 
destroying the free world as we know it, you can't just play like Bond — 
you'll have to think and act like him, too. Quickly browse over these 
screenshots and you'll see that cunning and deception are the name of 
the game. You'll have to creep up on those pesky varmints by hiding 


= The daring underground escape scene in From Russia With Love 
used over 200 dirty rats, hundreds of which escaped and ran amok 
along the streets of Madrid. 

» Goldeneye is the name lan Fleming gave to his Jamaican beach 
house. He wrote the Bond novels there between 1952 and 1964. 


behind stacked ammo crates, trucks, 
ook-out towers and sunken bunkers 
the enemy troops and snipers froma 


pillars, and hide on top of tall 
efore jumping out and picking off 
distance. 
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Level one begins with an easy Kill. But armed troops soon appear. 
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There’s a goon behind that crate... 


r 


The truck crosses the compound. 


— 


... and another two in the bunker. 
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Another soldier falls before Bond. 


Ambush! The captain shows up. 
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Enter this small enemy outpost... 


.-. and destroy the super-computer. 


Afterwards, blast your way out... ... and bungee jump to safety. 
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CRUIS'N USSR 


Trudging around underground bases and enemy installations is gonna 
Wear out 007’s Hush Puppies sooner or later, so Rare has kindly 
included a tank which Bond can use to cruise around the streets of St. 
Petersburg. The best thing about this awesome machine is that you can 
fire shells to kill masses of enemy troops, or else you can just run over 
individual soldiers. The squelchy sound they make is revolting... 


03:50:00 


In the tank, Bond can trundle through the streets of St. Petersburg, 
blasting enemy troops as they spring from every doorway. Run the 
soldiers down for some sickly, sticky fun... 


MENT when cota: 


But it isn’t only guns that Bond can use. If he places remote mines in 
certain places, he can use the trigger button on his watch to detonate 
them. This can kill dozens of enemy troops. 


BREAKDOWN : 5 INTEREST JERK 
OVERALL 


Goldeneye has hardly 
been out of the cart slot 
since it arrived at ONM. 
A must for every Bond 
fanatic and any self- 
respecting gamer. 
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A VIEW TO A KILL 


As older gamesters will know, first person shoot- 
"em-ups have used crosshairs ever since the 
arcade conversion of the smash hit, Operation 
Wolf. Well, you've probably guessed by now that 
Goldeneye 007 uses ‘em too. Pick-up a sniper 
rifle and you'll be able to zoom into the tiny 
opening of an enemy bunker, to the top of a 
staircase or even target a troop answering the Near the end of the game, Bond apes 

call of nature. Aim the crosshair, hit that trigger | comes face-to-chubby face with SELECT FILE 
button for all it's worth and rub your hands with | Valetin Zukovsky himself. 
glee as your bullets hit home! ; 


Each saved game is presented as an individual file. 
Click on one to start or continue your-ativenture. 


Ever the dapper fop, Bond checks 
his cufflinks before embarking on 
the next dangerous mission. 


Cut scenes like this spice-up the gameplay, giving 
pertinent plots details when you finish a level. 


Shoot all the security bells and 
alarms as soon as you find them. 


Bond and Natalya Simonova are in trouble. Their 
aeroplane has just crashed in the jungle. 


LICENCE TO KILL 


On completing the game at the 
easiest setting, Agent, you'll notice 
that there are more missions to 
finish, but that you can’t access 
them just yet. Those nasty people 
down at Rare HQ decided that 
you'll need to finish Goldeneye 
007 on Secret Agent and 00 Agent 
before you can get to the bonus 
levels. And what's on those hidden 
levels...? Well, you'll just have to 
put your thinking caps on, won't 
you... or else wait for a player's 
sine guide in Nintendo Magazine! 
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ou a license to kill, 


abe spy’s fantasy 
j hether you're side- 
stepping out from behind a 
barrier to blast a bad guy or 
using your watch to detonate 
explosives, everything you've vels are based on blue- 
ever wanted to re-enact from __ prints from the actual movie 


tail to each mission as yt 
en you attempt to aim run around ruthlessly 
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id is also spy-in- 
vie is in the game. set, which lends incredible de-  spiring as the classic Bond 


| PROTIP: Whi 


Me Fun arise 
S 


Challenging missions, 

5.0 insane violence, and 
four-player death matches that 
will have you shooting your friends 
| for the rest of the year combine 
to deliver a sensational thrill- 
ride unmatched in other corri- 
dor shooters. 


Graphics 
From richly detailed sur- 
| 5.0 — roundings to cinematic 
cut scenes showing the essence 
of the Bond mystique (James 
| fixing his tie after killing a hun- 
| dred villains), GoldenEye’s graph- 
# ics exemplify the best of Bond. | 


we Sound 
SZIS) Authentic-sounding gun- 


5.0 — shots, base alarms blar- 
ing your arrival, and possibly 
the best theme song in movie 
history provide your ears with 
memorable morsels usually re- 
served for the silver screen. 


Control 


The coolest control ele- 
4.5 ment is zeroing in on 
an enemy’s face with the high- 
powered scope of the sniper rifle. 
The shooting sights definitely have 
a learning curve, though. 
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ENEMY SOLDIERS REACT DIFFERENTLY ~ SOME ROLL ALONG 
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CROUCH OR COME RUNNING TOWARDS THEIR TARGET 


Tune BEsLToos fo Brot aes as 


267 


CiOW.DENEYE. 007 


TeSTSCREEN 


£ Goldentye's scenery i, 


Sry cring wit ts wore ee 


Dae Auaust 1997 


lex as well a being reali 


etal, ving players the sense of 
intro vequences which 


‘each misston happen in realtime 


‘he variety offered by he 18 missions ses 


Edge rating 


secret agents undertaking mission stn 


ition mle Dae ff ond Siberia nearling soak gh reslaed with exserdiary Pope 


Bonds watch doubles asthe option 


ann 1 


Sven (op) and a «usta pouget 


"A ey DapvAmeust )| 


268 


GOLDENEYE 007 


Madden 98 vs. GameDay ‘98! 


“Still unbeaten on any home 
system, this is the definitive 
game for Bond Rime 
and FPS fans alike.” “he 


GOLDENEYE OO7 


.E°e 
ors “Fey, 


- 91 / 100 Retro Gamer 


CATEGORY: ACTION 
PREVIEWED: EGM #98 
BEST FEATURE: DEATHMATCHES 
WORST FEATURE: SLOW FRAME RATE 
ALSO TRY: TUROK 


Not only is GoldenEye 10 times better than the 
movie, it's also 10 times more realistic. No other 
first-person shooter demands this much stealth 
and strategy. Instead of storming enemies like a 
space marine, you must sneak up on them or 
pick ‘em off through your sniper rifle’s telescop- 
ic lens (nothing's more satisfying than capping 
a guard from 100 yards away before he can trip 
the alarms—and this blood-soaked fun is from 
squeaky-clean Nintendo?). Developer Rare has 
packed everything that’s cool about 007 into the 
game. You get the gadgets (including his wrist 
laser and spy camera) and the guns (everything 
from Bond's trusty PP7 to the Moonraker laser 
rifle). But this silicon Bond is more of a bad-ass 
than the movie version ever was. You can fire 
two Uzis John Woo style, cut loose like Dirty 
Harry with a .357 Magnum and even drive a 
tank over squads of troops! The 20 missions are 
crammed with objectives, and the environments 


“The game is brilliant in both the single-player mode, 
opening up new weapons each time a difficulty level is 
cleared (the cougar magnum in the easy difficulty level), and 
in multiplayer mode, making it the best multiplayer game on 
the system (edging Mario Kart 64 by a hair). In fact, we can 
say with a clear conscience that Goldeneye 007 is the best 
single-player first-person game on any system.” 


- 9.7/10 - IGN (26 Aug 1997) 


“Upon first seeing GoldenEye at the E3 convention, | was ut first- 
underwhelmed. | mean, here was yet another first-person shooter, ff « a . than 
with the only features setting it apart being the neat-looking sniper he mi EE anne 


rifle and the fact that it was based on a movie that just about sale 


everyone had forgotten about. | couldn't have been more wrong. 


GoldenEye not only lives up to the "quality, not quantity" mantra Sait 0 ad secret 
that Nintendo continues to tout, it surpasses it. The sheer joy Gok 
mar 
experienced by putting a bullet in some Russian's head with the J could 


; ; ] 
sniper rifle, from 200 yards, never gets old, and the countless Mode, 


mission objectives spread across 12 different environments and Stal 
three difficulty levels ensure that the game has & 
< F P VISUALS SOUND INGENUITY REPLAY 
the staying power of - dare | say it - Mario 64” 
- Game Spot (19" Aug 1997) E-IEcm 
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1998 | NINTENDO / SAFFIRE INC 


Before Nintendo had to hand the now lucrative 
James Bond license to Electronic Arts, they 
decided to get one more James Bond game out 
on the original Gameboy. So, getting American 
developers Saffire Inc (most known at the time 
for their Simpson game Virtual Bart). 


The team here, took the brilliant design decision 
to make a James Bond game in the style of an 
overhead Zelda game. From the beginning with 
the beepy renditions of the James Bond theme, 
and the cute Bond and world graphics, and you 
are sold. With 5 long missions, whimsical and 
funny dialogue, lots of pickups and gadgets. This 


JAMES BOND OMG PAWTE game is just so much fun to play. 


007" 


es : Pe, Starting in China, our hero, must find some secret 
Nn arms smuggling ring t reatens fo create a new wort eal = 
order. The peace and security of the entire planet is at stake, imi reea : plans, to then return to London for your 


MI6 sent agent 008 into Turkey to dismantle the operation. 

Soon thereafter, all contact was lost with 008. M makes a 3 . se . : . 

decision to send their best agent, James Bond, to investigate : f overd rching a MSSIONS, ta king you onda fri p-roa rl ng 
oka” 0077] 


the whereabouts of 008. As Bond caries out this latest order, 


he becomes ent in hi H issi : Game play on the Game Boy” 
enschede eaacisienyet Fey vnrninl adventure across the globe and meeting such 
. James sere - must use all . your —— = 
the sinister plot. It is up to you to determine friend from foe Pome : j j i i 
as you uncover clues. Along the way, weapons and items will iT Rnwe, Vi | | ain favo urites as O d dj O b an d J aWws. 
be found that assist you in overcoming the many obstacles ieer 
~ in your path. Be sure to - an eye open for Q and 4 
is unique brand of help. Be careful, Bond, you may not be ‘= i 
able to charm everyone. 


Seeing places like MI6 and Q workshop is such a 
vane ea " sient: charm-full experience, helped by the fun writing. 


0°"45496°73064"" 2 


1 
COMPLETE COMPATIBILITY. 


*BECOAGER’ 


i 
i 
i 
i 
i 
i 
i 


me starts, in China and has you build 
the villages (literally). 


270 


JAMES BOND 007 


The game is all about equipping the A and B 
buttons with the right equipment. 


VM Hn VA. VV V2 


RUN: Ms 


eal 


Also the cute graphics just work so well, and whilst the actual 
action parts is a little dull, the game still keeps you playing with a 
big smile on your face. 


Not the most difficult game out there, but it will definitely keep 
you entertained right to the end, with the ever growing gadgets 
and gizmo items picked along the way. 


Overall this is pure joy to play, with it being a complete love letter 
to the Bond Universe, with so many nods and winks. Sure, it’s 
not going to set the world on fire, or revolutionise things. But if 
you are after a fun, light, Bond adventure then you can’t go 
wrong with this little gem. 


At a military camp, the game takes you ona 
globe trotting adventure to many locales. 


Seeing Q and his workshop in the cute 
graphics is so joy-full to see. 


Seeing the radio active symbol and canisters 
that are broken is never good! 


In true James Bond fashion, 
You save the world and get 
the girl. 


Bond considers to sod off the mission and 
do some swimming instead. 


JAMES BOND 007 
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QHWE FIHE, HGNEY 
MAKING GQEAL. F 


Some familiar faces show up, such as 
Oddjob, who hurls his hats at you. 


The game has a Chinese operative, you 
work with in the adventure. 


Jaws also turns up and tries to take you 
out for a bite. (Hope he brings flowers - Ed) 


MATCH GUT FOR 
FHUCS, TFHOUCH. 
p> Eee 
ae 


The character designs and writing is so 
cute and fun. 


There is lots of detail, but still easy to see 
onthe small Gameboy screen. 


Bond goes up against some sumo wrestlers. 
Let me show you my sushi-chop. Hi-Ya!! 


JAMES BOND 007 


| : 


fa") mS 


The graphics whilst small, always looks so 
detailed and gorgeous. 


SS 
Le 
: =e 


tinny 


¥QU HANT THAT 
SHAKEN, WAT 


010d 


AB EE i 
SEH 


LIGHT VEST 


"As the ga 
loads of differs 


id of game boss, who 
seems to be in an Aliens cargo loader.. 


273 


GOLDENEYE 007 


LICENCE TO CHEAT 


Nintendo Power 
-Issue 105 
- Feb 1998 
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From a beautiful Chinese arms dealer to some of the most vicious ene- 
mies of Bond’s storied career, the challenges that now face 007 would 
make any lesser agent cower in a Closet. But nothing fazes Bond. He 
makes use of every opportunity, trading items for information, fighting 
for his life with knives, guns. or even.his bare.fists..1n. James. Bond.007, 
you'll explore exotic cities, use cool gadgets and slowly uncover a:ter= 
rible plot to instigate a world war. Imagine Link in a tux with a view to 
a kill and you'll get the picture. 


Ta 


For the most part, Bond 
disdains the use of such 
noisy, Messy weapons as 
this automatic rifle. 


With his favorite pistol in 
hand, James can defeat 
any number of megaloma- 
niacs bent on world domi- 
nation. 


(72) NINTENDO POWER 


SATE RS SE DIR TRE STS OESTRONE TITS 


CATE MIMS 


JAMES BOND'S LATEST 
MISSION MAY PLAY OUT 
ON THE SMALL GAME BOY 
SCREEN LIKE ONE OF 05 
GADGETS, BUT THE 
STAKES AS ee 


AGENTON? FROM G 


“tt 


As a martial arts expert, 
Bond stands with the 
best. The block move is 
his key to success. 


Bond tosses grenades 
over walls to introduce 
himself to heavily armed 
guards on the far side: 


RUSSIA — 


Give 007 amachete and a 

thicket of thugs—he'll cut 
his way through them like 
a saw through dandelions. 


For those rare occasions 
when a machete won't 
do the trick, James gets 
the job done witha rock- 
et launcher. 


GOLDENEYE 007 


Bond arrives in China to investigate 
rumors of a ruthless new arms ring oper- 
ating out of a floating temple. His orders 
from MI6 are to obtain secret documents 
that reveal the scope” of the operation. 
Your first-order of business is to,talk.to all 
the villagers and search for medical kits. If 
you use the med "kits, you" may live more 
than twice. 


=|) After passing 
=| through the secret 
panel on the right 
wall of the inner 
«temple room, look 
for a key and a safe. 


“if only the carpenter had a 
hammer, he could fix the 
bridge. Go back and lookin 

© his hut for the tool: 


hve 3 


3 Ty eee 
.. Zhong Mae fights like a 
© tigress, but Bond's karate 

> will tame her. If 07's health 


In the rugged mountains of Kurdistan; James Bond searches for Iqbal, 
a rumored contact of the Chinese weapons syndicate/"Squeezing infor- 


mation out of the locals is like getting tears out 
of a stone. But for a price, it seems that anyone 
will talk. The key is to get inside the club and 
shoot out'the light, then escape out the back 
where a lantern can be 
found. From © there, 
you..can._ enter. Igbal’s, 
dark hideout. 


Back at MI6 HQ, Bond shows M the blueprints to 
a secret base. Unfortunately, the location of the 
base remains hidden. His new instructions are to 
find a man named Iqbal in Kurdistan where 008 
has disappeared. 


AO’ SNVD 


. wou gomT 
7OUCH ANVINING. 


M delivers 007's new instructions, then Q Branch has a 
few surprises for Bond. As usual, Bond touches what he 
shouldn't in the lab, but it's all for the best. 


THICK ASTHIEVES 
Sigs eekeneee 


Le eee es 


UNDER COVER OF 
DARKNESS 


Once Bond gets into the 
club, he must sneak past 
the guard at the door. 
The planis to shoot out 
the light behind the bar, 
then exit under cover of 
darkness: 


GBA, REVEALED « 
z 


eee) 


With the lantern selected, 

» Bond can enter Iqbal’s lair, 
defeat the strongman and 
free 008. Use the machete 
to defeat Iqbal. He's such 
acut up. 


SECRETS IN THE ROCKS 


Look for a secret passage in the 
rocks near.the entrance to Igbal’s 
hideaway. The man you find there 
‘Will'give you a jeweled egg if you 
keep silent. 
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On the next leg of the journey, Bond wades into the 
narrow streets and winding alleys of Marrakech. He'll 
contact Mr. Fez in the casi- 

no, then do some shopping 

about*town:Inethe= black 

market, _he’ll_ have, to 

exchange a series of items 

to get-a’pair of night vision 

goggles for use in the catacombs. Finally, 

he’ll meet up with an old friend who wears 

a rather sharp hat—Odd Job. 


Catcomb Exit 


CASINO ROYALE 


STRANGE WAYS 


Ber $1000 
money $1000 


Black Jack Pegg 


Once you win $2,500 
you can play Baccarat 
with Mr, Fez. After 
speaking to Fez, you 
can leave the casino. 


Trade Bond's jeweled 
egg for a pass that 
allows him to travel the 
secret dotted routes 
shown on the map. 


HOTEL MARRAKECH 


Talk to the people in the 
hotel and visit your room, 
then head outside to explore 
the town. 


Q gives Bond a laser 
watch in the secret @ 
Branch Marrakech lab. 
The laser is used later 
the catacombs. 


In the black market, everyone has a price. Bond just needs to find 
out what each merchant or trader wants in order to get the gog- 
gles he needs in the catacombs. The trading sequence includes a 
chicken, a cat, a pearl, a passport and the goggles. 


The merchant in the far 
north of the market has 
chickens. Bond takes one. 


Give the cat to the man with 
‘the mouse infestation. He'll 
reward you with a pearl. 


NINTENDO POWER 


The man with all the cats 
needs food. Trade the 
chicken for a cat. 


This man at the catacombs = 
LRRSTRON 


‘Suggests you see amanin 
the southwest corner. 


The ancient catacombs hide many secrets in a shroud of dark- © 
ness. Here you will putQ’s laser watch to work cutting through 
metal grates. The ultimate goal is to get the keys to Odd Job's # 
room from Mr. Fez, but you'll have to catclhhim napping. 


% 


Miss Bliss donates a 
diamond to the cause, 
then sends Bond packing. 


Beyond the risty grates 
a tunnel. Shoot Fez witha 
dart through the hole. 


With the key from Fez, ¢ 
open the door to Odd Job's 
room and face the music. 


GOLDENEYE 007 


AM BOND 00 


rm) 


THE rh f@\ Cave entrance 
ome Cliff 
There’s no way to beat Odd Job, mi Grappling hook statue 
so be prepared for the rigors of R= ‘em Tunnel to 
the desert. Your coordinates are © Ladder 
2, 7 when you're dropped off. a es im One-way passage 
Your destination is an airbase at 5 
coordinates, 6,2. Set.off,to.the a es 
north, then walk far to the west — Grab acanteen froma a : r { 
where you'll find the base. Use — manonacamelandfillit 


& 
F = 


the satellite dish to help you. with water. . 2 P 
Bi A & A 
~ ~ tia 4 
ed 
I— ‘ a 
oO p Oo d Oo ongho 


“Temple (Start) 


Your weapons were taken in 
Tibet, so youneed to search 
the base for anew arsenal. 
The most important itemis. 
the shield that reflects Odd 
Job's hats. 
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Once he’s defeated, Odd Job reveals that a man 
named Khatar in Kurdistan knows where to find 
General Golgov, the mastermind behind the arms 
buildup. A friend of Zhong Mae’s, Mustafa, will help 
Bond ‘in Kurdistan, which has" been shell-shocked 
with. fighting since he.last.visited...Before. you. deal 
with Mustafa, you'll have to find 008, blast your way 
to’a new area; and defeat two rebel leaders: 


The village in Kurdistan 
has been bombed and 
blasted. Search the ruins 
for 008 and the exploding 


Q's exploding pen should 
be.used between the... 
two big boulders that 

block the path. This spot 

is west of 008's location. 


Mustafa extracts a 
high for Golgov's 
location. While in the 
war zone, wear a vest 


to protect against shells. 


Sadam may 
bluster, but with 
one hit he'll give 
up. Go back to 
Mustafa to learn 
about Golgov’s 
hase in Russia. 


E> KHATAR'S 


CAMP 


~ Infiltrate Khatar's camp 
and confront him. He 

~ moves fast, so block him 
with the shield and use 
the rocket launcher, 


| Touch a magnet pad at 

~ the bottom of the 
room, then draw Jaws 
to the magnet above. 
Hit him when he’s 


The guide from Kurdistan drops Bond off on the out- s 
Stuck to the magnet. 


skirts of a junkyard. He must fight his way through the 
rubbish heaps to find the entrance to Golgov’s secret 
base. But Golgov won't make it easy for Mr. Bond. He's 
hired one of 007’s old pals to guard his door, a gentle- 
man by the name of Jaws. 


The maze of ventilati 
is shown to the right. Pick your 
toute carefully. 


In the junkyard, use the 
machete anda vest while 
hacking through the guards. 


GOLDENEYE 007 


a 


APRECIOUS 
PAYLOAD 


The only way to keep _ 
General Golgov has been secret- Zhong woe oe ene 
A : : a into space is by defeat- 
ly plotting to py erthrow the west ing Golgov and deactivat- 
from his base in Russia with love. ing the missiless 
The giant base is divided into 
sections that are blocked by 
locked doors. On the map you'll 
find arrows indicating how ; 
to Set the door switches in a = < a the eee site 
: lown as shown on the 
order to open the oy and ; . map. Do it correctly and 
reach Golgov. You'll also discov- i é . - you'll hear the Bond 
er that Zhong Mae has been cap- theme. é 
eee . ¥ 
tured and that missiles are set to ot eae 
launch. Time to go to wo: 


GOLGD 


far-03| Locked Door 


Combination 
Switch 


y expect Bond 
A few rockets 
will end his. ambitions for 


worlddomination. 


Shih 
DASCAGE 


K 


With Golgov out of the way, ‘ 

the only. thing left is to | 

disarm the missiles that 

threaten world peace. 

Automatic defensive systems riddle the 
missile complex, dogging every step Slip past the lasers by 
Bond takes. Use the mirror to block it “ = ioktiag uf theron 


lasers and the shield to block bullets. || = pa E om op g } pemmummeees®) and pressing the 


at 


= 


4) Control Pad forward, 
When you reach the missiles, fli A ——— = ~ then. up or down. 


switch on the wall to deactivate 
¥ Force Field 


the threat. 
SWITCHKEY = SUPE © ForceFicld Key 
a = Se Se Electra! Foor 


=. — - — ft fj i » ate 


= eae — 

vm rd] ————— 

|? Ww 4, DEBRTering the world safe until Bond’s next mission on Her 
Th f the b: Majesty's Secret Service, 007 has nothing to do but head 
shane ne ties fold 0 ‘packtor China with the beautiful" Zhonge Maen THe ending may vary if you find a special iter? 


switches and correspond- og AONE the Way” ONCE the" Credits Toll" you ll FECEIVE three Special Codes that alow you to play 


inadoea fiols.in then off. tHE "CASING Pames as separate anes. You're bOUINd to" havea ballor even a Thunderball 
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WOT THEY SAID... 


imi 22™ING voIG! agano winter UyMpICS 70 


2B ——— 


1 ile 


JAM 


JAMES BOND 007 — 


Agent 007 shakes up Game Boy in a new adventure. 


Ga eY The development team at Nintendo and 
Saffire were heavily influenced by the overhead gaming 
experience of adventure games such as Link’s Awakening, 
and it shows to good effect. 

Because of the sharp graphics, moving 
around this dangerous, cloak-and-dagger world is easy, but 
staying alive isn’t such a breeze. Some of the hit-detection 
5 y areas seem overly 
large. But, once you 
start picking up better 
weapons and shields, 
| thanks to careless ene- 
mies and Q branch, 

you'll have the edge. 


*Q came DESICN 


tures an original plot, ‘ 

but characters like Odd Job and laws are familiar. It 
feels like a Bond adventure, which means that it’s 
heavy on the fighting and shooting. Players will also 
have to use their heads to solve puzzles. 
Bas ZS Bond and adventure fans will have 
hours of fighting, searching and wry dialogue to keep 
them up at night. But if you’re expecting Goldeneye on 
Game Boy, don't. 

ED When the Bond themes kick in, it’s terrific. 
There’s enough variety to keep you from turning 

the sound down or off. 

AER Scott P: It’s late, but it’s great. 

Henry: The story and missions are fitting to 

the Bond theme. 


James Bond 007 fea- 


CRAPHICS=G.M PLAY CONTROL=G.2 CAME DESICN=G.M SATISFACTION=5.8 soundD-6.0 


OVERALL RATING 


“There are a few problems such as invisible barriers blocking 
bullets, and visually it's not the most ambitious Game Boy 
game, but the simple look works well as does the music. 
Overall, James Bond 007 is an exciting, fun game that should 
provide players with plenty of entertainment.” 


“Bond is back in style. A must 
have title for the Game Boy. 
It's a sort of modern day 
Zelda which you're 

going to love.” 

- Games Master Magazine 


- Issue 73 - 8" Sept 1998 - 8/10 - Nintendo Life (30 Oct 2010) 


“One refreshing aspect of this game is the way in which it 
expands the RPG genre into the modern-day world of high- 
tech espionage. For whatever reason, the James Bond 
mystique has a powerful hold on the public's imagination, 
and this game provides a miniature glimpse into the 
glamorous world of 007. Playing the game will leave you 
stirred, maybe shaken, and quite reasonably entertained.” 


“This game is about par: Most RPG fans 
will enjoy it, but if you're buying it strictly 
for the action elements don't. The Bond 
license, while being used as a cash cow, 
genuinely helps the game. Overall, it's not 
great, but a lot better than some of the 
other crap out there.” 


- 7/10 - Nintendojo (3 Jul 2003) - 7/10 - Nintendo Life (24 June 1999) 
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WVAILEBLE 
Wo OTHER VERSION 


LANMED 
+ STOnAEE 
= RELEASED BF 
TEL 


a > He’ s salen and sticrad the N64, n now the 
—— man in the tux is about to hit the Game Boy. 


7 


he Game Boy may not have the pro- 

cessing power of the N64, but that 

doesn't mean that this latest Bond 
adventure is going to be anything less 
than spectacular. Bond embarks on a 


whistle stop tour of exotic locales, 
searching for clues, and secret weapons. 
The game mixes the classic gameplay of 
Game Boy Zelda, with the wit and sophis- 
tication of Roger Moore. Cue the brilliant ; 
GB rendition of that famous Monty —_. 
Norman theme tune, Lhe |_| 


SSeS SESE SEES ERSTE RESET ES . § (, aT? , PP EP As aire’ FF 


_t 
= ma 


WHY (S50 COO 


KLONOA 


PAG OCHW ANP FAMINE 


THE NAME’S BOY, | SitcailiaiatteditalteD | Tibia — 
GAME BOY 


@ Saf y back in London, and Bond flirts © Visit Q to get hold of the latest gad- 
with the lovely Moneypenny. How sweet. gets, wonder what that switch does? 

MIG has sent agent 008 deep into to Turkey to dis- 

mantle an arms smuggling operation. Unfortunately, 


all contact has been lost with the operative. M makes 5 ND 5 AWAKENING 


the decision to send the best agent, James Bond, to 

search for 008, You are whisked away on this adven- ina with Bond onde: O find 
ture armed with only Bond's wit and charm to protect ase, This first section intro 
him. He can hit opponents and block attacks, but nat ‘on offer. This 
he'll have to find Q before he gets issued with a 
firearm or any cool gadgets, 


and undercover opera- 
advice and clues. 

and you must find 
zzles in order for your mis- 


f’°UE SEEM FHE 
FEMME LE Lf ERPS 


lf GoldenEye on the N64 is the filling, 
James Bond 007 is the icing on the cake. 
) it may be simple, and quite easy to com 
® Check out the man eating chair plete, but there hasn't been anything 
that Q's scientists have developed. like it on the GB for ages. From the 
) moment you hear that Monty Norman 
tune, you know this is going to be good. 
After the opening China section your 
whisked back to London, just like in all 
the movies to see M, of course you must 
get past Moneypenny's advances before 
you meet your boss. Q also pops up fre- 
quently providing you with lots of famil- 
lar gadgets. The subtle humour really 
lifts the game, with Bond offering beauti- 
ful quips as he defeats end of level 
) bosses, and flirting brilliantly with any 
® Still on the trail, but Bond can't | female be finds in the game. This is clas- 
help chasing those lovely ladies. sic Bond and Game Boy stuff. 


66666 6666666BE 
6 8 


| 6 8 
lalililalals) 


|) A simple game that plays very well. Game ‘Boy 
essdsesaqsesee 007 is full of brilliant innuendo and humour to 
bring home that Bond flavour. 


© A whatovel hood Go MAGNA tng ta onlelt wad 
kicks James where it hurts. Once he disposes of 
her, he delivers a classic one-liner. Brilliant. 
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goes & est selling NINTENDO‘ 


b HN TMAGAT 
Monster sequel,” is) 
ripped open for you’ 


SI 


EVERY. NEW N64. 
eae 


=F 4 
= € run 
FULLY TESTED ~ Iss 98) } 
Y 
oy \ 
ae aa 

ui SDLDENEYE 007. 

~~ (TIPLAYER TACTICS 

age 


vosur's sToRY 


Nintendo 
Magazine (UK) 
- Issue 68 
- May 1998 
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ealous of your best mate being 
able to play Goldeneye 007 on 
is Nintendo 64? Well, chill baby, 
‘cos this Game Boy Bond outing is 
for your eyes only... 


Things are looking up for Game Boy-owning adventure 
fans. A couple of months back we had Konami's 
Mystical Ninja, and this month’s Zelda lookalike is a 
corking spy adventure starring Britain’s top secret agent. As befits the 
character, we're looking at tons of gun-toting mayhem and spy-vs-spy 
punch-ups. Will Bond save the day again? Quite possibly... 


Come on, Bond, kick him in the head. 


LICENSED TO KILL 


Bond, being the kind of guy he is, gets into 
plenty of punch-ups — but that’s not as good 
as being properly tooled up. Search carefully 
and you can find powerful weapons, ranging 
from the tame service revolver and machete to 
the lethal missile launcher and a spanking- 
brilliant laser watch. 


GIVE US A CLUE 


Occasionally Bond will need to put his guns 
aside and shove his brain into gear to 
progress. As you walk around you need to 
quiz the locals for information and track 
down objects that'll help you in your quest. 
Say the right things to the right people and 
you'll be well on your way to finding poor 
old 008 and thwarting the plans of those 
dastardly smugglers. 


“ave vou Fauna # 
VIED HIT PET? 


USE THIS TERPLE 
TQ MEAITATE - 


ex TELEPHONE: 
Z HAS CAUGHT 01703 653 377 


TRYING FA SHER 


1 PLAYER 
MULTI-PLAYER MODES: NONE 


KZA orci vx aaa 


THE GAME’S BOND, JAMES BOND 


All contact has been lost with Agent 008, who was sent to infiltrate 

a gang of arms smugglers, and Bond has been dispatched clear up 

the mess. It’s a mission that'll take him around the world, solving 
puzzles, chinning bad guys and gambling with tax-payers’ money at the 
Baccarat table. Life doesn’t get any better than this! 


FOr WEED 
TQ SPEAK WITH A- 


WERE 2s 
SIDER. 


, ww 
| RORBISTAN 


voge 
=, 


| 


eee 


GAMER 
(etal 


PLAYER 


eer $100 


nwonev $2000 WIN wonev $2710 WIN 


Black Jack Baccarat EeZziag 


“Now Mr. Bond, let me explain my entire evil plan to you while you're 
strapped to a death machine that doesn’t really work...” 


COMMEN Remember 
Legend of Zelda: 
Link’s Awakening? V James Bond 
7 isn't quite as big, but it plays 
just like it. It brings Bond to life 
with smooth graphics and a good 
combination of action and 
ad ture. Once you pick this up 
you'll be playing it constantly, 
which means most people will 
finish it in a matter of days. It’s still 
well worth picking up, though. 


TIM STREET 


Our greatest movie hero 
has been turned into an 
entertaining Game Boy 
title. It’s just a shame it’s 


a bit too easy... 
h 
0 


GOLDENEY E 007 


4 
From a beautiful Chinese arms dealer to some of the most vicious ene- Z 7 i 
mies of Bond’s storied career, the challenges that now face 007 would : ‘ : 
make any lesser agent cower in a closet. But nothing fazes Bond. He 
makes use of every opportunity, trading items for information, fighting 
for his life with knives, guns or even his bare fists. In James Bond.007, 
you'll explore exotic cities, use cool gadgets and slowly uncover ater 


rible plot to instigate a world war. Imagine Link in a tux with a view to As a martial arts expert, Give 007 a mache! 
a kill and you'll get the picture. Bond stands with the thicket of 
best. The block move is his way through 
his key to success. a saw through dandelions. 


fz 


With his favorite pistol in For the most part, Bond Bond tosses grenades For those rare occasions 
hand, James can defeat disdains the use of such over walls to intraduce when a machete won't 
any number of megaloma- noisy, messy Weapons as himself to heavily armed do the trick, James gets 
‘niacs bent on world domi~ this automatic rifle. guards on the far side. ‘the job done with a rock~ 
nation. etlauncher. 


NINTENDO POWER: 


SEATS 


PlayStation 
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1999 | ELECTRONIC ARTS / BLACK OPS ENTERTAINMENT 


= r= Picture the scene, | like everyone was still riding 


NTSC lU/C 


“= 


anc 
mui 


e 
am exciting situat is 
blockbuster filr 1 


: 


| 
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high on the thrill that was GoldenEye on the N64. 
But we had by 1999, done all it had to show and 
were excited to see the next James Bond video 
game. Then we see a video promo with Desmond 
= Llewelyn playing Q, telling us this new James 
===, Bond game soon to be released. But then it’s 
Fee saying PlayStation only. My heart sank, | had a 
— “ia _ Sega Saturn and an N64, but no PlayStation (as my 
flatmate owned that). It looked different being in 
the third person, but it still looked interesting. 


-Org OF call 
- 1-800-771-3772 for Rating information 


The CD of the PlayStation game. 


The iconic parachute from Ah! So much anticipation was had 
the film is there. for this game. 


The opening level had nice missions, but the 
controls take some effort to get used to. 


Level Two sees Bond skiing. This is a nice, short 
section and well done, mixing up the gameplay. 
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So, on its release, we rented the game, excited to get another 
round of Bond. It started promising, with the CD music kicking 
in of the famous theme and an exciting collection of some of the 
scenes in the game. Like the Promo had promised, we knew we 
would be in for an epic adventure. 


Then we started to play it, and our enthusiasm waned. The game 
controls felt so awkward, it all ran so jankily, and often you would 
be shot and killed without even realising whom or from where 
had killed you. It was certainly no GoldenEye beater that was for 
sure. 


But we carried on playing and went right the way through the 
game. As we got more used to the controls, we did find some fun 
with it, but it wasn’t the follow up for Bond we all had hoped for. 


Playing it again today and looking more objectively at it (instead 
of comparing it to another game), and there is much to have fun 
with here. Up-scaled on an emulator like Duck Station, and it 
starts to look a lot nicer, and whilst the controls are still tough to 
handle, it still worth a play through. Especially as there is some 
nice ideas here, even if often poorly implemented. 
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But the missions here have some fun, you get to drive and 
pilot vehicles. Also, it has some nice skiing sections in the 
game to break up the action. It also makes full use of the 
CD format, with good speech and voice acting and all the 
flashy production values that Electronic Arts always bring 
to the table. 


Made by Black Ops Entertainment (no not Call of Duty, 
but the team behind games like Black Dawn, Terminator 
3 :Rise Against the Machines and Jaws : Ultimate 
Predator), the game would be met with middling reviews, 
with most perhaps unfairly comparing it to GoldenEye. 


to contro! 
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As it stands, the game is OK, a long way from perfect. But go into 
it with an open mind and you may have some fun. Even if it’s to 
enjoy the many ideas that were expanded and improved upon in 
later James Bond outings by EA. 


Overall, once | stopped looking at its flaws, and comparing it to 
other better James Bond games. | went on to have quite a bit of 
fun with this game. Given that you can pick the game up for 
pennies, it is certainly worth having a quick go. My advice, stick 
some cheats on, then have a few hours of fun. But only do so 
after playing some of the EA better efforts. 


Blowing things up with a bazooka never gets 
old. This level was a lot of fun. 


Some of the indoor sections look fantastic 
but the Al is often too slow to react. 


Using machine guns, look beautiful, with There is quite a bit in this game that makes you feel a bad-ass Bond, 
great effects depicting the gun being shot. and that is a good thing. 
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LICENCE TO CHEAT 


Select, Select, Circle, Circle, Triangle, Triangle, Triangle, Triangle 
Invincibility & No clip 

Select, Select, Circle, Circle, Up, Up, Select 

Maximum Health 

Select, Select, Circle, Circle, L1, L1, Circle, L1, L1 

Open all missions 

Select, Select, Circle, Circle, Square, Square, Square, Circle 

Open locked doors without key 

Select, Select, Circle, Circle, R1, R1, R1 Show objective places 
Select, Select, Circle, Circle, L1,L1,R1,R1 50 of everything 

Select, Select, Circle, Circle, Select, Circle Automatic Mission Complete 
Select, Select, Circle, Circle, R2,R2 Cheat Camera View 

Select, Select, Circle, Circle, L2,R2 Debug Mode 

Select, Select, Circle, Circle, Triangle, Triangle, Triangle, Circle 

Disable cut-scenes and button prompts 

Select Select Circle Circle Triangle Circle Triangle Square Editable debug data 
Select, Select, Circle, Circle, Square, Square, Circle, Circle Flash Mode 
Select, Select, Circle, Circle, Select, Select, R1,R1 Freeze Objects 

Select Select Circle Circle Triangle Square Triangle Square 

Level 6 has lights in start area 

Select, Select, Circle, Circle, Down, Down, Select Minimum health 
Select Select Circle Circle L2 L2 R2 R2 Movable square in main menu 
Select, Select, Circle, Circle, Select, Select, Circle, Circle 

No Ground & See Through Some Walls 

Select, Select, Circle, Circle, Select, Select, L2, L2 

Paris Carver can take more hits in level 5 

Select, Select, Circle, Circle, Select, Select, R1, R1 

Remove additional details 

Select, Select, Circle, Circle, Select, Select, Square, Square 

Remove all objects 

Select, Select, Circle, Circle, Left, Right, Select 

Remove all on-screen displays 

Select Select Circle Circle Triangle Circle Circle 

Shot object gets highlighted 

Select, Select, Circle, Circle, Triangle, Triangle, Square, Square 

Show level borders 

Select, Select, Circle, Circle, L1, L1, L1, L1, L1, L1, L1 Unlock all FMVs 
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WOT THEY SAID... 


“Tomorrow Never Dies isn't a particularly === == 
bad game, but it's definitely one you might 


want to consider renting instead of buying.” 


- 3.5 out of 5 - GameSpot (Nov 1999) 


“When is a sequel not a sequel? When it has the same lead 
character, but a different developer and publisher, and plays 
differently on an entirely different console. Such is the case 
with James Bond's latest foray into the videogame world.” 


- 3.5 out of 5 - GamePro (Nov 1999) 


“it's unfortunate that TND must be compared to GoldenEye, 
but if you wanted to put your money down for a Bond game, 
and you had to pick from the two, you'd expect an honest 
answer. No matter how much you try to separate the two 
games, and review them individually, it's a lost cause. 
GoldenEye is still so good, two years later. Plus, Goldeneye is 
the reason that MGM and Black Ops decided to keep the 
Bond license to themselves. Bond was popular again.” 


- 5 out of 10- IGN (Nov 1999) 


Tomorrow Never Dies 


ser 


Publisher: EA/MGM Interactive 
Developer: MGM Interactive/Black Ops 
Featured In: EGM #125 

Players: 1 


Supports: Dual Shock 

Best Feature: Varied gameplay 

Worst Feature: Sluggish control and graphics 
Web Site: www.tndgame.com 


GoldenEye 007 may have hit the Nintendo 64 a year 
ate, but it turned out to be a better game than any- 
one expected. Now, Tomorrow Never Dies is hitting 
the PlayStation a year late—but that’s where the 
similarities between these Bond games stop. TMD is 
a major disappointment. |t does start off fine; early 
evels deliver intense, stealth-intensive gameplay 
that have more in common with Syphon Filter than 
Rare’s N64 masterpiece. The music is excellent. And 
unlike most games that try to mix varied play styles, 
TMD does a decent job at giving you more to do than 
just shoot, sneak and snipe. The ski stages and 
Chase HQ-style driving level give TMD a true Bond- 
flick feel. But things start going sour during the 
game’s second half. The visuals suffer more glitches 
I've actually shot enemies through walls). Missions, 
which were better paced earlier in the game, become 
monotonous. The difficulty curve spikes way upward 
around level eight. And the frame-rate takes a turn 
for the super choppy during the final, 10th stage. 
Couple that with the already sluggish controls and 
you're in for some frustration. TMD just loses any 
sense of imagination toward its finale. The game’s 
main adversary, for instance, can take a dozen 
grenades to the face before he falls. C'mon—he’s a 


media mogul, not Iron Man. Lame. Crispin 


When | was playing through Syphon Filter, | kept 
thinking that the engine would have made fora great 
Bond game. Now that the Bond game is here, it’s a 
bit of a letdown, The problem is with the game’s 
engine, which never ceased to piss me off. 
Slowdown, clipping, erratic camera in small enclosed 
places...all of it detracts from what could have been 
a really solid third-person shooter. Still, the mini- 
games were fun, but few and far between. Che 


Tomorrow Never Dies has all the components of a 
really cool third-person shooter, but somehow it 
just never comes together. The game starts off nice- 
ly, with a mixture of stealth and action missions, but 
by the second half, the seams begin to show. One 

gripe | had was with how the game handles target- 
ing. It'll lock onto something, but as soon as you take 
off running, it’s hard to keep a bead. Also, sniping in 
first person is awry slowiand Cre Dean 


It's kinda like Syphon Filter only not as good...which 
would possibly be OK if you actually liked SF, and | 
didn't. Considering how long this has been in devel- 
opment, it’s very disappointing—and hardly the 
PlayStation’s answer to GoldenEye. | kinda dig the 
variety in the levels, and the ‘James Bond-ness’ of it 
all (especially the chases), but the controls suck, the 
graphics look terrible and the camera is nothing 
short of useless. Another wasted license. John D 


SOUND INGENUITY REPLAY 


VISUALS 


289 


007- "TOMORROW NEVER DIES 
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TOMORROW WEVER OI 


TESTSCREEN 


| Of the activities on offer, the car 


sequence (top) probably hides its 


limitations best. Bosses must be 


shot 100 times (top right). Horace 
Goes Skiing offers more playability 


| than TND’s piste action (right) 


omorrow Never Dies le of 


s that actually 
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rid Is Nat Enough’ 
y itis being backed by a 
monumental £2m 1g 


mpaign, which is allegedly the 
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d sadly) the strength 
of the licence alone will shift many 
units, ibly to peaple who see 

id of GoldenEye 

or the PlayStation 
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‘ol system is 
rightfully 
he enemy Al risible and the 
tion outrageous 
capture Is low grade, 
enes are unconvincing (and 
n't be skipped, even if 
replaying th 
is uninspired and enemies magically 
regenerate (usually behind you, just 
to add to the frustration) 

Not only is the graphical quality of 
the desperately barren environments 
poor, but there are record-breaking 
f polygonal break up and the 
draw distance (particularly during the 
skiing sequences) leaves more than a 
little to be desired 
ve Significan 


1 dete 


levels 


title wi 


fluidity of play and there appear to be 
no discernable gameplay r 
There's ne 


se to anything 
At one point, for instance, 


after being left in an inter: ation 
room with nothing but a pair of 
cufflinks in Bond's inventory, the 
eveloper still feels the need to 
drop a hint that the player should 
use a gadget when close to the two- 
way mirror. No ordinary cufflinks? 
Quelle surprise. 

in its de 
are good (if n 


ice, the sound effects 
lways in synch 
with the relevant onscreen action) 
and the overall presentation is 
reasonably accomplished. And with 
several modes of play, it offers 
plenty of variety. 

ultimately, 


norrow Never Dies 
has the appearance of your least 

favourite first-generation PlayStation 
game. It doesn’t, hov 
the balls to play like 


° 


ne. 


Edge rating 


Format: PlayStation 
Publisher: Electronic Arts 
Developer: Black Ops 


Price: £40 


Release: Out now 


Street lamp flare is 
new (top), thermal 
vision isn't (centre) and 
collision detection is in 
a league of its 
own(above): think you 
can get through that 
gap? Think again 
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Publisher: Blectronic Arts 
+ Developer: Black Ops 

Aelesse date: Out now 

Origin: UB 

Style: Retion 


Price: $78.95 (2$88.85) 


Metal Gear Solid 
10/10 PSM 20 


Die Hard Trilogy 
9/10 PSM 12 
8/10 PSM 24 


Syphon Filter 


GOOVSBOG 


Tomorrow’ 


[lever 
Dies 


It has taken years, but 
PlayStation owners can finally 
play at being James Bond, 
stylish British secret agent 
and legendary babe magnet. 


omorrow Never Dies wos the second James Bond 
movie to ster Pierce Brosnan end it marked 6 rete 
to form for the lang-running spy series, which was 


xriginally besed of novels by lan Pleming. It was 6 kick 
piece of ection movie msking, with ell the cles 
d trademarks — exotic locations, high-tech ge 


spectaculer stunts and aver 


an insenely ev 
spectecule: babes 

The film was released way back in 1997 but here we are staring 
at 2000 for the release of the game. Now that's good timing! Bond 
fans have been impatiently sipping their shaken not stirred martinis 
for years in anticipation of this title. To add pain to the wait was 
Goldeneye 007, the Nintendo 64 game of Brosnan’s first Bond 
movie. It is undoubtedly a superb game and one of the only titles 
that can make PlayStation owners jealous of their game-starved, 
N64-owning friends. 

PSMis not afraid of answering the tough questions. ls Tomorrow 
Never Dies better than Goldeneye? A definite “no” to that one. Was 
it worth the wait? Sorry, it’s got to be “no” to that one as well. Is 
it even worth playing? Well, “yes” to that one, if you're a Bond fan 
or appreciate games like Syphon Filteror Metal Gear Solid, although 
TND in no way compares to the mastery of Metal Gear. 

The game follows the plot of the movie fairly closely and overall 
it is very cinematic in style, right down to the classic Bond movie 
‘opening credits recreation, which kicks in not at the beginning, 
but after completion of the first two levels. Brief movie clips and 
computer-animated scenes flesh out the 10 missions and the voice 
acting for the speaking characters (Bond, Paris Carver, Q, etc) is 
of a high standard, even if it’s not the real actors’ voices, 

The main villain is Elliott Carver, a media tycoon who wants to 
create international incidents to get big ratings for his TV stations 
and newspapers. His news networks will be able to cover the start 
of World War II! exclusively if James Bond doesn’t get in the way! 
Of course Bond will have to battle his way past many henchmen 
to stop Carver's evil plans, mostly on foot, but also on skis and 
behind the wheel of an armour-plated, missile-firing BMW. 

That all sounds fun, right? After all, a mix of game styles worked 
a treat with Die Hard Trilogy. Well TND can be enjoyable, but 


there's not much skiing or driving on offer and neither mode is 
particularly fantastic. The first ski sub-level is brief and very easy, 
while the second is brief but annoyingly hard. As for the driving, 
well let's just say... Well, let’s just not say very much at all, other 
than if BMWs really drove this badly they would have been off 
the roads years ago. Thankfully it's over fairly quickly. 

That leaves the meat of the game, a third-person adventure 
similar in style to Syphon Filter. The environments for the missions 
are varied (both indoor and outdoor levels) and quite visually 
attractive, but poor frame rates and jerky movements can ruin 
everything on occasion. The slawdown makes targeting and hitting 
enemies incredibly hard sometimes and frustration is highly likely. 

The interface and menus are clear and quickly accessed, with 
weapons and items able to be changed easily at any time. Bond 
has a range of toys to play with including his standard issue PK7, 
an Assault rifle, an Infrared Sniper rifle, gas bombs, grenade and 
rocket launcher, plus cufflink detonators and fingerprint scanner, 
When the graphics are not jerky or slow, it can be a lot of fun. 

There are some puzzles in the game but most don't require too 
much thought, although you may be stumped on a number of 
occasions only to find the answer annoyingly obvious later. The 
missions may seem large, but once you know what to do and 
where the enemy guards are located you can usually run through 
them in minutes. You may well play through a level again for more 
points, or when going through on the harder difficulty setting. You 
get style points for stealth kills and the motion-capture animation 
(including many ways to die) is a visual highlight. 

Even though a multiplayer mode was originally promised, it was 
cut for the final release, another reason why TND will never be as 
legendary as Goldeneye. Goldeneye had a solid game engine to 
start with though, so given the problems with the TND engine it 
might have been impossible to implement a multiplayer mode 
given the jerkiness and slowdown. 

So, all things considered, Tomorrow Never Dies is quite a 
disappointment. It won't last too long, but it’s still worth a look 
for Bond fans and action game lovers who are prepared to accept 
that not every game is as good as Metal Gear Solid, 

Stuart Clarke 2 


GRAPHICS 
GAMEPLAY 
LIFESPAN 


7 The jerky game engine lets the side 
7 You've gota @ to kill, so you may as well use it! 
4 No multiplayer! Only 10 missions! Two difficulty settings! 


wen. 


leneye-beater many were hoping for. But 


may enjoy reliving the classic movie and 


the mix of adventure, driving and skiing. 


playstation 
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DID YOU KNOW 9 


The game was the first Bond game to feature a full Bond theme tune, with the 


films theme tune by Sheryl Crow. 


The original preview of the game was advertised with Desmond Llewelyn 
reprising his role as Q. In the sections he showed in the video a game called, 


“Tomorrow Never Dies : The Mission 
Continues”. However, the final game 
released, instead followed the movie 
closely and the sections such as scuba 
diving and first person shooting sections 
shown never appeared. 


It also looked a lot more fun in the driving 
section than what we actually got. 


It certainly would have been an interesting 
What If? Had we had got the game as 
initially envisaged. 


In some old websites (long since shut 
down now), there was a developer diary 
for the game. A small excerpt of this, 
when asked how the 2-year development 
cycle had gone? to Director William Botti. 


"A typical day eleven months ago - we 
were just getting started with the actual 
game design. We were evaluating where 
we could place different technologies 
within the various levels we had designed. 
And then we came up with some new 
designs that matched the film. We wanted 
to include a snowy environment 
somewhere in the game and realized the 
Arms Bazaar, which was to be the opening 
level of the game, would be a perfect 
match. Obviously about a year ago things 
were much more open, there's a lot of 


| things up in the air.” 


Tomorrow NeverDies 


Ce Released on 17th October 2000, the game on the 
Way ME METI N64 passed many by, with them looking on towards 
- 7 _———— the next generation of hardware. It’s a real shame 
as well, as this is a real hidden gem, being as close 
to a GoldenEye sequel as we would ever get (well 
with James Bond in it). 


NINTENDO! 


Based on another lacklustre Bond film outing, and 
with interest in Bond beginning to wain (despite 
Pierce Brosnan doing his best in the role). This N64 
Ve EAL ALLE a Bem often gets overlooked sadly and it’s a real 
Biri : > shame. 


Wee 


Even better is playing the game via and emulator 
and up scaling the settings to 4K resolution. It all 
looks jaw droppingly good. You can also on 
emulation make changes to the controls to allow 
Wee Mouse and keyboard support, making this even 


MM | ==" 


5 | > 


What is stunning about the game, is that it retains 
the mission objective elements of GoldenEye and 
three levels of difficulty but makes an interesting 
variety to the levels. So, one minute you a shooting 
out at a bank, worrying not to only knock out the 
ordinary security guards trying to take you down, 
via your watch on stun dart. Or stopping a full 
terrorist invasion of the MI6 building. To the next 
moment at the London Underground rescuing 
hostages and finding an ever counting down bomb. 


oa 


Wew Wiesion Obfective 
He> Activate ground tinor tockdovwss. 


The watch has loads of gadgets in this game, The levels are great, the MI6 building being 
The electrocution laser is really well done. attacked level is awesome. 
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Even better is playing the game via and emulator and upscaling 
the settings to 4K resolution. It all looks jaw droppingly good. 
You can also on emulation make changes to the controls to allow 
mouse and keyboard support, making this even better. 


What is stunning about the game, is that it retains the mission 
objective elements of GoldenEye and three levels of difficulty but 
makes an interesting variety to the levels. So, one minute you a 


_ shooting out at a bank, worrying not to only knock out the 


ordinary security guards trying to take you down, via your watch 


| on stun dart. Or stopping a full terrorist invasion of the MI6 


building. To the next moment at the London Underground 
rescuing hostages and finding an ever counting down bomb to 
defuse. Or even stealth missions, where you must creep around 
at night and bug phones and take out cameras undetected. Each 
mission objective and environments play so differently, that it is 
a genuine pleasure each time a new level becomes available. 


The game has so much love and care taken with it, with a wide 
range of excellent weaponry, and little touches, like Bond 
throwing the empty gun magazine away as he slaps in the fresh 
one. It all keeps you immersed and feeling the adrenaline 


pumping. 


The gadgets here are a lot more varied as well, your watch can do 
a multitude of things this time, such as electrocute people and 
circuitry with your laser, grapple hooks to Batman you to higher 
locations, or knockout darts, for missions where you cannot kill 
the people as they aren’t villains but security guards. 


Like GoldenEye, getting used to the N64 controls again can be 
tough. But there is a plethora of configuration options, so after 
some playing, you will eventually get used to it again. 
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LICENCE TO CHEAT 


Unlockable How to Unlock 

ALL WEAPONS Complete Turncoat on 007 difficulty in 6:59 or less. 

INFINITE AMMO Complete Fallen Angel on 007 difficulty with 120.000 
points or more. 

INVINCIBILITY Complete Meltdown on 007 difficulty with the best time. 

MORE POWERFUL ENEMIES Complete Russian Roulette on Agent or 007 difficulty in 
14:59 or less. 

ONE SHOT KILLS Complete Flashpoint on Agent or 007 difficulty with 


160.000 points or more. 


STEALTH BOND Comp 


ete Night Watch on Agent or 007 difficulty with 


120.000 points or more. 


Classic skins 


Successfully complete the game on the "Secret Agent" difficulty setting to unlock Tuxedo 


Bond, Baron Samedi, Oddjob, and Jaws. 


Contemporary skins 


Successfully complete the game on the "Agent" difficulty setting to unlock Alec Trevlyan 


(006), Wai Lin, Max Zorin, May Day, 


Covert skins 


Successfully complete the City Of Walkways 1 level on the "Secret Agent” difficulty 


and Christmas Jones (dress). 


setting with a time less than 3:45 to unlock the Covert skins. 


Exotic skins 


Successfully complete the Cold Reception level on the "OO Agent" difficulty setting with 


a time less than 3:25 to unlock the Exotic skins. 


Game Shark Codes 


Enable Code (Must Be On) 

Unlock All Levels 

Have Machine gun2 with Inf ammo 
Infinite Oxygen 

Infinite Time 

Invincibility (also in multi-player): 


F10A9240 2400 | F10A6804 1000 
81102EE6 0021 

91639CCB | 91639DCB 
800E25E4 0004 

81103B82 0000 

81112F68 0101 
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HIS ADDITION TO the Bond pantheon should be more than enough 


for fans of the eternal 007 and for all gamers who like optimal thrills. The 
World Is Not Enough does such a superb job of re-creating the ambiance, ten- 
sion, and excitement of its celluloid counterpart that the next time you watch 
the movie, you may blurt out, “I was there—that Bond adventure is mine!” 


As in the film, Bond follows the path of some stolen money, encountering 

Elektra, M, Christmas Jones (Ms. Chanukah Smith, anyone?)—and the most insignificant Bond villain ever, Renard. 

Your missions will include hunting a female agent, skiing and shooting, slinking and zapping, running and gunning, and 

generally causing chaos in locales such as London, Istanbul, and nuclear facilities as you steadfastly prevent the Western 
world from becoming icky. A few of the game’s objectives, like 
defusing a bomb, are additions to the film’s plot, and some mis- 
sions are N64-only. 

Thanks in large part to effective controls, The World Is Not 

Enough performs superbly. Perfect Dark and GoldenEye 007 vets 
will be familiar with the controller scheme, while newbies will 
require all of five minutes to master a configuration that is intu- 
itive and complete, allowing you to jump, sidestep, and swap 
weapons with Connery-esque ease. There's even a multiplayer 
mode for up to four agents. 


The game's 20-plus levels are incredibly varied and immensely 

logical: Objectives make sense, sometimes changing on the fly, 

and the terrain lets the challenges unfold without you having to 
ask, “How many bloody corridors are there?” In this sense, The World Is Not Enough is reminiscent 
of Medal of Honor—the drama never lapses and the gameplay is incredibly fun. And like Medal, 
TWINE doesn’t have an A.l. that spawns dozens of enemies; their number is fixed at a comfortable 


skill level, which you can adjust. Plus, all the spy paraphernalia that Q Branch supplies (over 40 items, 


20 of which are N64-exclusive) has a clear purpose. 
Visually, TWINE is satisfyingly realistic. The for- —— 
zZ = Functional and pleasant. The graphics 
supply the necessary framework for the 
Bond feeling and the varying mission 
terrain. 


ests, alleyways, and chateaux provide the necessary 
graphical framework, having been engineered to 
conceal enemies and power-ups while supplying 
surprises at a well-scripted pace, and the character 


animations are suitably varied. Many of the faces ae a = [SOUND EN antler Eninaasc0]| 


from the film have been scanned onto their video- Incredible. Great weapon and gadget 


effects, classic Bond background 
themes, and excellent voice-overs make 
you feel like you're really in a 007 film. 


game doubles. 


All the missions—and even the load times— 


pulse with that great Bond beat. The sound CONTROL 5.0 


effects are cinema quality: Each Perfect Dark and GoldenEye fans will 
weapon sounds authentic, foot- - recognize the controller scheme, which 
steps change depending on the ter- is intuitive and complete. The configu- 
rain, and gadgets make gadgety chirps. ration will become second nature for 
The voice-overs are very good imitations } newbies, too. 
of the actors from the film—while R’s 


(Q's understudy) is authentic, having been ‘ P FUN FACTOR 5.0 


recorded by John Cleese exclusively for eomeremnetl Because TWINE re-creates the Bond 
the game. experience so completely, you'll really 

Virtual Bond is back in The World Is Not feel like you're On Her Majesty's Secret 
Service. An amazing adventure with all 
the cool gadgets, weapons, and twists 
you'd expect. 


Enough. Those who want to engage in a dra- 
matic espionage adventure with the fabled 
license to kill should waste no time acquiring 
this pulse-pounding “00” game. “éz; 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 
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“It has to be said that this game is decidedly “The World is Not Enough is an excellent 3D shooter for 
different in gameplay than any Rare or Acclaim Nintendo 64 and an amazing follow-up to Rare's GoldenEye. 
shooter. If you're an FPS buff, get in on this Whether or not its ultimately better than Perfect Dark is a 
game. If not, just check it out. Its simplified question that's open for debate, as different gamers 
approach and cool cinematic feel of the single obviously want different things out of their shooter. 


player mode will whisk you away inno time at However, if it's an incredible single-player mode packed full 
all.” of spy gadgetry, stealthy missions, clever mission objectives 


and outstanding graphics that you're after, you can't do 
- 8.6 out of 10- Nintendojo (Oct 2000) —_ better than this Eurocom shooter, even if it does fall a little 
short in the Al and multiplayer departments..” 


- 8.9 out of 10 - IGN (Oct 2000) 


“The World Is Not Enough belongs in the upper echelon of Nintendo 64 software, but it 
lacks the polish required to reach classic status. More stealth elements and less reckless 
gunplay would have helped give it the elegant feel that's appropriate for the franchise, 
but thanks to the cool gadgetry, it still maintains that James Bond vibe. The limited 
multiplayer mode hurts TWINE's value, but the one-player story mode is fast, fun, and 
entertaining. Those looking for the second coming of GoldenEye's perfectly tuned 
gameplay and Perfect Dark's customization will be disappointed. Bond fans will enjoy 
this game immensely, and for serious FPS fans, it serves as a nice diversion.” 


- 7.4 out of 10- GameSpot (Oct 2000) 


NOT ENOUG ToS as 


Good, but not quite Perfect _OUT: NOW __ 


MULTIPLAYER: 1-4 


weak levels. If this is the N64's last 
Christmas, then send it off with a 


Most scenes in 


the mowe have 
been included in 


important 
some form , } get to 007 and it really takes a toll. 


Night vision is one . UNS it’s still a darn fine shoot ‘erm up 
of the wicked c and an example of a rare breed - iF YOU LIKE THIS TRY THESE... 
gadgets you get to , GoldenEye being number the good movie licence, and with Perfect Dark (N64), Alien 

use along the way ; \ beter controls and graphics is Alesurrection (PSX), Haif Life (PC) 
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MAll new games out now in UK [More shots than any other mag 


R ew Game 


eviews 


i We promise every game has been tested right through by our expert Nintendo players. They tell 
you what they really think and won't score a game high they wouldn't want to play themselves... 


Howtheyscore [§ ||) p65. )))0) 


TWINE p22 Pokémon Hercules p36 
Slam down your martiniand  PuzzieLeague p32 He may be from ancient 
let's go save the world. The little critters are backing Greece, but there's loads of 


Bond's back with a bang. mega tough puzzler. life left in this super hero. 


(uy 
aqvorr hs 


a 
RUMBLEPAK 
“See 


Per 
Waa! PLA 


Price: £39.39 


Release: 8 December 


You'll be more shaken than 


stirred as Bond blasts back 
to your N64. Let's get 
trigger happy, it’s time for 
some 007 heaven... 
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“The levels and 
gameplay are brill and this will 
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21s Nox 


Inspect your gadget 


Scanner Sate Cracker 


The Safe Cracker i absoutly 
when the dacuments you need 
ta photograph ae locked away. 


Torescue M you must get pasta 
door locked wth frgerpeint, 
eneryption Use ths device to 
scan a dead guy pit. 


ENOUCHH (N64) 


Data Scrambler 


‘mn Davidow's mansion is 
important nota rase the 
alarm Disable the cameras with 
your Data Scrambler Sorted! 


Good foe fring your way i 
the dirk and the inf eds 30 
powerful fan ee through 
walls and hedges. Wow 


Go for your gun 


‘ond may be an undercover spy, but when he can't sne 
‘anymore, he's more than capable of king the bade 
regular solder he's never short of a gun or two up his sleeve! 

Clatsic shoot em ups need coo selection of bea blasters te pepper the 
‘enemy with and TWINE sure does lsappointon that font. 


AKT sendy pcr of kit an ate at 
reunin secands. Apres and ahi, 


MBPOWSO' yosre binghounddites dog putts 
inyourpams ad bow em aay even gat ase Sh 

‘Raptor Magnum Yoo gt lento kiwi hs 
‘aby as one sho ls enemy goons tne ea. 


‘Super spies wil be pleased ta her that many of Bnd’ fvoutes ae back 
for you to we but there ate some new M6 inventions far you to select, the 
the awesome rapid fre weapon, the MBPOWS, 

(Certain guns have a secondary function which can offer anything 
fire to telescope zoom, Lets break open the armoury, 


pid 


‘ANG ithe rat of read em dor ave har without 


In full flow, TWINE is an 


mazing experience, with gorgeous 
eeaions and brilliant animations. 


A piste of the action 
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Passport to action 


‘end is a well travelled man. tts just ashame trout 

wherever he goes. All this country hopping makes fr some great 

‘mission locations, each with a completely diferent fee tothe last 
ing afer bad guy Bullon ac 

gbbe wot and interesting, 


‘A certing tothe ranayicay 
Sethe sneer oe of the takin the dnd of ight ten youre 
Teen the game. wel tuph!——_ ander ie frm eased guards 


The superbly realistic gun sounds, 
excellent voice overs and romping soundtrack will 
be music to every action fan's ears, ee ey Pe aT aR roe 


Some ofthe action sequences in 
TWINE ae so well put together 
that you really fet ike its you in 
the ine of fie 

trough windows ana bad guys blast 
a you as they lash paston sped 


boats ts areal adrenaline ash 

‘Check out hist ofthe Mi 
headuarets level where you have A. Youruneut om the cir tothe 
to gel down thefre ext starwell awe andanabuling goon confante 
paste bunch of heavily armed goons. you Agu las seld sat him aut. 


Gown he sas and here ar plenty 
nee on toot tn the way. Youre 
Ina hey a thee otime to wate. 


You it the eto afr an 
‘plson tear aoe inthe oof and 
other susd itu. Great stutt 
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Cannon fodder 


‘The reactions ofthe enemies in TWINE are alittle 
disappointing, Let's just say thatthe goons seem ite 
bit thick, expecially compared tothe ultra intelligent 
<dataDyne guard in Perfect Dark 


the thick of an inte ‘A oie ating one sale but the 


In one player TWINE has got some of the best 
missions you'll ever see in a shoot ‘em up. It’s a total blast! 


ays itferent, Sometines the bad guys wl 


kal your mates but play it agpin an the enemy wll go after you.so make 
youve oot plenty of ammo let in your blasts, 
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layer face off 


-campleting the single player missions forthe umpteenth time, the So we ned up TWINE aginst two of Nintendo biggest busters Perfect 
{estes in the multiplayer mode. Completing missions is one thing, Dak and Tro 310 see wich one has got the multiplayer gameplay 0 realy 
tut hammering your fiends in Bloody deathmatches is awesome. keep you hooked Let lock and load Nintendoids, 


The World Is Not Enough Perfect Dark 


‘Bond's blaster has some amazing firepower and the varity of 
ive hardened deathmatch fans dribbling. 
Basic and movement feels ite sow 


Apintbemountastheopen A Tsoutdor mazelsa great pce 
terainipret foraesty iin, fering wa our mates 


1st Perfect Dark 


‘There are always new ways to 
play whether cooperative 
‘or satigge happy free for al 
Perfect Darkisan ace four 
player blaster you must pay. 


on the tp ot. sa gest 
‘ulpajer mash up though 
the ack of options andthe 
0 visual iru let it down, 


3rd Turok 3 


THis by far the weakest of 
the thre in miler 
suffers rom dlllevls and 
ody character movement. 
Turok 3s big let down. 


‘reason for missing page was because twas adver. 
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Death throes 


of the best 
‘oops get hit by 


re wh 
es 


ey 
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Well turned out 


You going to be gabsmacked when you 
see how fast and detaled the gamets and 
‘The Word s Not Enough even gives 
Perfect Dark arn for ts money. 


Pot meet, 
raed characters 
slang te way. 


It’s great news that they've managed to get a 
multiplayer feature in The World Is Not Enough, but it doesn’t quite 
match the single player game for gun action thrills. acini 


Level of interaction or agipatee 


‘Te levels in TWINE are not jut pretty 
‘backgrounds There's so much to se and do, 


plus you'll have to pay attention toyour 
di 3 


GAME SCORE 


‘Avrusihecartslon te tacks wile ging, Some characters wil ep you out approached 


307 


007° "THE WORLD IS NOT ENOUGH (N64 


Phantasy Star Online 
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Once again, the trusty sniper rifle returns, 
and here it is almost exactly identical to 
tho pioneering weapon from GoldenEye - 
which is to say, it's a joy to kill with 


The World Is Not Enough 


Foret: N64 Publahar: EA 


it Enough Is Go 


tives, and 


requisite plethora of w 


to be utilised, Indeed, tr 


While TWINE is perhaps indicative of a lack 


of ¢ 


ity in the industry, you have to withhold 
NN esult is this polishe 


| 


joper Eurocom Price £40 ficlenso Oecember 8 


While the game features digitised likenesses of the film's major stars - and bona fide voice acting fram John Cleese - drum 'n’ bass star Goldie is unrecognisabie. 
Although only Cleese contributed orally to the game, the substitute voice actors do a fine job - Pierce Brosnan, in particular, is remarkably well mimicked 


er credence, ai 


essential, than the comparable gimmick 
in Petes 


TWINE 
TWINE 


Perfect Dark both set the 


ty Going on here 


f ment 3 ‘Night 


tang MAR-3 


1 an extended two-level 


uence sees the player running 


water-logged 
t's only let di 


‘ontation, which, given the 


n by the final 


anemy Al), if one that is instantly fa 


ie the 


it pales into comparison ¥ 


witderinaly 
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(ne BATHE 64, See coknteat 
DONKEY KONG COUNTRY AND MUCH, MUCH MORE! 


64 Magazine 
-Issue 100 
- Dec 2000 
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The man who put the “Oh!” 
into 007 is back where he 


REVIEWS 


belongs... on the N64. 


Welcome home Mr Bond! 


Gorgeous to look at 


Great 


OTo 
© Smooth mus 


speect 


ough round the 


lewels can be very 


Publisher 
Developer 
Game Type 


long wait but finally = and after 

many people have died holding 
their breath - Bond has returned to 
brighten up our beautiful black 
machine! It has been a long time 
since Goldeneye graced our control 
pads and nothing else has quite 
filled that first-person perspective, 
tuxedo-clad void since! We're not 
saying there haven't been any great 
shoot-'em-ups because we all know 
that there have! Perfect Dark gave us 
just about everything we could have 
wanted and more from the genre, but 
what makes all the difference is not 
what you are shooting at but who is 
actually doing the shooting. Joanna 
Dark definitely rocked our world all 
right, but you know what they say, 
girls want to have him, men want to 
be him and, hot damn, do we want to 
be James Bond! 

When we heard, all those months 
ago now, the news that there was 
going to be another officially 
licenced Bond game, it caused quite 
a stir amongst the Goldeneye fans, | 
can tell you! So you can imagine the 
excitement when the review copy 
finally appeared in the office, There 
was an almost nervous silence as we 
slipped the cart into the appropriate 
slot and switched the venerated 
machine on. And we were mot let 
down! In fact, this was probably one 
of the nicest surprises we've had in 
this office since Roy knocked himself 
out and, when he awoke, began to 
act all funny, giving handfuls of cash 
away to everyone he met. We made 
out like bandits! 


i thas been avery, very, very 


Es 


Casino Roy-ale 

Ina news-friendly soundbite: The 
World Is Not Enough \s a Bond game 
that deserves a medal of honour for 
excellence. From the word go, this 
game had a Lot of doom merchants 
worrying that it was mever going to 
deliver the goods, because of the 
absence of Rare and with the huge 
success of Perfect Dark that set a new 
standard for how a first-person guns- 
and-guts game should behave. If you 
actually weigh up the evidence 
yourself, then you can see just what 
Eurocom had to overcome... 

Firstly, with Goldeneye being this 
‘untouchable’ game, a lot of fans 
would obviously expect any sequel to 
follow the exact same formula, just 


upping the ante by about 190%, 
Examining the Playstation's Tomorrow 
Never Dies game shows that if the 
structure is meddled with, the 
gameplay suffers too. Secondly, 
Perfect Dark kinda already 
remastered the Geldeneye formula so 
successfully, that it would ultimately 
be compared to any other Bond titles. 

With TWINE, Eurocom had to give 
in to the maxim: “You can please 
some of the people some of the time, 
but not all of the people all the of the 
time’. Basically Eurocom's finished 
product is a nice fat two-fingered 
salute to those who wished to dig the 
grave before the man was dead. We 
think you know what we mean! (Er... 
no, actually — Roy.) IF you are after 
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the igh answer! owe 

noe and youl got 
titre etme! Would 
[ute toons fiend? 


“TWINE has great music, 
explosive sound effects 
and even speech from 
ihe characters!” 
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BIZ 
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REVIEWS 


‘anging from tiny 
‘handguns, to the kind of 
‘thing yout stick on 
‘shoulder and blow up a 
luggernaut with! Even i 
‘the multiplayer doesnt 
match up to your 
‘good’ characters cant be expectations (what do you 
Set against one another want, blood?) we here at 
presumably one ofthe 64 Macaae would rather 
Conditions written inte the have an excellent game 
Uicencing deal by MGM to with a decent deathmatch 
‘stop loads of spotty than a decent game with 
adolescents fooling up as an above average 
Bond and setting utto _deathmatch~so there! 


Came on eto, they're geting wy I dont care If you hove 
‘earshot get op of our yore ond nme hence! 


Seen tater ee himself, this 
ie 


doesn’! disappoint and is 
packed with all the great stuff 
that fans will adore? 


(kyu! omes ond 1am, on8 


another news friendly soundbite then 


how about this one: f youl 
Goldeneye, you're gonna lo 


wed 
this 


Right - enough ofall that type of 


Journalism, on with the reve 


From Russell With Love 


Possibly the ony thing that realy 


‘ins this particular Bond gal 


me isthe 


lack o plish in presentation. 


Whereas we have been teat 
past tothe familar image of 
walking into the sights ofan 
Assassins fle only for him 
‘around and pop a bullet stra 


007 


to spin 
ight into 


the screen. It doesn't happen here 
and even the game's tile screen 
lacks imagination. instead, we have 


to vade through a numberof 
screens isting a whole stra 
copyright information Fin, 
be just being fussy but the 
Isnt really beng set, an 

the game is definitely awinn 


dull 
sm of 
‘we may 
hough 
nes it 


seems atny bit rough around the 


edges. Essentially TWINE 
Isnt as immersive as 
weld have liked due to 
Its unimaginative 
presentation 


onl 
= 
| 


What mare could you ask for? & 
becutalad fst er loys 


Although itis predictable and 
boring to again draw comparisons 
With Goldeneye, iTyou ae going to 
presenta Bond game inthe same 
‘manner as the aforementioned tte 
then its only logical thatthe new 
‘game willbe measured against Rare’s 
fering, Whilst Goldeneye Immersed 
its players in “Top Secret" files 
Containing the objectives ofthe next 
mmission and the menu screen was, 
actually the wrist-watch Bond wore 
and contained the game's inventory 
and vital information, TWINE seems 
to be lacking in this area. Athough 
we are fed ta believe all the mission 
information ie stared on Bond's 
mobile phone, there sno actual 
sense ofthis, because the game 
simply pauses and flashes a menu 
screen that in no way realy looks Uke 
sid item, Tis does not ruin the 
gameplay at all, no si, it just taints 
the overall feel a the game, Instead 
of believing you could actually be 
Bond (i you have that kindof vivid 
Imagination) TWINE merely admits 
to being a game where you pretend 
to be the top Mi6 agent 


Never Say Nicky Again 
Just ke Mr Bond himself though, this 
game doesn't disoppoint, and i, 
packed wit all the great stuff that 
fans ofthe franchise will adore 
On closer inspection TWINE s 
mote akin fo Medal Of Honor 
Or even fo what Mission 
Impossible ied and failed 
tobe. I'sticks remarkably 
close tothe plot ofthe 
film, taking only the 
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lotto see and do, Some tasks require 
ing. Each mission is packed you to race against the clack to 
With plenty of challenges to satisly defuse a bomb, chase down an 


those of us with tiggerhappy fingers. escaping vlan or even apply some 
and each task starts out relatively undercover survellance with spy 
simply As the action unfolds though, cameras and phone-tapping 
you'can bet your bottom dolar that ' equipment. Some levels require 
things are gonna get far move tricky! more thought and 2 heavy 

(OF course, depending on what reliance on stealth to get you 
clficulty setting you are playing the through, It might now be 


better actor than 

‘the guy playing: 

fond, Wel, stages diferinceran paces. An appropriate todscssthe 

ERRATA] ovocsexampie woul be onthe ificity of the game which 

really steel fret stage at Lachises bank Aper even on he simpler sage, 

CARR from trying togetintosee the canberather harsh 

your closest manager himself and escape with = 

COESUSTERI sucaseofmoney on Secret Agent, For Your Alex Only 

PAPE ATI ovo Acer videotapes mistbe The Words Not Enough 

ESMETAIN found and cestoyed and you mist cane aright ease nsome 

bret British take care nto anyofthe oor paces. Many ofthe evel are 

PASAT Innocent security guards who are only elatvely stroghorward and 

PERIEPIGIIN ing tnirob. here area wide providing you can keep rack of 

ESERNCIMNL sorctyof game stvies on offer ere where you sre inwhatever 

PERTAIN ond each separate stage gives you a patcular environment you find 

Brosnan), the et 

them fight out 

Unt a but one 

af thems dead. 

Whoever wins is 

sbvoust the 

beter actor The 

winner gets to 

ma ativee 

hour speech, and 

isgvenarealy 

crap trop fom 

(ies tinaen be sc comers dled |The the cane I wb and 

‘down the rosd! sow feet free to reom around and net swings ta safety from on exploding bomb 
aint peop: Rody Bi Csines fonts fs ots ety. 
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Reviews 


evmieins”" “4oks and sounds better, is more involving 
ami has improved challenges! 


th he sun igh in hi eyes ames look int the eressing rom of ‘Bond enters the Red ight sri 
Cut something ta block the light. Denise chr tea wee Bf scrambled meta don tha foe moustache ad pretend 
Unfotnetey ele sete ony deamon bet! think ean soe something hang on. yout jst oon or cos! 


yoursen, you wor't really have any submarine level towards the end of directions avallable. This means 
Worle, ut that is where they pull the game. This level may possibly using not only left right, up and 
the rug out from undemeath you, have you learng clumps of hai from down but als the aim functions to 
because ina blink ofan eye all ell your skull as you try to navigate your twist around tothe direction that you 
‘an break loose and you could find Way around the waterlogged ‘want to proceed i, 
Yourself inthe middle ofa bloodbath deathtap! The layout ofthe area ls Asa closing level to such a great 
Which requires al of Bond's tricks exactly the same as inthe previous game, itis not ently satisfying and 
and cunning inorder to get out alivel_ level, however because the submarine quite dificult too -and that's only on 
Sometimes the odds seem almost is ants end led with wate, slowly Secret Agent level, imagine what i's 
impossibly stacked against gelting hotter and with few like onthe oo Agent setting! 
you, and itrequtesa packets to keep you alive. well it's Although not ently necessary, it 
‘calm, patient mind not the easiest of tasks to master! helps to have seen the fm porto 
to tolerate the kind Firstly itis tricky navigating your way playing the game as the movie gives 
of adversity that youre around, asit is quite hard to ‘ues 35 to how to escape a level 
faced with, remember exactly which way you are ale, One such instance is during the 
(ne particular example meant be heading It's also dificult scene a the Russian nuclear bunker 
aroun inal the where Bond st meets Renard, you 


of this son the sinking tomove 


cure the oi of when 
Blom who played the crash onthe ay In fast. 

‘olen r Wo, could at Sussex He et behind his 

Teprsethecharacterin the wife Pamela, whom he was 

ext Bondistaliment was marvedto since 938 and his 
and snappy ee liners infrom Misia With Love two son. is final seve in 
TomithefSeptamber  whantheworldfintsry -—-‘TWINElsal he more 
soinin Newport, Wales, Desmond inthe guse of _polghant die tos death and 
Dtsiond dabbled in acing Major Geary Bosthoyd of marks, maybe, amend of a 
before ening the st branch Bar ive And Let ie rar Bond, Despite tis 

(AN 


H 
: 
i 
2 
a 


ight, thet does tom completly 
‘lo of indo 9 Toke ho il Ole, 
to ore wil we stong fort 


have seen the fim then you 
vil be wel aware that. a the 
‘end ofthat scene Bond has 
toescape the bomb-blat by 
jumping ona pulley system 

that winehes him across a ong 

tunnel to relative safety This scene 

is almost identical othe one inthe 

fim which fs excellent but when 

Renard ie confronted towards the end 

and he sets off the bomb, itis nat 

immediatly obvious to the paye 

that to escape the last he/she must 

jump ont the ple to survive. 

you tryto un down the 

tunnel you never no . 

mater how quick you 

doit, make it out in 

time: team be very 

frustrating when 

you simply t 

set out ofthis 

Situation and its 

only fyou really 

think back othe 


Dhavea 
Somethi 
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‘movie that the solution becomes 
Immediately apparent. 

There are other moments during 
TWINE that require you to not exactly 
use your brain as such, but more to 
second-guess the game inorder to 
move on, Some of the stealth stages 
ae strong examples of one false 
‘move and your done for gameplay, 
and asa result ean cause many a 
sticky end, In fac, sometimes the 
thallenge i almost over before it has 
started, and I equires patience ifyou 
axe to successfully achieve your goals. 
By the time you have completed some 
levels you should have almost 

‘worked outa formula 3s to how to 

‘complete the whale game! 
Despite this Rendishy cunning 
‘game design though, there is 50 
much todo that getting through 
tech stage is always much more 
ofa pleasure than itis a chore. 


The Man With The 
Gannon Gun 
'So, what does i ook and sound 
ike? In a word, beautiful. In 
‘more words than tha 
‘kay, each level 
Tooks like it has 
been plucked 
Y sraignt trom 
the cello it 
has been based 
Bon. the 
stunningly 
| recreated and 
has some really 
extraordinary 
visual effects 


sMustang.44 
‘High Damage Rate 
One for big game hunterst 


‘AT 420 Sentinel 
‘very Very High Damage Rate 
Takes down choppers! 
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a: 


“TWINE is a game that deserves a Medal of — 
Honour for excellence in the face of adversity!” 


thrawn in too. As you walk towards happens nest Another wonderful __ essential “more than usta gams 
the sun, solar ares catch the screen aspect of TWINE's the sound, whichis atmosphere! Some might complain 
And light ters in through windows. not just confined to the great music that since Goldeneye’s release al 
Keay glasses and nightvisioneffecis and explosive sound effects, but also those many years ago, there haven't 
are also very convincing, Each area is extends to speech from the been any areat strides made in the 
Carefully created to complement the characters, Mast of the voices are ‘first-person gente, apart rom 

film and also to help invent some ally convincing unknown actors Perfect Dark. To those people we 
Intiguing places to stage the action! doing impressions of the ones say. wel balls to you! f you look 
Small touches that can be used to the movie, but R(Q'ssuccessor) is at ton avery basic level, those who 
your advantage also make pleasant actually voiced by the man of mirth laved Geldeneye will want more of 
diversions during all the crazed himself, John Cleese! the same and with TWINE, They get 
gunfire! Ifyou do not want to get all that and that ttle bit extra! i 
pulled inte the crossfire ofa dozen ChandraBall must be sad, though, that TWINE 
hasty teroriss then take a shot or Was TWINE worth the walt? Most _offers some Improvements on the 
two ata barrel offlammable liquid definitely, but sit beter than ‘riginal james Bond shooter, but 
and wateh it not only explode Goldeneye? Well, yes..and nol it these aren't to be found in radically 
floriously but also notice thatthe certainly looks and sounds better, is diferent gameplay, As a successor 
flames spread across the floor. you mare involving and has improved to Golceneye, TWINE stands up very 
are lucky the lames spread right upon various areas ofthe previous. well ndeed and Ifyou lke yout 
across to another bunch of barrels best-selling Bond title but because it games challenging wit ots of 
situated next toa group of bad guys. isnot presented as well ction i's well worth tracking = 
We think you can guess what, ‘overall itlacks that copy down! mt 


places isa real 
puzzler! 


ie Issue 47 2000 


‘specs! 
Unfortunatly, there ae no ladies 

‘in sexy lingerie to gawp at, which take pot-shotsat you! Even up 

‘sa pity, but they are handy for those odds with this night-time 

evading the enemy! necessity Only three month's pay. he must defuse the offending tem! 
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* Bond's Best Missions! Battle 
through 10 exciting levels with a 
variety of objectives. 


* Over 20 @-Lab Gadgets 
and Weapons! Bond’s P2K, 
Infrared Glasses, Cell Phone 
Stunner, and many more. 


* All new 3D Engine! 
High-resolution textures, 
fast framerate and amazing 
view distances make 
this the best-looking 
POV game on the 
PlayStation® game console. 


IM, At hi ha 
AO A 


top secret agent. Equipped with a full 
arsenal of Q-lab gadgets and 
weaponry, you must be suave 

and resourceful as you carry 

out action-packed missions 

based on the blockbuster 

movie. Are you cool under 

pressure? Cunning when 

necessary? Of course 

you are—you're Bond 


...dames Bond. 


The PlayStation version is a completely different 
game to the N64 version, made by another 
developer. Created by Black Ops Entertainment 
(yes, the same people who had done the 
Tomorrow Never Dies, PS1 game.), this follows 
the movie a lot more closely and uses the CD 
format to show nice clips of the movie to set the 
scene. It is also fully voiced and has great CD 
music, which is nice. 


So right off the bat, this is an OK game but vastly 
inferior to the N64 version. It looks nice and for 
gamers more used to more modern controls, 
think they will find it easier. The biggest issue for 
me, is that the levels and missions are linear, so 
it’s just less interesting to play than the N64 
version. 


It’s not a bad game, but it’s missing quite a few 
levels to the other version, and critically no multi- 


* Improved AI! 


onan rain player at all. Still, it has some nice ideas, | 


eer J .. particularly liked the casino level, which even has 
tee eT you play Black Jack and win enough money in one 
sca ES eS. : cry LLU | section. Later levels do improve, opening things 
from the linearity of the earlier areas. It’s a 
shame, as some of these missions really show 


improvements that could have been made. 


BNIMATED AOE 
call 
S007: S19 tos Ra stir ing informatior 


PPP PE, 


Any game where you can taser someone on the ass 
can’t be too bad? 


Graphics on the PS1 game is quite nice, and controls 
will be easier for those who like modern FPS. 
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The game follows the movie a lot more closely than 
the N64 game. But the levels are more linear. 


The snow section is on foot, but still quite a bit 
of fun. The para-gliders are a nice inclusion. 


Overall, this is not a bad game. It has a lot of good points, such 
as it follows the scenes in the movie a lot closer, and nice 
shooting controls, that you will have some fun with. It also 
looks great upscaled via an emulator, showing off the snazzy 
graphics to full effect. It’s just, against the amazing N64 version 
this game is naturally a disappointment, with comparisons 
understandably being drawn between the two games. 


Still the fact you can pick this game up for cheap as chips these 
days, it’s a worthy inclusion to the collection and won’t outstay 
its welcome for a quick blast through. 


PURSE- sa6000 
BET - 


DEALER + 


r#i TiS Soo 


BOND +20 


HIT o STAY DOUBLE DOWN 
PASS SPLIT 


One unique level to the PS1 is the casino level. This looks nice and even 
has you have to win at Blackjack like in the movie. 


Taking out the snipers ona mission, never gets 


old. It’s a pity the levels are so linear. 


Later levels open up and become more interesting. It is a pity it just takes 
so long to do that. 
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The World Is Not 


Enough 


And neither is this game 


Publisher E.ectronic Arts 
Developer Black O¢ 
Web Site v, 
GoldenEye 


S dripping from every orifice 


No fair 


first-person shooters on 


tation go, this certainly isn't a 
bad one. | wouldn't place it as high 

list as either of the Medal of 
ut it’s still pretty 
r from some pret- 
s though. First is 


1 the same school 
s Driver 2. Black Ops 
ly extremely ambitious 


IT 


t it wanted to wring from 
the PS one and in places | think 
maybe it was pushing things a bit 
Some of the more spectacular 
-pieces have a tendency to chug 


ing. For a start, where the hell are along at an alarmingly slow rate 
the multiplayer modes? |f there's and really struggle as you play 


Ine thing that Golde gh, It really messes with the 
and to be honest, ina game 


ion is important, | think 


tioned evi 


ryone int 


their Bond experier 


€ pr 


scial than 


erate 1s more 


puns siderations 
ins, Nsiderations. 
ELEN + nd, there's the matter of 


1 points. Walk down a 


except an elevator, set n alarm, 


y there are three angry 
thugs behind you emptying their 


chine guns into your backside 


Where did they come from? There 

k there...just the 
and the doors to that never 
Realism apparently leaps 
out of the window at that point..and 
ur during the 


as it continues to ¢ 


asingly tough levels, you just 
ting more and more 

it. Thankfully, to compen- 
e does offer up plenty 
ing a bit Q 
a number of variations on the FPS 
theme, with some interesting con- 


modes 


versio 


The levels provide you with 


COOL GADGETS 


INVENTORY 
co 
¥ vLF OFSREO TAR 


As you expect, Mr. Bond gets to 
carry a vast array of different 
goodies with him on each mis- 
sion. He also enjoys healthy 
sponsorship deals with a variety 
of large corporations like | 
} Motorola, whose logo domi- 
| nates the options screen when 
| you pause the game. Does that i 
make you want to buy gadgets? | 


trol tweaks for when you're skiing 


whatever. There are also plenty of 


people's faces. My particulai 
is the pen that screws with 
detectors. The bad guys don’t 


bat an eyelid as you wander arcund 


like a buffoon holding the thing ir 


front of your face with its sticky-out 


prongs emitting beepy 


In all, | have to say | was disa: 
pointed. We have | 


thing that even meets the standards 
of an early-generation N64 game 
What a crying shame 

Final Score @@@ 

John Davison 


¥ 
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= Memory Card: 1 block 
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@ PLAYSTATION 


The World Is 
Not Enough 


@ Publisher: Electronic Arts ™ Developer: Electronic Arts 


Don’t call it BronzeEye 


@ It wasn’t a bad game for Nintendo 64, and thankfully enough, TWINE 


ain’t at all bad for PlayStation either 


While James Bond may still 

reign at the box office, his 
PlayStation endeavors have never 
been as successful. Fortunately, 
Black Ops has managed to bounce 
back from its Tomorrow Never 
Dies debacle and make The World 
Is Not Enough into an attractive, 
relatively polished and engaging 
first-person experience. 

TWINE has an undeniable sense 
of style, imbuing everything from 
the menu screens to the retooled 
in-game soundtrack with glossy 
appeal. Visually, this game pushes 
the humble PlayStation about as far 
as it is likely to go, rendering the 
attractive characters and many 
detailed environments with nary a 
hint of stutter or warp. 

In terms of gameplay, TWINE 


follows in the grand tradition of 
GoldenEye, striking a balance 
between goal-based espionage 
and dramatic bursts of violence. 
While the infiltration segments 
are rather simplistic, some of the 
adrenalized action sequences 
approach a Medal of Honor level 
of action, brimming with gun- 
toting rent-a-thugs at every turn. 
Unfortunately, while the 
TWINE engine can easily support 
levels packed to the hilt with 
villains, it stumbles when it comes 
to providing them with realistic 
behavior. Compared to Medal of 
Honor’s dauntingly intelligent 
grunts, TWINE’s thugs are little 
more than human gun turrets 
decked out in natty leisure wear, 
rendering the lengthier levels 
repetitive and somewhat dull. 
Slick, if shallow, this latest 
Bond adventure manages to 
overcome its limitations via high- 
quality presentation and enough 
frenetic gunplay to satiate even 
Chariton Heston. It may not be 
GoldenEye, but at last PlayStation 
owners have a Bond game to be 
proud of. — Samuel Bass 


EXNextGen && kes 


Bottom Line: The world may not be enough, but for 
Bond-hungry gamers, TWINE certainly should be. 


108 NextGen 01/01 www.DailyRadar.com 


Electronic 
Gaming Monthly 
- Issue 138 

- Jan 2001 


Publisher: Electronic Arts 

Developer: Black Ops 

Featured In: EGM #136 a 
Players: 1 

Supports: Dual Shock 

Best Feature: Gameplay variety 

Worst Feature: Cheap enemy attacks 

Web Site: www.ea.com 


The World Is Not Enough on the N6q is good; TWINE 
on the PlayStation ain’t so good. Now that’s not 
’cause this thing’s a sloppy port. Both versions, in 
fact, are different games, from different developers 
(although both games share the same level locales 
and characters from the flick). TWINE on the PS was 
built by Black Ops, the guys behind the barely aver- 
age Tomorrow Never Dies. This sequel uses TMD’s 
engine, except now it looks better and plays in first- 
person (to give the game a more GoldenEye feel, | 
reckon—you can even lean around corners with the 
shoulder buttons). Trouble is, this game’s engine still 
packs annoying quirks. | got stuck on walls and 
objects while strafing. Enemies spawn behind you or 
even right in front of you in some areas. Nothing’s 
more annoying than taking fire from a direction you 
thought you just cleared of baddies. Like the N64 
game, this version offers plenty of gameplay variety. 
You'll ski, play blackjack, rescue hostages and rely 
on stealth as much as steady aim. In a nod to Medal 
of Honor, you’ll even assume another identity and 
show guards phony credentials. Enemy animations, 
such as when guards reload their guns, look phe- 
nomenal:(Black Ops motion-captured the stunt coor- 
dinator from The Matrix). But the whole game just 
feels sloppy, and missions quickly become stale 
when you’re forced to repeat them because of those 
cheap, respawning bad guys. Crispin 
Oh, | wasn’t expecting this. Ste it’s a terrific 
improvement over the last Bond effort on 
PlayStation, but it’s still hardly GoldenEye for the 
Sony box. The graphics engine is allegedly more 
advanced.than anything else on the system blah, 
blah, sblah, and it is extremely impressive through- 
out. So impressive that in places you can’t help think 
that maybe Black Ops was a little ambitious with 
what they hoped the system could do. Some of the 
scripted events are great, but there’s a sense of 
struggle as the CD drivesj:whirrs and chugs. Also, 
what’s the deal with the lack of multiplayer modes? 
Surely that’s a Bond eae! precedent? John 


This could be the best fi irst-person shooter on ‘the 
PS one. The only thing that comes close is the Medal 
of Honor series. It’s just too bad that this isn’t as good 
as its N64 counterpart. Why are there no multiplayer 
modes? Perhaps the design team had too many shak- 
en Martinis when they decided to leave it out, but 
whatever the reason, it’s costing a few points in this 
review. Fortunately, they had their heads on when 
they did the rest of the game. TWINE feels like a Bond 
movie and has an excellent atmosphere comparable 
with the N64’s GoldenEye» lf you can ignore the omis- 
sion of amultiplayer game, then this game is enough, 
but it could have been better. Kraig 


VISUALS INGENUITY 


SOUND 


REPLAY 
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r BY EXTREME AHAB 
PLAYSTATION | REE wut so cia oll 
p.- -O- . _p-. Tae = $39.99 BAction/ 
C @Available now adventure 


1 player 


WUT IT "= NOLELYLTLILYLT y HEREAS THE N64 game based on the film seemed like a labor of love, the PlayStation 


incarnation of The World Is Not Enough is light on labor, relying heavily on cut-scenes 


| TT a“ 
r may aaa J 0 from the film for its excitement. It’s still a good game, but this Bond could’ve been tweaked 


by Q a bit more before being allowed out on a mission. 


As in the film, Bond is hot on the trail of money, Elektra, Renard, and Christmas Jones. 
Playing as the perennial 007 in this first-person adventure/shooter, you'll attempt to fulfill 
mission objectives in 10 3D locales: some from the film—Bilbao, Spain; snow-covered moun- 
tains in Eastern Europe —and some new environments, like the streets of London, inside a 
top-secret facility, and elsewhere. In order to thwart Renard, the lamest Bond villain of all 
time, you'll have 30-plus Q-lab weapons and gadgets, including a PlayStation-exclusive video 
camera/missile launcher. 

You'll need all this armory since enemies come in great numbers, often popping up behind 
you from who-knows-where; in fact, you'll have to eliminate so many henchmen on some levels 
that the game experience starts to feel more like shooting fish in a barrel than a suspense-laden 
espionage adventure. Moreover, when the screen is filled with multiple enemies, the frame rate 
takes a hit, making it difficult to aim and wounding the game's enjoyment factor. 


While the controller’s button scheme is 


fine—it effectively paraphrases that of your standard shooters, GRAPHICS 40 


such as Medal of Honor Underground—moving Bond around 
Choppy, but occasionally impressive. 


will make you feel like 

Well-chosen cut-scenes from the film 
help create the appropriate Bond at- 
mosphere, but a weakened frame rate 


you're roller-skating. 
Obviously, if you're slip- 
ping and sliding help- 


lessly across an alleyway, 
Cut-scenes from the film spice up the otherwise aver- " } -d shed ¥ 
age graphics of the entertaining PlayStation version youll nave a hard time 


of The World Is Not Enough. taking out the sniper a FSOUND! 250002220) a8) 


above, and, because you're gliding when you should be walking, Very nice all-around audio, from the 
the game's pace sometimes becomes too frenetic to be fun. | E * = credit-card lock-pick to the voice-overs 
Visually, The World Is Not Enough is a bit blocky, but PF : In Courie a (lifted from the film in some instances) 
the overall effect is augmented by more than 20 minutes of Rep ee ve _ to. the subtle-but-effective background 
actual footage from the film. The sounds are very nice, with ee 2 music. 
good background music, weapon effects, and voice-overs 


(John Cleese, “R” from the film, recorded lines specifically CONTROL go 


It's Bond on roller-skates as you aim and 
maneuver, which can be frustrating and 


when the action is intense takes away 
from that same ambiance. 


for the game). 


unrealistic enough to damage the 


If you’re out for more action after Medal of Honor Under- is | game's Fun Factor. 
ground, The World Is Not Enough, though a step down, m 
: Laine sao : : FUN FACTOR 4.0 
should satisfy your craving for espionage and firefights; but 
A good game containing lots of wea- 


if you're lusting for a truly great game in which suspense 5 
pons and a fair amount of thrills, but it 


and action make for a perfect union, you may be a bit P 
also includes some visual and control 


disappointed. “éz, 
isappointed. #2 glitches. 
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Never mind the world, this game is not enough 


% WORDS & SCREENSHOTS: 


— 
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« 
can be cruel and 


ice fluffy pretend world 

James Bond game would 

ased and no-one would 

pare it to GoldenEye. But in the 

ght of the real world, any game. 

P)007 legend will always come under 
Pony ay ou gl can’t avoid it. The last Bond gare 
lomor ow Weveraaies) seiavay short of the GoldenEye shoot ‘enfip 
Cenarkesnankiiiyaeyemvorid is Mot Enough is an impro' 

Many WaysaBuLcangteencusly rival Rare’s classic? Don't be sill 


Suus tues co lll oooh ule 


Tnssuis tule sie 


NENT aT 


Unlike some movie licenses that take huge liberties with the film theyre based on, TWINE sticks closely to the 
story of the original movie. That means plenty of birds, booze, big bangs and baddies. The FMV linking the levels 
is lifted directly from the movie and so apart from looking sweet, lends a classy, flowing feel to the proceedings. 


Bond battles a mob of goons in London Docklands Next up, 007 has to protect tycoon's daughter Ooh, hella! Bond does what Bond does best with On the submarine Bond has to hunt Renard 
| = 1 lla ll cadamamaa 0a Elektra King on ski slopes crawling with snipers Blektra. We de recommend you try this at hame and rescue this Lara lookalike for 
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TWINE (2 at = best during the gun fights with evil henchmen. 
Soldiers. sailors and hapless bank clerts all fall shredded at your ‘exerci = of 
feet 25 you pump rounds int their jerking bodies Oh, joy! (where you have to win # certain amoont of masey to propress 


“Great care has been taken to ensure 
the weapons feel suitably deadly” 


Gs new sidekick Hl isn't short of = handy gadget er two, like this 


wrist rattling Kaffier MSS. You could frm hedges with ther baby 


COMPETITION 


Who piay's G's sical: 
TWIN renee? 
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“TWINE falls short of its N64 counterpart, as well “Whichever way you look at TWINE, the game does deliver a 
as the Medal of Honor series on PS-X. If you hadn’t cachet of bright spots, makes use of some inventive 


guessed yet, | can’t recommend this as more than gadgetry, and grows more complex and entertaining in each 
a quick rental.” and every level. Let's be clear, TWINE doesn't come close to 


Goldeneye, and it's entirely different than the superior 
- 7 out of 10 - Game Informer Nintendo 64 version, but it's better than Tomorrow Never 


Magazine (Dec 2000) Dies. Where does that leave us? TWINE is a solid action 
game with hints of goodness here and yonder, and it's 
“Any newbie to stealth shooters will get a lot out worthy of any spy-lover's time.” 


of The World Is Not Enough, but vets of the sneak- 
and-kill scenario will find it drab and lacking 
innovation. The small details that Rare included in 
GoldenEye that gave it such a believable feel are 
absent here, and small nuances like enemies 
respawning out of thin air further detract from the 
game's realism. If you're looking for a good 


- 6.9 out of 10 - IGN (Nov 2000) 


“After much hype surrounding The World is Not Enough, we 
are once again disappointed that this game isn't as good as 
EA claimed it to be, from the weak and repetitive visuals, to 
weekend rental, The World Is Not Enough provides the somewhat enjoyable gameplay and the incredibly short 

just enough gameplay to keep you busy until replay value, TWINE is an average game hampered by 


Sunday. TWINE is not GoldenEye for the average aspects, that if had more attention paid to them, 
could have been above average, around the status of 


"good", but instead EA and Black Ops rushed the game, 
pulling out every fundamental aspect out of the game and 
making it into one game that is barely worth a rental.” 


PlayStation, but if you're tired of playing through 
Medal of Honor or Metal Gear Solid, it provides 
temporary relief for your stealth shooting 
addiction.” 


- 6.7 out of 10 - GameSpot (Nov 2000) - 6.5 out of 10 - PSX Extreme 


{Nov 2000) 
“Bond fans who enjoyed Tomorrow Never Dies are “Although the game did have some redeeming qualities, 
definitely going to get a kick out of this game. It's there were not enough of them to make me want to 


an improvement in virtually every department, and continue playing. There was never a question of what you 
should take most of you a bit longer to complete. had to do or what your mission was. While | am pretty sure 
Still, | just wish that there was more to it. Asis, that getting Pierce Brosnan for the voiceover was not really 
your adventures as a secret agent stillend up way —_an option, at least they could have found someone with an 


too short and a bit too shallow. Bond was meant actual English accent. 007: The World Is Not Enough just 
for grander things. Maybe the PlayStation 2 does not live up to the hopes that | had going into it. The 
version of TWINE will show us world is not enough? Well, neither is this game.” 


what 007 is truly capable of.” 
- 55 out of 100 - Gamezilla (Mar 2001) 


- 6 out of 10 - PSM (Dec 2000) 
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2000 | ELECTRONIC ARTS / EUTECHNY xX LIMITED 


One of the best bits of James Bond films, is the 
cool cars and multitude of gadget laden vehicles 
our hero gets to drive and pilot. So, when this 
was first announced, | was dead excited for it. 
Sure, there had been early attempts at giving the 
Bond vehicular experience, but to see it done 
with the new power of the PlayStation was going 
to be epic. 


This was another | rented and played on my flat 
mate’s machine, and whilst it was a bit of short- 
lived fun, it was another Sony machine 
disappointment unfortunately. 


It starts so well, with a great intro montage of all 
- LL, LENT Ti MUI the best Bond racing bits from the films, set to a 


— (Can you save the wert in all-new missions of High-Speed Espionage? — 


rather funky techno rendition of the Bond theme. 


— Pay attentioff, Bond. This is for your = 2 


y rite s S cars 
d them with dfitional gadgets 
| need everythin: 


fechss : a : BP Then the game starts and has the usual high 
we va a= production values, being fully voiced and with the 
new Q (does that mean R? - Ed) of John Cleese, 

se giving his usual witty, sardonic and snide remarks 

ieee _ = —— in the game. In the first mission, you must race 
\ nn ee eee. ote into a castle building and kill the enemy, and then 
a ee blow up a helicopter. Controls are a bit clunky, 
| and the graphics were very ugly this late in the 


i we en eee EAE06103301IB_ l| il > PS1 life cycle, but going back to it | did have fun. 
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From the beginning in your trusty Aston MartinDB5 Mission One also sees you take down a helicopter 
there are loads of explosions. with a stinger missile. 
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Mission 2, sees you drive around an rather 
empty New York. 


Taking out the car carrying truck, with your wheel 
Lasers. At least there are a few cars on the road. 


The game (even by the year released) was considered 
ugly. With contemporary games like Driver 2, offering 
the gamer so much more content and fun. The other 
issue is that the controls aren’t great, with often 
unnecessarily failing the mission, due to the car not being 
responsive enough (especially with a snide John Cleese, 
rattling off in your ear.) 


SCORE 


elelelelele) 


SCORE 
o00700 


Racing against the enemy car, if only the same 
effort was put to the roads as that sunset. 


Racing on one of the dirt tracks, this is the period with the yucky 
BMW cars as product placement in the films isn’t it. 
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SCORE 
Oo0o3000 


The amphibious Lotus car, is completely wasted here 
with it just being another on land racing section. 


PLANE SPEED 


SCORE 
o00000 


The final mission has you take the jumbo jet with 
your car. You do this by bashing into the engines. 
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Still buying it today for a couple of quid, it’s a bit of fun. Its 
short, so doesn’t outstay its welcome. The missions try to 
be varied, with you racing in a surprisingly empty New York 
city, lasering tires of a truck or driving the Lotus on land. It’s 
just all a missed opportunity, especially with games 
released since (both for James Bond games and spy themed 
games) have shown how it should have been done. 


Overall, a fun, short distraction, that is worth a short play 
through, especially via an emulator that at least improves 
the graphics a bit. However, now-a-days | would play the 
vehicle car levels on some of the later James Bond games 
coming up in this book. Or even play the excellent three 
Spy Hunter games on the GameCube, Xbox and PS2 era. All 
of these do a fine job of getting you in a spy racing mood. 


These days, | would instead look to the fabulous Spy Hunter 
trilogy of games on the Game Cube, PS2 & Xbox. 


As expected in the game 
Bond gets the girl and 
drives off into the sunset, 
whilst giving her a good 
snog. (Ah, the romantic -Ed) 


007 RACING 


J DS 
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LICENCE TO CHEAT 
Game Shark Cheats 


Infinite Ammo on Pick-Up DOOC1C7A ACC2 
800C1C7A 2400 


Quick Max Score DOOSE240 0000 
8005E240 FFFF 


ee) 


Playstation.2 


In Game Cheats 


Cheat Mode 
Enter MMMQRRQ in as a name in the mission mode. 


Unlock All Levels 
Hold L1 at the main menu and press X, Circle, X and 
Circle. 


Tall Pedestrians 
Enter LEMKE in as a name in the mission mode. 


Play As A Forklift [Secret Vehicle] 

Enter Name DFRKLFT At The Name Input Screen. Now 
You Can Play As A Forklift! (You won’t be able to shoot 
missiles though, only use your gun.) 
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WHAT YOU NEED TO KNOW 
The name is Bond, James Bond. Licensed to have 
all manner of cash-ins produced thanks to the 
success of my movies. GoldenEye and TWINE proved 
successful, but this attempt to be different and not 
tie in with a movie isn’t. Doing a game without the 
restraints of a movie licence should've given the 
developers licence to thrill with wild action and 
imagination-fuelled plot devices. So why are we left 
with a mission-based driving sim? Even a Mano Kart 
game with all the vehicles would've been better. 
WORTH PLAYING? 

It feels like you're playing a Die Hard Trilogy sub- 
game - not spectacular, just a series of uninspiring 
missions that don't feel like a coherent Bond game. 


Electronic Arts 


Publisher: 


Developer: Eutechnyx 

Featured In: EGM #134 = 
Players: 1-2 

Supports: Dual Shock 


Best Feature: Bond cutscenes 
Worst Feature: Everything after pressing start 
Web Site: www.ea.com 


Boy. | am the unheralded king of the crap racing 
games this month—although 007 Racing isn’t strict- 
ly a racing game. Consider it more of a multi-objec- 
tive, mission-based driving game, and there ya go. 
You are James Bond, and you are driving his swank 
stable of cars in super-dangerous mission after mis- 
sion. Too bad James Bond never had to play a game 
like this. The graphics suffer from every possible 
bad thing that can happen to a PlayStation game. 
They’re grainy, the textures warp and buckle, the 
car/vehicle models are nothing to whistle about, the 
explosions are big pixelated sprites that look like 
paper-maché sunflowers and the framerate isn’t so 
hot. The control is also merely so-so, often overly 
sensitive, and downright aggravating in certain situ- 
ations where accuracy is required. Take the mission 
where you must guide your car by remote-control, 
watching it through various security monitors. Ugh! 
The worst part of the game is the insane difficulty of 
some of the mission objectives. You will play certain 
missions over and over, until you get it just right, 
which in a normal world would be considered a chal- 
lenge, until you factor in all the problems the game 
suffers from. When you do, those difficult missions 
border on impossible. You’d think a powerhouse like 
EA could afford to take the time to treat their licens- 
es right. Guess not. Pity poor James Bond. Never 
before has he lacked so much style. Milkman 
If you’re trapped at your parents’ house for a holiday 
weekend, sucking down second-hand smoke by the 
lungful, equipped with only a list of high school 
friends’ phone numbers (who you never really liked), 
007 Racing. isn’t a bad game to be stuck with. At 
least, it wasn’t for me. It’s actually quite fun. The real 
slam is that it’s too hard too soon. Why? Because it’s 
more interested in following a story line than follow- 
ing a fun-flow, making for early difficulty. But the 
diversity of missions is bitchin’ and the cutscenes 
make the game feel like a true Bond experience. 
Some people might not be able to get past some 
technical glitches, but | did: It’s fun. Todd 
Despite the name, 007 Racing really isn’t a racing 
game at all. It’s more like Driver meets Bond 
meets...well, crap. It’s not that the idea behind 007 
Racing is bad—taking control of James Bond in one 
of his cool cars, and then completing mission objec- 
tives for each stage—but the execution is horrible. 
The level objectives are lame, the difficulty curve is 
insane, the control is incredibly basic and somewhat 
sluggish, and the entire game has a very unfinished 
feeling. Oh, and it doesn’t look very good either. The 
worst part is | heavily enjoy both Bond and car 
games, yet | walked away from my 007 Racing expe- 
rience almost pissed off. Ryan 
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@ If you ever dreamed of being James Bond, keep dreaming — 007 


Racing won't get you any closer 


With his gaggle of gadgets, 

suave European style, and 
dream cars decked out with 
weapons aplenty, James Bond offers 
a ton of fodder for videogames. 
With 007 Racing you’re given the 
opportunity to at least take those 
legendary vehicles for a spin, but the 
game gets off to an unstable start 
and doesn’t get much better at any 
point after that. 

The story contains the ubiquitous 
trappings of any good Bond 
adventure: a plot to enslave the 
world, locations that span the globe, 
explosive thrills, and dubiously 
humorous sexual innuendo. Each 
mission features a classic 007 car, 
including the silvery Aston Martin, 
the Lotus Esprit, and the pair of 


@ It’s not just that the gameplay 
is dull, but the graphics are 
strictly uninspired too 


BMWs that helped make the last 
couple of films memorable. Each 
one, however, is mostly equipped 
with the same weaponry, 
including missiles, oil slicks, and 
shields, making them almost 
functionally identical. The 
graphics are strictly middle-of- 
the-road, with bland textures and 
competent if unexciting models. 
Control is well suited to auto- 
based action, and the cars turn 
quickly enough, although they’re 
a tad twitchy. 

Unfortunately, the car-based 
combat — the heart of the game 
— is all over the map and 
ultimately unsatisfying. The 
explosive nature of just about 
every obstacle on the road, and 
the reprehensible addition of an 
auto-switch targeting feature 
make things particularly 
frustrating, especially while you’re 
being besieged from all sides. The 
missions are poorly balanced, and 
there’s little incentive to play 
through any of them twice, while 
the Versus mode is equally 
forgettable. Second-rate movies 
and menus make for a lackluster 
finish — you’re better off picking 
up a cheap copy of the two-year- 
old Vigilante 8. | — David Chen 
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Bottom Line: Fine as a rental car, but not worth the 


sticker price. 
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“007 Racing is a program that features Bond-style 
missions simplified and spliced in with solid racing 
action. It is very much an arcade game, but is quite 
enjoyable nonetheless.” 


- 8 out of 10 - GameZone (Jan 2001) 


“At the end of the experience that is 007 Racing, 
you'll probably have mixed feelings. If you're a big 
car-combat fan, I'd probably recommend 
something else over Bond, like Demolition Derby 
Raw or Star Wars Demolition. But, if you're 
somewhere between a mission-based action game 
fan and a casual driving or car combat person, 007 
Racing might be just what you're looking for. For 
me, only some creative gameplay and level design 
saved this one from lower-than-average ranking. If 
you can look beyond the flaws, 007 Racing has 
enough going for it to justify a rental, if only to 
hear that Bond music and watch 

the cool opening sequence.” 


- 79% - PlayStation Illustrated (2000) 


331 


007 SR ACING 


007 Racing 


Format: PlayStation Pubisher EA Developer: In-house Price £30 Release, Out now 
_— | t ls tempting just to take down a thesaurus and 
list all the synonyms under the heading ‘appalling’ 
Professional courtesy, however, dictates a full and 


At least EA has attempted to deliver some 
variety to the missions. Some will see 
Bond reaching waypoints, others 
destroying key targets. None are exciting 


RELLFIRE 
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Helifire missles are launched trom either side of Bond's classic Aston Martin. This, however, means that 
direct hits can only be achieved with frantic adjustments - difficult considering the awful vehicle handling 
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PREVIEW 
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Bond races onto the PlayStation 2 


S everyone knows, EA is 
Al supporting the PS2 whole- 


heartedly. All of the that includes the super spy, James 


company’s major franchises are 
appearing on the 128-bit console, and 


A Players can expect to see several new environments and locations in the PS2 version. 


Bond. Granted, 007 Racing is already 
available for the PSone, but the version 
of the game that’s coming out next 
year will be quite different. In fact, the 
only real similarities are that you'll be 
driving cars and trying to accomplish 
the same sort of mission objectives. 
Other than that, players can expect to 
see new visuals, larger levels and 
improved enemy intelligence. There's 
also a possibility that new weapons 
and vehicles will be added. 

As you can tell from these early 
“screenshots”, 007 Racing is going to 


With more vehicles, smarter enemy Al and 


larger environments, 007 Racing looks to 
take the spy action genre a step up. 


be quite an action-packed game. The 
developers are working to capture the 
same intense level of excitement that 
the past few films have had and it 
looks like they're doing a good job so 
far. Hopefully, we'll know about this 
hush-hush title early on next year, so 
stay tuned for future updates. 

> Stephen Frost 


A You can blow up enemies and other stuff. 


4 With the power of the PS2, EA was able to include more vehicles onscreen at a time. 
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PLAYSTATION 
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= Published by Electronic Arts 


$39.99 ® Driving 
HE TITLE MIGHT evoke images of silly cart racing in which you compete BE @ Available now =2 players 


as Sean Connery, Roger Moore, Pierce Brosnan, Dr. No, Jaws, M, Q, or even 
Miss Moneypenny. But 007 Racing is a Driver-meets-Spy-Hunter, vehicle-based shooter 
that plays like Vigilante 8, but with gadget-strewn cars from Bond movies new and old. 
007’s varied scenery—from the streets of New York to the jungle roads 
fo TA i ’ ral of Mexico—is detailed and moves smoothly as you speed by, but the screen 
is often blurry with pixels. The good sound effects keep you aware of what's 
7 4 ss Y = 1s going on and include voice-acting by Desmond Llewelyn as Q and John Cleese 
as R (Q's assistant), who chides you for crashing his cars. 
, =— It’s a breeze to control your vehicles—including the Aston Martin DB5 


and BMW Roadster—yet some objectives are tedious and frustrating, 


FUN 
SOUND CONTROL ___ FACTOR 


such as setting multiple limpet mines in precise locations within a time 
limit. 007 Racing offers mild fun that 

will appeal for sure only to 

gamers who love both 


Bond and action- a, 
driving games. (Gr) % as 
WD — ' 


AY 


PlayStation 


z 
5 
Q 
G) 
ic 
Q 


= 
= 


PlayStati 


m 7] 
m 
i m 
o z 


SLUS-07003CE 


007 FR ACING 


“The play-control does have its moments and 
certain missions are relatively fun. Additionally, 
007 Racing is filled with plenty of Bond talk and 

jargon. However, the graphics are pretty ugly, 
even downright nasty at times. | did enjoy a few of 
the missions, but overall this game is more Lazenby 
than Connery..” 


- 7 out of 10 - Game Informer 
Magazine (Jan 2001) 


“EA's 007 Racing is a decent little game, as long as 
you don't expect too much from it. As you might 
have suspected, 007 Racing ain't the Sean Connery 
of Bond games, it's the Timothy Dalton version. 
It's not original, nor is it good looking. It's filled 
with awkward spots and questionable areas (like 
when | reached the broken bridge in Escape and 
the vocals chimed in after it was too late to launch 
my parachute), and it becomes a chore rather 
than fun.” 


- 5 out of 10 - IGN (Nov 2000) 


“In theory, 007 Racing seeks to deliver a high 
performance of action and entertainment, but 
comes up short in completing its objective. With 
the added mutli-player aspect to fall back on, 
perhaps this feature alone may instill greater 
enjoyment and added replay value to those who 
take interest. Though in retrospect, due to an 
overall degree of poor gameplay elements, 
superspy wannabes and action moguls alike 
should look elsewhere for a license to thrill.” 


- The Next Level (US) 


C- (C minus) 
- (Dec 2000) 
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“Here’s a quick rundown of 007 racing: It’s fun, it sucks, it’s 
fun, it sucks, it’s fun, it sucks, and so on until the end of the 
game. Basically, this means 007 is trying to be good all the 
time, but really only succeeds half of the time. To borrow a 
line from the greatest movie of all time: “Control, control, 
you must learn control!" You can forget about realistic 
physics in terms of steering, braking, and just about any 
other situation you can think of involving laws of nature. 
Basically the game banks on John Cleese (who is hilarious) 
and down-home, old-school racing. The levels that try to do 
more are the ones that cause my screen to pick up an 
inordinate amount of controller plastic. Please don’t buy this 
game if you’re planning on getting a PS2 in the next eight 
months. The graphics are so horrible, it just 

wouldn’t be worth the time and effort.” 


- 6.75 out of 10 - Game Informer Magazine (Jan 2001) 


“Overall, 007 Racing isn't polished enough to fill the needs 
of objective-based driving game fans.” 


- 5.3 out of 10 - GameSpot 
{Nov 2000) 


“Sadly what was once a very promising game, turned out to 
be a miserable failure, 007 could have been a good game if 
its visuals were worked on more, because | know that 
PSOne can do so much better than this, the gameplay needs 
to adjusting and the controls should have been tightened 
up for better gameplay. With horrible graphics, 
unsatisfactory and tedious gameplay, and loose controls 
007 Racing is barely worth a purchase, let alone a rental, 
just stay away from this game if you know what's good for 
you and the Playstation.” 


- 5.2 out of 10 - PSX Xtreme (Dec 2000) 


“007 Racing has the makings of a good game, but fails in its 
delivery. Some gamers can look past gritty textures and 
stickmen for the decent gameplay and variety, but the poor 
control that plagues 007 Racing is hard to resolve. True 
Bond fans will enjoy sitting at the wheel of Q-lab‘s 
creations, but the staying power of 007 Racing is short, and 
the novelty ends there. Rent this game before 

committing your hard-earned cash.” 


- C-(C minus) - Game Revolution 
(Nov 2000) 
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Featuring an Authentic Model of 
_ His Custom Aston-Martin Car 
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In the 60’s if you wanted to recreate James Bond chases, then you would have to buy something| 
like this. Actually | think | would prefer this :-) It looks really cool. 
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Bond gets his gun out for the soldier, he 
doesn’t seem that impressed. 


2000 | ELECTRONIC ARTS / ZN PRODUCTIONS 


Cor, another TWINE game to play through, this 
time on the Gameboy Color (It’s a good job the 
PS2 and PC versions got canned in the end -Ed). 


This one is a slanted viewpoint (kind of isometric, 
but Kingy always tells me not to call this 
viewpoint that). So, what we have here, is a 
simplistic Bond game in the style of those early 
2D Metal Gear Solid games. Unfortunately, the 
developers here, have failed to truly understand 
what made those games great, and so this 
instead, becomes a rather thankless task of 
walking about and _ occasionally bopping 
someone in the nose. It’s ashame as well, as with 
more stealth and variety in missions and things to 
do (i.e., like MGS did so well), this could have 
been quite good. Music is awful here, being just 
a series of bland beeps. 


Say something nice, erm... The graphics are clear, 
if a little dull, it also follows the events of the 
movie pretty closely, so that’s nice. 


Overall, this is a pretty forgettable game if truth 
be told. | would personally play Metal Gear Solid 
on the Gameboy Color instead; slapping on some 
Bond music and pretend you are the super spy 
himself. 


EMPTY » 


The game clearly depicts things, but the 
colour palette makes it all seem so bland. 
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Bond gets ready to shoot the soldier, who 


= = 
helpfully is just standing still. ah, al — Me, 


ErdPT’ 


Bond does a deal to get the briefcase with the cash. The graphics are 
perfectly fine and functional. Just not much to get excited about. 
Much like the gameplay really. 


Bond finds he can’t navigate a barrel. | guess they 
didn’t teach that in spy school. 
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! L Bond goes up against a_ helicopter. 


(I think | played this level on Chuckie Egg? - Ed) 


Bond is on the chase, as Christmas Jones is 
failing to catch up. 
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that made Metal Gear 
Solid so great, whilst 
007's approach of 
pumping people for 
information isn't 
something that you 
can do so easily in 

a game. So, we 

end up with 
something that's a 
bit of exploration, 

a bit of shooting, 
but not that 

much else. 


The game follows 

the story of the film 
pretty closely, and 
your mission 
objectives range from 
clearing a building to 
retrieving documents, 
but what you end up 
doing every time is 
just wandering around 
for ages and shooting 
someone every now 


‘The missions take you all over the place, starting in London and M6 
headquarters (which is bizarrely full of enemies) and ending up on a 
Russian submarine. Gets about a bit this Bond guy, doesn't he? 


~= go Uppers 
+ Follows the film well. 
+ Fairly playable. 


ot 


Gsax 


and then. Now, I'm as 
up for gun-toting 
action as the next 
man, but the fighting 
in the game isn't much 
fun, being siow- 
moving and generally 
confusing, and the 
tough enemies can 
often be a lot of 
trouble to kill. 
Of course, this points 
towards a somewhat more 
tactical style of play, and 
indeed it's often better to 
just run away than go into 
combat — you are James 
Bond of course, so dodging 
bullets is par for the course 


Downers 
~ Awhward combat. 
~ Drags along at times. 


- Stupid enemies. 


REVIEWS 


(especially in this game. 
where they travel incredibly 
slowly). Once you get 

used to the mix of 

careful pacing about and 


running like hell, it does 
all become a bit more 
enjoyable. 
Still, without the 
finely-tuned stealth 
gameplay of MCS, it 
does become dull 
wandering from 
fever to lever to 
open the next door. 
and you just wish 
the enemies were a bit 
more intelligent or the 
levels a bit better 
designed. It's all right 
to play, for certain, and 
it's fun to be Bond, but 
without that element 
it would just be 
pointiess. 


007° THE WORLD IS NOT ENOUGH (GBC) 
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Electronic Arts hasn't forgotten about gamers who 
own older portable systems. EA has designed the 
latest James Bond adventure to be compatible with 
Game Boy and Game Boy Color. The World Is Not 
Enough gives you control of 007 as he zips from B 
country to country, following a plot similar to that of Zi 


Nintendo last year’s blockbuster movie. As Bond attempts to 

Byaar complete assignments, he will wander from room to 
room collecting gadgets and weapons. 

- Issue 150 Simplistic graphics and strategic game play 

- Nov 2001 make the title a perfect match for classic 


Game Boys. 


©2001 Electronic Arts inc. ©2001 Danjac, LLC and United Artists 
Corporation. Logos and all other James Bond-related trademarks 


™ Danjac, LLC. 
Mission Critical The Right to Bear Arms 
OBJECTIVES Each level presents 007 witha = Bx Bond begins the game with a 
new set of objectives. Press P stun gun but won't get very 
Select at any time to check far unless he acquires 
your status. You must com- weapons and ammunition. 


A horde of green guards lurk 
on every level, equipped with 
plenty of firepower. 


plete all tasks while sustaining 
a minimal amount of harm. 


“However, it is exciting to play secret agent for a | 
while, and if you like the James Bond concept, this | 
might be worth trying.” | 


- 6 out of 10 - Super Play (Sweden) 
(Aug 2001) 
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EMPTY 


“Graphically, the game is rather stripped down. 
Even though the GBC's capabilities aren't huge, a 
few more visual details would have been nice. In 

short, the world is not enough is not in my opinion 
the best game of its kind on this machine.” | 


- 78% - Console + (FR) 


(Sep 2001) 339 


2001 (Ps2), 2002 (Gc xrox) ELECTRONIC ARTS / IN HOUSE 


gi eX On After a few 007 missteps, Electronic Arts decided 
GAMECUBE to bring the next game in-house for its next James 
= Bond game. The results were extremely positive, 
with Agent Under Fire, being one of the better 
Bond games released. 


—) = 


PlayStation.2 


Sensibly deciding to go back to a first person 
shooter, with a couple of third person vehicle 
sections to break up the action. For this game, 
Electronic Arts decided to not tie the licence to a 
specific James Bond film, to remove the 
headache of rushing a game out to coincide with 
anew movie. This was a masterstroke, as this 
gave the time for additional polish and better 
locations to go through. 


Get behind the whee . a a 
ree §§6The opening level has you rescue a girl, tied atop a 
BMW®Z8, BMW® 750iL, e 5 . 
J ASTON maRTIN® 0B5 submarine with a laser slowly moving towards her. 


and more! 


eS Frag your friends in 
Encounter STUNNING } . FOUR-PLAYER, 
BOND GIRLS, both , SPLIT-SCREEN action. 
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The on-rail shooter sections through Hong Kong, is a lot 
of fun. With many explosions and roller-coaster action. 
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0072 AGENT UNDER FIRE 


If you play through and win awards, you can unlock 
weapons such as the cool Golden Gun. 


The Driving sections in the game is a ton of fun. It’s 
great as well that the Aston Martin DBS is in it. 


The mobile phone is built with lots of gadgets such 
as lasers, decoders and grapple hooks. 


One thing that is a shame here, is that they didn’t get the 
likeness of Pierce Brosnan here, instead opting for a unique 
Bond. This is a shame as in the cut scenes 007 just looks weird 
and jarring. with the voice acting and his look feeling off. 


Still, it’s the gameplay where it matters and here for the most 
part this is a great game. It starts in a building complex, a bio- 
dome reminiscent of from the film “Tomorrow Never Dies”, 
with lots of plants growing everywhere, all culminating in you 
rescuing a woman tied on top of a submarine, with a laser 
slowly moving towards her. This level is a great fun 
introduction, but does far too much hand holding though, 
pointing out what you can explode, where body armour is, and 
basically what to do at every turn. Bond is supposed to be an 
autonomous super operative. So being told what to do, at 
every turn, takes you out of the action a little. 


One new addition to the game is what it calls “Bond Moments”. 
This is when you do something scripted that is cool. Such as 
grapple hooking up a building, exploding some gas canisters to 
take out a group of enemies. This is a nice idea, although it 
would be nice if you were also rewarded more for non-scripted 
cool things, you do as well. Especially as the end of level 
grading, insists on these “Bond Moments” being done, to get 
the higher grading. 


Talking of grappling hooks, the phone gadget can do lots here, 
from lasering locks, Batmaning up to higher ledges, or 
decrypting keypads and downloading PC material. It’s a nice 
inclusion, to give you that 007 feel. 


There is some quite cool epic locations in the game. 
The weapons whilst not licensed are well done. 


The game looks great, as it starts throwing lots of enemies at you. 
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007; AGENT UNDER FIRE 


The upscaled imagery playing an emulator shown 
here is gorgeous, really making the game shine. 


Bond tries to shoot out the guards, defending the 
Harrier jet. 


Up against a helicopter is a cool end of level boss. 


Level two, in true Bond fashion has you ina BMW car, escaping 
with the operative you had just saved, with her driving across 
Hong Kong and you shooting, taking out the helicopters and 
enemy cars in pursuit. This on-rails shooter is a real adrenaline 
fuelled blast, as you go roller-coasting through explosions, 
automatically turning this way and that. This continues with 
you driving yourself through the city of Hong Kong, chasing 
down an escaping van with information and using your EMP 
gadget to immobilise the van. The van itself must not be blown 
up, but the rest of the cars in pursuit are fair game, so expect 
lots of satisfying explosions. You can tell here that many of the 
Need for Speed crew worked on these sections, with the levels 
being responsive, massively fun and a great inclusion to the 
game. 

Thankfully you also get to later drive the classic Aston Martin 
DB5 and not just the BMW. As a huge arcade racer fan, these 
are some of my favourite sections, and it really highlights what 
a shame, we didn’t get a sequel to “007: Racing” on this 
generation, to give a full Bond driving and piloting experience. 


Each of the 12 levels are really well designed, with each being 
interesting and fun to play through. It perhaps lacks some 
variety, with it turning away from more stealth elements, but 
for the few hours you spend with this game you will have a rip- 
roaring adventure to experience. 


Rocket 19 


Using your phones gadget to decode and download 
information is a nice inclusion. 


Playing “007: Agent Under Fire” using an emulator such as Dolphin, allows 
you to upscale the action and see all the gorgeous detail to the levels. 
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007; AGENT UNDER FIRE 


There is a multiplayer part to the game as well, which includes 
bots, for those unable to drum up friends to play with. This has 
all the usual modes you expect and is perfectly serviceable 
addition to the game. 


Overall, this is a fun game, it doesn’t outstay its welcome and will 
keep you entertained throughout. It’s a shame it doesn’t have 
Pierce Brosnan’s likeness or any of the voices, and it’s all a bit too 
hand holding. Still, this is a really good James Bond experience, 
that you can pick up for pennies today, so definitely a worthy 
game to add to your collection and play. 


Bond in a cut scene, tries and fails to explain, why he has broken in to 
this woman's bedroom and been happily perving watching her shower. 


The game makes good use of the vertical space 
Of the levels. 


It’s nice that sniping makes a welcome return here 


again. Just as satisfying as always. 


The Hong Kong driving level is so much fun. | wish 
they did more cool levels like this. 


This level is one of my favourites. The layout is 
reminiscent of the film On Her Majesty's Secret Service. 
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007? AGENT UNDER FIRE 


WOT THEY SAID... 


‘TONS OF TRICKS, TIPS & CODES INSIDE. 


ELECTRONi«; 


James Bond 007 in... 


YELECTRONIC 
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Agent Under Fire 


Supports: Multi-tap 

Best Feature: Car chase sequences 
Worst Feature: Force-fed Bond cheesiness 
Web Site: WWW.007.ea.com 


EA focused on making this feel like a Bond movie, 
and they tried too hard. The innuendo and cut- 
scenes are so force-fed that the action plays second 
fiddle. Instead of letting enemies ambush you, short 
cutscenes show you what’s around the bend. Can’t 
find the grate you need to get through the level? 
Don’t worry, the “idiot cam” will zoom to show you 
where it is. And if you need a keycard, a half-naked 
girl will hand it right over—after you spew a pickup 
line, of course. The gadgets also get too much face 
time. You'll often spend more time cycling through an 
endless menu of gizmos than firing your gun. Many 
levels feel like they were designed entirely around 
the gadget-of-the-week. Just wait ‘til you use the Q- 
claw cell phone that turns you into a British Spider- 
Man and the Q-Jet that makes you look like a suit- 
wearing Rocketeer. Inspector Gadget, anyone? To 
make matters worse, being “Bond-like” causes the 
first notes of his theme to blare. Shoot a barrel that 
explodes: Da-da-da-daaaa. Melt a padlock with the 
Q-laser: Da-da-da-daaa! Imagine this 50 times, and 
you'll understand Why hearing the theme noWagives 
me the runs. Luckily, the fun multiplayer modes and 
Spy Huntey-lite driving sequencessaren’t as annoy- 
ing. They make this disappointment rentable, but | 
shouldn't have expected a lot from something subti- 
tled “Agent Under Fire.” That’s like naming a NASCAR 
game “Racer Drives Fast.” Kraig 
I’m not sure anyone has really cared much about 
this series since GoldenEye. But for the remaining 
followers of the James Bond game legacy, 
Agent Under Fire is about what you’d expect from 
a 007 title, just with more driving levels. It’s a 
solid game from a technical standpoint, but éxtraor- 
dinarily bland from a gameplay perspective. Gunning 
down foes’in high*speed chases, sneaking around 
heavily sentried buildings...it's been done with 
greateristyle in lots of other games. The PS2 has 
so many killer games sthisy fall; wait until you’ve 
played the entire A-list of releases before you give 


Bond the time of day. Jonathan 


Hot Bond babes in tight clothes are the only thing 
going for 007. Escort that booty out, and you’re left 
with a flat arcadey shooter, starring a down-right per- 
verted James. AUF’s grossly contrived Bond plot 
cobweb-strings together one insipid,.uninspired 
mission after the other. And considering yo Haven’ t 
got much more than 12 uneventful levels ( 


nil replay value), what else keeps Bond: AUF afloat? 
Not multiplay, that’s for sure. When multiplay feels 
like it gotstapped on at the last minute by taking bits 
and pieces from the single-player missions, it shows 
and blows. Looks like Bond's in a lose-lose situation, 


and this time, he’s screwed. 
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Electronic Arts 
Electronic Arts 
EGM #153 (GameCube) | 


blisher: 
Publisher: Electronic Arts oie 
Developer: Electronic Arts Featured In: 
Featured In: EGM #148 Players: A 
Players: 1-4 Also On: PS2, GameCube 


Best Feature: Hot, digital Bond chicks 
Worst Feature: Poor collision detection 
Web Site: www.eagames.com 


Tsk, tsk what a shame. Bond had the potential to be 
so much better. Sure, all the innuendo and items 
scream “oo7,” but where are all the true spy mis- 
sions? Go ahead, slap the Powerpuff Girls in there. 
Would the gameplay change much? Frankly, niet. 
First off, missions are designed singularly for arcade- 
style shooting. Stealth, or more appropriately, spy- 
like gameplay, is surprisingly absent, throwing any 
prospects for immersion right out the window. The 
collision detection is so poor, objects feel like they’re 
10 times bigger and more obstructive than they 
should be—navigating a small room with something 
as insignificant as a table in it is exceptionally diffi- 
cult. These are the kinds of problems that get really 
aggravating in a first-person shooter because they 
break up the natural flow of the game. On to Bond’s 
other savory bits.... Although one garners a variety of 
weapons (none of which are very original; the golden 
gun is so played- geo. even the most hardcore-look- 


really an afterthought. Bond freaks: Go nuts. 
Everyone else: Pass it up. Jeanne 


This game’s got more Bond than it knows what to do 
with. You’re constantly being pelted with quips from 
the movies, sexual innuendo and Q’s useless gad- 
getry. It’s fellate te Gameplay is average first-per- 

_a_convoluted 


limited game asi 


Agent Under Fire does a good job of mimicking 
recent Bond films, for better and for worse: It’s sim- 
ple and often predictable, but with a few standout 
moments. The game holds your hand through all of 
the first-person. shooting (FPS) leve which are 


with it fore a night or two, and feave' it. 
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hile majority of Agent Under Fire is played 

from a first-person perspective, players will 
also have to master a variety of driving and rail-based 
shooting segments. There's also a stealth mission where 


PSM you're awarded more points if the guards don’t see you. 
. Allin all, there’s a much higher level of variety here than 
-Issue 54 in past Bond games. 
-Jan 2002 One of my gripes about the past 007 titles is that 
i they were short and lacked much replay value. 
(PS2 Review) Fortunately, that has been addressed in AUF. By perform- 


ing well on missions, you're awarded special abilities and 
weapons, such as the fabled Golden Gun. That alone 
makes you want to continue playing until you achieved a 
perfect score. Not only that, but if you manage to find the 
special golden 007 icons hidden in each level, you'll be 
able to unlock new levels and power-ups. 


007: AGENT UNDER FIRE 


AUF also features a well-designed multiplayer mode. Up 
to four players can face-off against each other in death- 
match, with a variety of options available to them. You can 
even speed up the movement of characters, which allows 
for a faster-paced game without any slowdown. This is 
one of the best deathmatches available on the PS2. 

Granted, this latest Bond adventure won't set any real 
marks for innovation or depth, but it still manages to 
provide a decently long and fun experience. Of all the 
007 titles that have appeared on Sony consoles, | defi- 
nitely enjoyed this one the most. 


‘ al 
A Not only does Agent Under Fire look quite good, it also 
runs at a smooth 60 fps. 


> Stephen Frost 


VERY GOOD 


Definitely much better than the Bond games 
on PSone, the true star of Agent Under Fire 


FINAL SCORE 


ow B 
| --GA 

iS Developed and published by EA Games 
Action 


would have to be its multiplayer mode. 


Increasing its replay value even further is the fact that 


Y FOUR-EYED DRAGON 


PLayinc Acent UNber Fire is like watching a James Bond flick— FACTOR 
the game's full of fiery action at every turn. And if the exploits of Britain's 
legendary spy grab your attention, 
then you won't want to miss 


007’s newest adventure. 


Bond Save the Queen 
In Agent Under Fire, you’re equipped with the latest weapons 
and Q-gadgetry as you travel to international locales in order to 


GRAPHICS SOUND _ CONTROL 


4 players 


MAGenkt YAS Frn-e 


GamePro 


solve a mysterious conspiracy that involves cloning world leaders. 
- Issue 165 The gameplay contains excellent variety: WVhile most of it takes 
lace in first-person mode, similar to previous Bond games, you'll 
- Jun 2002 cot 4 Bae 


| periodically take the wheel of one of James’ famous roadsters to 
“speed through the streets with rockets and guns blazing... just like 
| in the Bond movies. 

| The sharp graphics and cool sounds add to the entire Bond 


(Xbox Review) 


PROTIP: A pistol shoots more accu- 
rately than any of the machine guns, 


i lf you don't have a sniper rifle for 
T | id id thi ‘ medium- and long-distanc the 

foe he visuals look much cleaner 4 os an PROMIP: i enemies Jeet tomers ee a on \ nt oa shots, 

| jose in the PlayStation yu_don't look for them. That way, you can set up gui 


2 version, and the wea- at a spot where you're guaranteed to tag anyone 
pon effects are exhila- | who comes into view. 


rating to watch. Believable voices from the entire cast and, of course, 
the 007 theme song only strengthen the entire spy experience. 


A Bond-a Fide Thriller 


There are, however, some sore points to Agent Under Fire. It's difficult to 

§ scroll through the many gadgets and guns in a heated battle. You'll find your- 

self repeating missions over and over again just because you died while trying 

to equip yourself with the right stuff at the right moment. Also, there’s some 

frame rate slowdown, which makes it difficult to maneuver out of hot spots. 
Still, Agent Under Fire accurately represents the James Bond world, which 

is full of fast-paced firefights, beautiful women, and international intrigue. J 


PROTIP: In Cold Reception, don't 
forget to take pictures of the various 
model buildings that are scattered 
around the level. 


WWW.GAMEPRO.COM LETTERS@GAMEPRO.COM 


“EA has done a great job capturing Bond’s essence. Maybe I’m in a good mocd because of Easter 


(that’s rare of me) but | found this game to be really fun! Mind you, I’m reviewing this as a rental 
though. | picked Under Fire at the local Blockbuster. Would | be disappointed if | bought his game? 
Probably not. lt was great fun. The prudent thing to do here is to rent this game first. You may want 
to do more in terms of replay than just chase down records. In the end, this game is nothing like 


Goldeneye. That’s a good thing in my opinion. Good work capturing Bond, EA! Check it out!” 


- 8.1 out of 10 - Nintendojo 
(2002) 
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Nintendo 
Official 
Magazine 

- Issue 118 

- Jul 2002 
(PS2 Review) 
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and goo 
fashioned 


Release: 
14 June 


The enemies appear to have been trained 
at the Blofeld school for evil overlords 


he wait for GameCube's debut first person 
T shooter is over. James Bond 007 in... Agent Under 
Fire is now in the shops, and while it might not be 
based on an actual Bond film the makers have gone to 
great lengths to create an authentic 007 experience. 
The story centres on Bond's mission to stop terrorist 
| leader Malprave who's developing an army of deadly clones 
to take over the world. As you'd expect from a Bond game 
| the action crisscrosses the globe, taking players from the 
streets of Bucharest to Hong Kong. The story unfolds 
| through numerous cut scenes and the briefings that 
accompany each mission. It’s not Oscar-winning stuff but 
it's done with a healthy dash of Bond-style, with gorgeous 
ladies throughout and enemies that appear to have trained 
at the Blofeld school for evil overlords. 


I 
I 
| 
saoee ee eenmae 4 What sets Agent Under Fire apart from previous Bond 


Publisher: 
EA 


ss 


shooters like Goldeneye and T.W./.N.E. is the inclusion of 
levels where Bond drives some of his most famous cars, 
and other stages that see our hero shooting from moving 


ae a ee 


JULY B2oO02 


JAMES BOND 007 IN... 
AGENT UNDER FIRE 


FANS OF FIRST PERSON SHOOTERS AND JAMES BOND ACTION MOVIES 
NOW HAVE A GOOD EXCUSE TO FLASH THE CASH FOR A GAMECUBE. 


CJ Many stages in James Bond 007 in... Agent Under Fire see 
our hero shooting from moving vehicles, trying to blast the 
bad guys as they chase him down bustling city streets 


Oar: 


> 
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BRING ON THE BOTS 


Agent Under Fire comes with 12 multiplayer areas and five 
different gameplay modes. Expect the usual fare of 
deathmatches and protect the flag games, along with fresher 


ideas such as Anti-Terrorist 
Training which challenges 
players to defuse bombs. 

‘Another cool addition. which 
isnt included in the PSZ 
version, is the computer 
controlled Bots. They make 2 
respectable substitute for 
human opponents and are 
perfect for when you haven't 
got three mates to hand. 


(CO There are toads of different 


multiplayer challenges to try 


MOST PLAYERS 
WON'T FIND THIS 


vehicles. We'd expected the driving levels 
to feel like an afterthought but we have to 
say it's done well with excellent control 
and handling. not to mention some tidily. 
modelled cars including Bond's beloved 
Aston Martin DES and BMW ZB. 

Four of the levels are driving stages, 
with the remainder being made up of 
traditional first person perspective 
challenges. Like previous Bond games 


players are given a set of objectives which 
must be completed to beat the mission. It's 
BU standard Bond stuff, with missions to 
recover secret computer chips. photograph 
blueprints, rescue an ally held hostage and 
other kinds of secret agent shenanigans. 
Most players won't find the game too 
tough as it constantly prompts you with 
cut Scenes that hint at what needs to be 
done. Some might find this level of help 


GAME TOO TOUGH. 


‘om this perspective 


oor: 


FF 


ANGE TIMI LOr RR FLRE: 
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THE GUN CLUB 


First person shooters are only as good 
as their weapons and Agent Under Fire 
doesn't always hit the mark. 

Some weapons, such as the Ingalls 
Type 20, Seem to take an eternity to fell 
an enemy. making you wonder if the 
gun is firing bullets made of jelly. 

There are some great weapons as 
well, including a feisty assault rifle 
called a Koffler & Stock D17 that uses. 
ceaseless bullets, making it more 
powerful and accurate 


[Dl Some weapons inflict = lot of damage 


Co Is this gun firing jetty...? 


& annoying. but casual gamers will no doubt 
appreciate a little help. It’s also worth noting 
that this is in generalan out-and-out 
Shooter with little in the way of stealth 

James Bond gadgets play a central role in 
the game, with plenty of Q gizmos to use 
along the way. One of the most handy is the 
Q-Claw that propels Bond towards whatever 
the hook is attached to. It's useful for 
reaching high ledges and gaining entry to 
many of the game's heavily guarded 
buildings. Other gadgets include a Q Laser 
that can melt metal obstacles, making it 
perfect for breaking padlocks. 

There are plenty of gadgets to try in the 
game but the downside is @ clurnsy system 
to select them which can leave you open to 
attack. Both weapons and gadgets are 
Selected via the GameCube controller's 
D-Pad, and the problem lies in the 
frustrating time delay between selecting an 
item and it appearing in 007's hand. Too 


(CO You need te be a sharp shooter 


CO The city streets are avery 
dangerous place in this game 


Ss 


often James Bond is left dedging a hail of 
bullets white he fiddles around trying to 
find the itern he's looking for 

Other that this the control system works 
well. Like Luigi's Mansion the game uses 
both anatogue control sticks; the 3D Stick on 
the left of the GameCube controller moves 
Bond, while the yellow C-Stick aims 
Weapons and allows your action hero to 
Strafe. Firing and aiming is handled by the 
two large shoulder buttons, while the face 
keys are used to crouch, jump. open doors 
and Use gadgets. Rich Marsh El 


‘Pad, bs 


C2 The driving tevels are lots of fun 


downside is an adventure that's 
Silittle easy and too: 


imitar 


007: AGENT UNDER FIRE 


G-FORCE. 


G-Force 

- Issue 3 

- Jul 2002 
(GC Review) 


OM SALE 
PUBLISHER: ELECTRONIC ARTS 
ONMLOPER: ELECTRONIC ARTS 
FPS/DRIVING GAME 


WO OF PLAYERS: -? 
MEMORY CARD: 3 BLOCKS 
RUMBLE: ves 

* aia os eve been waiting 


ages for a first 

person shooter on 
the GameCube. Well 
maybe not ages, Okay, its 
been almost two months, 
but it SEEMS like ages. 
You see, with so many 
great FPS on other 
consoles and the N64 
playing host to one of 
the greatest ever in 
GoldenEye (betcha 
wondered how long 
it would be before | 


(OM THE WER: ’ 
HTTP (UK EACOM) 


ALE MONGRDE: .WOTHING YET 
(BUT PLENTY COMING) 


mentioned 
that), a really 
great own 
eye blaster 
seemed a 
must for 
the 
Cube's 


Is the Cube's debut first-person shooter 
licensed to thrill, or will it leave you 
shaken, but not stirred? lan knows the 
answer, and his word is his Bond... 


"The control system is pretty 
good, though it takes a little 


getting used to.” 


launch, But it never happened. James 
Bond 007 in Agent Under Fire reaches us a 
mere six weeks after the machine, but it 
seems like we've been waiting forever. So 
is it worth the wait? 

Agent Under Fire isrrt based on any 
big-screen Bond blockbusting 
bonanza, so the developers were 
free to create a completely original 
storyline, Its very true to Bond, with 
HQ radioing in with mission advice and 
Q preparing all sorts of weird and 
wonderful gadgetry. Lock out for the 0. 
Claw, a hi-tech grappling hook. Q-Laser to 
cut through locks and the O-Decoder to 


erm; decode, In the movies, folks, hacking 
is achieved by waving something that 
looks like a pocket calculator in front of a 
computer and waiting for the passcode to 
appear 

You cart fault the game's 
presentation. ft runs at a brisk 60 frames a 
second (faster than the often-sluggish P52 


349 


0075 AGENT UNDER TIRE 


\erson), andi essed with some 
‘ofthe richest textures yet seen 


‘on the Cube. its ack of 
and gntsoureing betray ts PS? 
Foot, theugh. However wel 


"The game's most noticeable weakness is 
it's too free with its advice.” 


super at sta game where © eeD UNC aa Bex them ff ne Dy 
aces dont ook me toy were, Oe Wh the Wanquliser ars 3 gard 
wm onto gape ates rlses the arm ts Msn Over: The 
Seat ements somewhat une ue 
26ances winsome superb cut BURR RSDes. seat. 
eres, ou youve seen em Converse the gung-ho Bastin 3 
peor, you ca stip em to revue Ie oversea. s ust Too gung-ho. wth 
ons Respect de! tr ona tang far more bales tan 
human posse before eng ovr na 
odes atin ke etree stp 
Te near of Agen Und re fst- cannon fer Ths necessary 2 bad 
thing in terms gamepay. Agent Under 
Fre was based on Str Was oan Are 
tha mitre o sneaky stot and FSpeCCeMlan fey eer wen gan 
Sing bist. The seat elements 2 Move away rom that O07 fe. Bort 
2s test wen iting» frenay 9 Me wrong this sno disastrous fw 
erase wth ony 9 rept Ree” te more respect forthe hence 
covert operation in wnicn no embasy woul 90 ame. 
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Irs too fre with ts ace often tel 
You wnat ro do next. with on-screen 
romets or mestages from Q or Ha 
‘offering things the payer should have 12 
work Ut himself There are some great 


oom-stve shots on oer, were Blowing 
up a bare or uel tank Clears an area of 
foes, but | wis te camera would 200m 
In onthe target a soon asi becomes 
‘orstie The camera room sometimes 
shows you whats arouna a Bind comer 
00, removing an element of suspense. 
Some ofthe puzies Solved in this way 
‘would be impossible without the 
aslstance o generous ashing reo 
patches to denote a target, but why not 


"At the end of the day you can't help forte liceriing 
coming back for more.” 2 ensng sine? 


Teresa place for mindless 


sections work surpisinaly well and arent basting, but you shoulan Feet 
in Contr the throwaway novelties you usualy get Ieee develope sania 
‘The control system Is pretty good, though tagged onto a FPS or third-person game, hina you reading fom 3 


Ietakes a tie geting used to. But then, in ack, the ving engine sso goad it Unter 

235 ts the st FPS to Use the ‘ould easy form the 6235 of 2 game in ‘gating asice, Agent Under 
‘amecubes nana control. what ese ts own right. Unfortunately, the on eis an ove, aie eee 
could we expect? Movement is controled rls shooting sections are less Several tres to workout t 


sig the analogue stick. with the stick Inspiring. Viewed in rst-erson once ‘ best way ta complete a mission, 
sed to look around and to strate. Think more, you aim your gun wile hich is ow ie shout be, ane 
lgts Mansion and you get the ide. Te sticking your head out ofa cars ‘when youre cut down inthe 
‘-Pad is used to ce through your sunroof. a tanks turret and more. rime of fe you want to get 


Straight back in and tr again. 
Weapons and gadgets so Its a good lea 
{0 fomiarise yourself wn what youve Irenor wrnaut is niger ana 
(ot when things are quiet. can save Sev lees, but atthe end 
‘ne in frefont . oF the day you cart help 

’As well asthe Fist person basting, coming back for more. And 
there are two secondary gamestvies that erat wae iat about m 
‘popup. Mr Bond must occasionally cm s a 
Into a car and do Some riving. These 


UPPERS: DOWNERS: ‘VERDICT 


‘rattan atmosphere 
ring sections tific. ts fam, bt oval ts 3 geod game Wel worth leak 
ied mises. le ou wat for ie ard Vendetta 
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AGENT UNDER FIRE 


@INFoORMATION 


Facerrunnen ne if 


PUBLISHER: EA GAMES ' 


a 


- 
a 
“> 
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(Rt 


PLAYERS: 


- STATS 


jw ORIGINAL PLOT AND CHARACTERS 


fw FOUR-PLAYER SPLIT-SCREEN 
RELEASE DATES 


The GameCube plays host to the man 
with a licence to kill — but it looks 
like he forgot to bring it with him 


well-heeled shoes of one of 
EUS ER cinema's most enduring heroes is 


always going to evoke certain thoughts, Of course, the very 
idea of being the world’s most popular spy is, and will 
continue to be, a somewhat exciting prospect — but 
perhaps more pertinent in any gamer's minds is the 
prospect/hope that the game will capture the spirit of 
Rare’s superfluous GoldenEye. Consequently, any 
subsequent Bond game is both anticipated highly and 
(more usually) criticised harshly for failing to live up to the 
ridiculously high expectations set by a game that was largely 
responsible for shifting N64s into homes the world over. 
Now that the Bond mantle has been passed to EA 
(quite why Nintendo ever let that one go is something of 
a mystery) and now that EA has heartily committed itself 
to ensuring that every game it releases makes it to the 
GameCube, we can rest easy; safe in the knowledge that 


Cube 

- Issue 7 
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THINK BEFORE YOU SHOOT 


JUST BECAUSE YOU HAVE THE LICENSE. 
{As the saying goes, there's more than one way to skin a cat... of in this 
case, to take out a guard, Just because you've got a massive array of 
firepower in the form handguns, fles and even rocket launchers, doesn't 
‘mean you have to use them ~ after all, this is James Bond we'e taking 
about. The most obvious example is only really an option if you take the 
time to examine your surroundings... if you're up against a whole squad 
‘of guards at once, you'll probably find a quicker way of taking them all 
‘out (uch as blowing up explosive canisters or hiting steam pipes) f you 
really want to save ammunition though, you'e better off sticking to your 
spy skills and using those lovely Q gadgets; why bother shooting when 
you can just drop a box full of explosives using your Q Remote? Other 
‘missions call for less fatal means of action ~ if you're trying to break into 
‘a building where the guards are all on your side, for example, you'll have 
to try to render them unconscious without actually doing any real 
damage. Its not just about steaming in with all guns 

blazing, you know. 


well be able to enjoy James Bond's exploits for many 


Years to come Gnduding the videogame version of De WMS MEL (MINIT aay 


Another Day, which is James Bond's next cinematic 
‘outing). For now though, well have to sit back and 
tenjoy a homogenised Bond game, not directly 
influenced by any film but drawing influence from 
them all So it’s cue the girs, the guns, the DBS, Q- 
‘gadgets, wity one-liners, bad guys and henchmen 
aplenty. With a multiplayer game thrown for good 
‘measure, you have one seriously enticing cocktail and 
the very first shooter on the GameCube. 


vid 
| aa 


Being a Bondl-licensed game (and a first-person 
shootem-up as wel), there are a number of things 
that you'd expect the game to contain ~ in this 
sense, Agent Under Fire manages to satisly even the 
most hardened Bond fan. Evlvlains hellbent on 
‘world domination? Check. Dry, wity comments from 
everyone's favourite secret agent? Check Beautiful 
ladies? Most definitely check... although the fact that 
they’ not real means it ist quite the same. The 
best Bond element though is the ability to perform 
specific Bond moves ~ as any fan will tell you, James 
Bond does things with more style than the average 
spy. Why use doors when you can grapple across 
rooftops, shoot individual enemies when you can 
blow them all up at once or stick to the road when 
{you can use ramps to fly through the at? Exactly. 
things like this ate what the Bond series is all about, 
s0 the fact that EA bothered to include them in the 
game is certainly a plus point in our books. 
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DRIVE ME CRAZY 


Tited of the same old running around on foot, blasting anything that 
‘moves with your weapons? Well, don't fret ~ on top ofall the first- 
person shootem-up action, Agent Under Fire also offers several 
driving stages where you take to the streets in a variety of vehicles. 
What's interesting is that these stages are split into two distin 
styles. First off, you've got the free-drving sections where you can 
race down roads and through alleyways as you attempt to head off 
your enemies at the pass. Armed with a number of gadgets like the 
Q Slick and Q Pulse, as wel as plenty of weapons, these are fast 
paced and action filed. Then you've got the on-rais levels where you 
don't actually control which diction you go ~ however, this doesn't 
really matter as you'll be too busy shooting at enemy cars, trucks and 
helicopters to think about it. Both styles make a nice change from, 
the rest ofthe game... in fact, if we were to be honest then we'd 
have to say that these levels ae actually where we had the most fun. 


‘Yes, s0 Agent Under Fire concentiates more on the ‘king lots of enemies. 
‘with guns’ side of the James Bond series rather than the stealth/spy bit, ut 
that doesn't mean EA has left out all of the things that Bond is famous for. wing exactly what you've got to hand is an essential skill 


THE Q LASER THE O CLAW THEQREMOTE THEQDECRYPTOR THE Q JET 


Emitting a shorange laser —_-Aigh-tensle lament buit into. This allows youto downlead Whacking into electronic ‘kay, so ths st ui into your 
burst wath a tremendous ourphone allows you tose operator programs fora number equipments more you thing ut useful all the 
Concentation of energy, the Q the @ Caw ike a grappling of mecharcal devices ~ thon ths is ideak you cen use ‘sing concentrated jet 
{ase is perfect for people hook Once youve founda eleconie doors, canes and the Q Decyptor ta de-scamble 

taho've lst thei keys and need sutable surface fo which ican even et engines canal be ‘eneryped door codes and 

{oct thvough loc ina hury.atfach elt youT be Ting...” operated wth it Sovnload important data 


Let's get this out of the Bondian experience, from the musical 
‘way — Agent Under score tothe hackneyed plot that 
Fire is not Galdenéye. EA might want evokes the sprit of the movies toa tee. 
|) you to believe this and, as gamers, we Best ofall isthe fact that of the three 
‘might also hope that itis... but it's not. different versions available (PS2, Xbox 
Expecting any first-person shooter to and GameCube), our version is best; 
eclipse GoldenEye would be something _ it's certainly the smoothest-running 
‘of a tall order, not because it was such version of the three, and graphically it 
‘a technically biliant game that nothing outperforms Sony/s version seemingly 
will ever better it (ater all, we expect with ease. So a big hurrah for EAI Also 
the GameCube to deliver even better pleasing is the way the levels are 
‘games than the N64, don’t we?) but constructed; there's certainly enough 
rather that few games will ever have variety in the game to keep you 
the same impact as Rare's shooter. It occupied — from zipping around 
‘was released at atime when such ‘Bucharest in a tank to taking control of 
ames were not as commonplace as an Aston Martin DBS to enjoying a 
today and, as such, GoldenEye spot of on-the-als shooting 
redefined the genre and further proved interspersed with the more familiar 
the power of the N64 — it also fps elements, Oddly enough, its the 
happened to be a pretty fantastic piece driving and on-rails sections that 
of software. Therefore, Agent Under impress more than the rest ofthe 
Fire should be rated upon its merits as game. The classic Bond vehicles on 
a shooter rather than any direct ‘offer ~ which handle pretty 
successor to Goldeneye, ‘impressively ~ coupled with the pure 
Thankfully there's much to praise, EA adrenaline rush of simple blasting 
has done a fantastic ob of realising the actually make this game of note. 


Did You Know? ...The Xbox version of 007: Agent Under Fire is also 
known, as the game that was first utilised to hack the original Xbox. 
This was done by hacker Habibi-Xbox who on 31“ March 2003, used a 
buffer overflow in the game to allow other things to be installed. This 
354 was part of a completion by Lindows founder Michael Robertson, 
offering a $100,000 to the first person to successfully hack the Xbox. 


0075 AGENT UNDER TIRE 


eaaeeteireinct 
Eon THE MORE, THE MERRIER 


“THIS IS A MIXED BAG - 
SOME INSPIRED SHOOTING 
AND DRIVING LEVELS 
MARRED BY LACKLUSTRE 
FPS SECTIONS” 


Unfortunately, the polish applied able to participate at any one time. 


to these sections is notin evidence it serves asa distraction whereas in 
inthe fps sections ofthe game. GoldenEye (and, more notably 

Matte tondieencetasbeen erect Don) the mutiaer some EIN UNDER FRE 

Used to bolster @ weak game rather felt ike a completly diferent 7 5 

than compliment it. Assuming the game in itself ~ it is doubtful that SOOT THe Co Ue Genii 

tole of Bond here means simply Agent Under Fire will be f 2ND OPINION 
moving from point A to point 8 temembered or played in the te . 

with exposton scenes breaking up future because ofits multiplayer OH WELL... ts not exc 

the action (sornewhat intaing at gome and CUBE remains hopeful 

times) and ‘helpful hints that, that Turok Evolution and Die Hard 

fuide players in a motherly fatherly Vendetta delver this much-needed LI 

Wray depending upon whether i's goming experience in a more ego tho et ich 


QorM speaking to you. I's pretty competent way inthe future. MARTIN 


‘much by-the-numbers and though So, is @ mixed bag then ~ some SUR, 


there are times to beat and medals great shooting and driving levels eae orn 
to acquire the fps sections lack a marred bythe lacklustre fps acta 
certain ‘oomph’ that would Sections, Asis the only fis-person nt ey re ees dnl by 
normally bring us back, determined shooter currently available and it eae eet We 
to find every secret contained has the Bond licence, it will ALTERNATIVE 
within the game. doubtless sell bythe shed load, but meebo 
Likewise, the mutiplayer game those of you expecting either Ts Suu show here ot 
feels bolted on as ft were an Goldene or anything approaching | eeommlatnedEnipenon arrncai Rath aor ices ieee 
atethought The levels are prety the definve GC shooter are going, [RESTA ee ‘THE GAME THAT MR BOND DESERVES 
simply constructed with only four to be sorely disappointed, [Ree 
players (bots or humans) being ‘SIMON 
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EDGE James Bond 007 In Agent Under Fire 


Format: PlayStation2 Publisher: Electronic Arts Developer: In-house Origin: £45 Date: Out now 


ower 
Struggle 


Edge 

- Issue 106 

- Jan 2002 
(PS2 Review) 


Despite granting the illusion of freedom, players are firmly constrained throughout the course of Agent 
Under Fire. By performing tasks in a manner prescribed by the developer, players earn extra rewards Edae 


LICENCE TO CHEAT 


Game Cube - Action Replay MAX (EU Version) 


Master Code RUJ5-8QQJ-W5NFQ 

(Must be on) D86U-23UV-Y6K1E 
YHZW-8VNW-H3B4D 
83PV-CG1J-HE3JK 
3T5F-QHZP-5E8QN 
N4GP-DHCR-COFDJ 
QR39-VGZ1-3NCWP 
UUCS5-0G93-J31H6 
XJRB-Z7VJ-9ND73 
2UBG-VTZ1-FUFCX 
RCNH-7TBJ-XAW7)J 


Infinite Ammo 4CB9-CXJE-UWV38 
DDW3-86Y6-1PPT6 
XF54-K5AN-17B1D 


Unlock All Missions ZMYN-Q73F-TX75D 
25FH-N86F-SMVDA 


356 


Driving missions and a reasonable u 
multiplayer mode add some variation, but Most, part 
not really enough ingenuity to raise the 
standard of the game above average 


to match Rare 


Unlock All Weapons 


VSW9-09QP-NPRTE 
5SW2U-HXPW-70300 
JFF2-7BQY-3FFV8 
JO6GH-EDK6-8WHUR 
26EC-WGDJ-THGQP 
Z8VU-ZZRM-P7GI3 
G2K3-1RKY-EYBB5 
CF1D-XWA2-NZNUJ 
CQJC-TFQU-GQ3TC 
8KQB-HT1C-9JVT9 
QVQ-ZM6X-BJ4XU 
YRCB-AAJF-3NGQU 
7EQ1-YMWR-QXCNB 
10NQ-Y5Y8-A99CE 
E9FZ-A3QA-YCERP 


In Game Cheats - Golden gun: 

Complete the “Trouble In Paradise” level with a 
"Gold" rank. To do this easily, get as much accuracy 
as you can, take as less hits as you can, and do all the 
Bond moves (shooting barrels to explode, shooting 
vital enemy characters and find secret areas). 


THE WORLD NEEDS A HERO AND THERE IS ONLY ONE MAN FOR THE JOB. 


Astonishing cutting-edge technology. 


PlayStation.c EA GAMES ani MGM INTERACTIVE presen 


James Bond 0077~ in AGENT UNDER FIRE™ 0 EE Mi, 
ZEEN An all-new ACTION-PACKED ADVENTURE. Designed specifically for the PlayStation® 2. Immerse yourself in 12 PULSE-POUNDING MISSIONS. ; f; 
a Violence Intense FIRST-PERSON ACTION. Breathtaking DRIVING LEVELS in exotic sportscars, including the ASTON MARTIN® DB5, BMW® 750iL and ‘ 
CE ae BMW® Z8. Employ stte-o-he-at GADGETS. Wield HI-TECH WEAPONRY. Meet STUNNING BOND GIRLS. Joumey to EXOTIC LOCATIONS 
_—"T across the globe. Frag your friends in FOUR-PLAYER SPLIT-SCREEN action. The next generation of BOND has arrived. 


WWW/.007.EA.COM WUW/W.EAGAMES.COM 


007: NIGH TFIRE 


NINTENDO 
G GAMECUBE. 


— 
> 


PlayStation.2 


NINTENDO 
9 GAMECUBE. 


PRIMA’S 


STRATEGY 
GUIDE =e 

ae wor une SLT IT Teaco 7... 

DG VOU aallt E VU Pil fAREO ty ’ 


Boi vVuULs 


* 


a K\ 


ler 


EMULATED 4K 


UPSCALED 


JAA WARHING: PEOPLE WHO ARE PHOTOSENSITIVE (HAVE HAD 
Sel chad BY FLASHING LIGHTS OR PATTERNS) SHOULD 
VIDEO GAMES WITHOUT FIRST SEEING A DOCTOR. 


Fe SALE, EN, aD mi — 

CAMADA, MET 4 | TEEN 
Suggestive Themes 
Violence 

SUARGUND 

PAO LSGic Hl) 


DOL P GO7E 


Ml! 


a, Ninteeds Gemeente Official Seal AND ACCESSORIES TO ENSURE 46331459 30 
are neil of Nintendo, © 2001 Mintend. COMPLETE COMPATIBILITY 
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2002 | ELECTRONIC ARTS / EUROCOM AND IN HOUSE 


Since the critical success of the N64 version of 
“The World Is Not A Enough”, Electronic Arts sent 
Eurocom to work on a new James Bond game, to 
act a sequel to the developed in tandem game, 
“Agent Under Fire”. They also brought in the 
expertise of EA Canada division, and their 


7 experience with the “Need For Speed” games, to 


handle the vehicle sections. The end result, 
almost a GoldenEye N64 beater, and certainly the 
second-best first-person James Bond game. 


Right from the off, you know you are on to a sure 
winner, with a full James Bond intro, with a 


| dedicated, originally written theme tune, sung by 


Esthero and their song called “Nearly Civilised”. 
This is a great tune and really makes you feel like 
you are involved in a new James Bond movie. 


As the game starts it’s pretty epic as well, with it 
being New Years Eve in Paris and James Bond is in 
a helicopter looking to defend French Intelligence 
operative Dominique Paradis, who is_ being 
chased by the bad guys, as she drives her snazzy 
sports car to escape. This immediately throws 


TOBE EPEPNETID sd: 1a ra Ny you in the action, with some cool sniper action, 
followed by rescuing the girl by helicopter winch. 


0075 NIGHTFIRE 


\ 


The name's Bond. James Bond 


ce Brosnan this time, 
| 


Picked up Winter Covert Sniper 
a 7-41 
Silenced 


The levels have nice vai 


Winching her to safety, you then bring you both into your Aston 
Martin and continue the chase, with you now driving down 
Paris city back alleys and indoor shopping courts to EMP an 
escaping truck with critical secret information, that must be 
stopped. All this under the majestic gaze of the Eiffel Tower 
and beautiful Paris streets. Wow what an opening! 


Gone is the freaky looking Bond of “Agent Under Fire”, with 
them at least getting the licence to use Pierce Brosnan’s 
likeness. Unfortunately, it isn’t his voice, and so again feels 
quite jarring. Likewise, none of the supporting cast has the 
likeness or voice either. So, Q and co, are all unknowns, which 
pulls you out a little from the Bond Film vibe. 


But these are minor things, it’s the gameplay where it counts, 
and here “Nightfire”, is completely awesome, with consistently 
brilliant designed levels, great story and epic in scale in both 
story, action and locales. 


The game is clever in its variety, not just in the obvious of 
mixing in vehicle sections with first person. But also, in the 
variety of first-person missions. This isa game, where stealth is 
rewarded, although you can go in all guns blazing should you 
wish. The objectives are well thought out as well, with you 
tapping phones, photographing items, or disabling security 
systems. It is all is here. This, combined with a feeling of 
freedom on how to tackle each mission however you see fit, 
makes this a sure-fire classic. 


0073 NIGHT FIRE 


wa 
Missile 


007 goes racing through an arctic village, the vehicle 
sections are excellently done and huge fun. 


5-29 
Silenced 


Another great level, with a Japanese mansion. This 
has great samurai displays and tense action. 


The level around the Japanese office is also high in 
adrenaline, with lots of rooms in gorgeous views. 
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It all hangs together so well, with every element being 
brilliantly integrated, with both the vehicle and first person 
shooting sections being equally strong. 


Also worthy of note is the great multiplayer. Not only does it 
have all the expected modes and up to 4 players. But it has a 
great roster, of many James Bond characters and henchman, so 
you can finally go up against Oddjob, the voodoo guy from Live 
and Let Die or Jaws. Or even some of the many Bond women, 
it’s a fun inclusion. The multiplayer does allow as well to just 
play on your tod, being up against the bots. 


Versions are pretty identical, with PS2 naturally just being a 
lower resolution. Of the ports, | found the GameCube the best 
version to play. Especially as its nice and cheap and of course 
most Wii consoles everyone has will also play GameCube 
games (just need a GameCube controller). The game looks 
particularly gorgeous on a Dolphin emulator of the GameCube, 
where you can up-scale everything up to 4K and 60hz. 


Overall, this is one of the best James Bond computer games 
ever made, and whilst not a GoldenEye N64 beater (mostly due 
to nostalgia) it is very, very close. 


26 
Torpedo 


It might not be the iconic white Lotus, but Q has been busy providing you 
with another submarine car. This is another fantastic inclusion to the game. 
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ELECTRONIC 
GAMING! 
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Electronic 
Gaming 
Monthly 
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(Xbox Review) 
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Mis SiogiObjective: 
Complete: Rescue Geisha Girls 


lis EA Games 
Eurocom/ EA y iN 
1-4 
PS2, GC 
EGM #160 
Extremely varied gameplay 
It’s too short 
007.ea.com 


Bond flick, Die Another Day, EA launches an 

all-new adventure for the suavest agent in 
Her Majesty’s Secret Service. NightFire doesn’t 
offer any digital encounters with Halle Berry, but 
breakin’ free from a movie plot allows the game 
to really go over-the-top with explosive action 
sequences, missions featuring Q’s souped-up 
vehicles, and a triple dose of Bond-girl sexiness. 
The shooting stages derive obvious inspiration 
from Rare’s Nintendo 64 classic, GoldenEye, but 
take the concept of a Bond first-person shooter 
much further. Both guns-blazing and super- 
stealthy approaches can succeed; depending on 
your style, you’ll often find two totally different 
paths through a level. Slipping through silently 
demands that you master the clever uses for 
the game's array of Q-gadgets. And tinkering 
with goodies like a tiny spy camera, watch laser, 
grappling hook/cell phone, and an exploding 
electric-razor bomb actually makes it feel like 
you’re Bond, not just a Doom marine in a tux. 
Plus, the game keeps mixing it up with driving, 


Te: to coincide with the launch of the new 


A 


11 
Remote Torpedo 


Your Aston Martin V12 Vanquish performs remark- 
ably well off-road...way off the road, as in under- 
water. Sadly, it attracts no mermaid Bond girls. 


flying, and underwater stages tossed in between 
FPS bits. In terms of pacing, visuals, and variety, 
it’s a massive improvement over last year’s 
Agent Under Fire 007 title. 


A robust Multiplayer mode helps keep 
the action shaking and stirring once 
you've finished the main game. It’s clas- 
sic split-screen mayhem for four bud- 
dies, but the lack of Xbox Live support 
(or even LAN network play) means the 
fun will be localized to your living room. 


lectronic Gaming Monthly 


196 - egm.gamers.con 


NightFire's driving levels aren't just some tacked- 
on extra-the team behind Need For Speed: Hot 
Pursuit 2 crafted them using that game's awe- 
some engine. The Spy Hunter-esque weaponry, 
cop evasion, and thrilling jumps will make you 
forget all about the vomitous 007 Racing for PS1. 


After last year’s ambitious but ultimately disappointing 
Agent Under Fire, | was ready to bury the whole Bond 
game concept under a tombstone that read “At least 
GoldenEye was good.” But | judged too quickly— 
NightFire is a rousing success that should revitalize 
007’s gaming career. The super-slick presentation (fea- 
turing a CG title sequence complete with a vocal 
NightFire theme song and copious glamour shots of 
Pierce Brosnan’s cyber-scanned face) really makes it 
feel like a real Bond movie. Each gameplay mode—like 
the shooting, driving, and flying parts—sports solid, 
speedy graphics that look a little snazzier in this Xbox 
version compared to the PS2 and GC ones. But it’s not 
the nice visuals that make NightFire worth playing— 
the amazing gameplay is the main draw. You can 
tackle the FPS levels with either a take-no-prisoners, 
shoot ’em up philosophy, or a stealthy gadgets ‘n’ eva- 
sion style. Your experience will be vastly different 
depending upon which you choose, inviting lots of 
experimentation and replay. Very cool. The vehicle- 
based stages offer more straightforward action, but 
they're still fun (if a bit too easy). One caveat, though— 
it’s all over way too quickly. You’ll blast through the 
game in a weekend, no problem. Luckily, the enjoyable 
split-screen Deathmatch (don’t expect online or net- 
work play) will draw you and your friends back for 
some classic Mayday vs. Oddjob action. Shane 
The best 007 title to come around since GoldenEye, 
NightFire takes all the gameplay elements that Agent 
Under Fire fouled up last year and polishes them till they 
shine. The first-person sequences now offer branching 
paths, and the intense driving stages—handled by EA’s 
Need For Speed team—totally steal the show. Heck, 
even the on-rails shooting stages are a blast. Every part 
of this game is frantic, fast-paced, and fun, and that 
includes the fluid four-player, splitscreen face-offs. 
Provided you're not expecting a game as deep as Halo, 
this is definitely one to check out. The characters, gad- 
gets, humor, and pacing all come together to capture 
that indescribable James Bond feeling. 


Bond is a lot like Batman: a great license that only 
seems to get a good game once in a very great 
while. Well, it looks like 007’s time is now. The FPS 
sections in NightFire are really open-ended for this 
style of game, letting you decide how to infiltrate 
each new area, when to get into a firefight, and 
when to avoid detection altogether. And since 
Bond’s always globe-trotting, the levels vary great- 
ly, with loads of gadgets at your disposal (most of 
which are actually useful this time) to keep the 
gameplay fresh. On top of all that, the driving levels 
interspersed throughout are really fast and fun, like 
a shootin’ version of Hot Pursuit 2. Greg Ss. 


SOUN NGENUITY REPLAY 


VISUALS 
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WEP RO. 


XBOX 


g GAMECUBE 


T's HARD TO get excited about another Bond game these days. 
To the jaded gamer, each new 007 title feels like a direct attempt 
to profit from Rare’s groundbreaking GoldenEye by offering a 
cheap substitute. While EA Games certainly plans to profit from 
the James Bond license, it hasn't failed to whip up a surprisingly 
tasty single-player experience with worthwhile multiplayer action. 


By mixing stealth, sniper, and vehicle-based missions, the single-player game 
doesn’t tie you down to a strictly run-n-gun experience. NightFire never 
serves up two consecutive play types in a row. For example, players will find 
themselves sneaking through an elite party hosted by baddies in one level and 
manning a machine gun atop a snowmobile in the next. 

The first-person controls are as smooth as those of any other 
FPS on the market, and driving the vehicles comes naturally — 
a true sign of good control. The auto-aim is a bit jumpy when 
you're trying to move while firing but not to a painful degree. 
Most importantly, the controls don’t inhibit the gameplay early 
on—which is great when you're trying to adapt to the confident 
mindset of Agent 007. 


a 
5 


gaceors 
RMieae 


Detailed player models coupled with the irresistibly catchy musi- 
cal score push NightFire out of the large pool of average games 
and into something more memorable. Multiplayer action is as 
diverse as single-player with a wide range of game modes, plenty 
of maps, and ‘bots. If you’re considering purchasing NightFire, 
make sure you have at least three Ti i hevaloped by Eaeeae 
friends or you'll miss out on the lasting FS D>._ = Published by EA Games 
appeal of a Bond game that can stand | Pa aecany a ETAT) & First-person 


Miia = . Se y Available now _— shooter 
up against its N64 predecessor. GB = 4 players 
BY SIMON LIMON 


y 


4 N ITS PREVIOUS 007 titles, EA banked more on the 


é al y # —4 y fad quality of the license than on the quality of its games. 
eg 4 


[Waiagy FR 2- s— 2 - a= With NightFire, EA reverses that trend and deploys a solid 


y 


de 


4 


A first-person shooter. It’s still not a landmark game, but it 
is—at last—a good one. 


Last year’s caper, Agent Under Fire, floundered because of its 

oppressive 007 cliches, weak A.I., and lackluster gameplay— but 

NightFire makes strides in all those areas. The engaging levels, 

which mix first-person combat, rail shooting, and vehicular bat- 

tles, are a lot more interesting and polished, and the multiplayer 

side is quite impressive, offering vast options and thrilling action. 

The Al. is much brighter, and the difficulty levels are scaled more smoothly. The controls could use a 
crisper auto-aim and more efficient item management, but otherwise handle great. 

Although the cliches of the Bond franchise—girls, gadgets, and the dashing spy himself—are used 
in a less heavy-handed fashion, EA still lays it on too thick. There’s more smooching in this game than in 
any other first-person shooter, and although the graphics generally look great, they're not good enough 
for Bond to look anything but seriously wrong as he locks lips with each cut-scene’s token babe. The 
audio offers hackneyed dialogue, decent weapons sounds, and the ever-present Bond theme song. 


Like the movies, you know what you're getting with this 


& 
—| game, and for the first time in a while, there’s a reasonable _ 
measure of quality behind it. NightFire will make an awesome 


rental for most gamers and a decent b 
FPS junkies. 


Developed by Eurocom 
™Published by EA Games 
™$49.99 ™First-person 
S—\\ wAvailable now Shooter 
4 players 


BY AIR HENDRIX 
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EA's Bond franchise 
gathers pace with 
this exciting follow 
up to Agent Under 

Fire. A crazed 
| businessman wants 
control of the 
world's satellite 
network and only 
007 has got what it 
takes to stop him. 
Everything's been 
improved from the 
gadgets to the girls 
and this Bond 
adventure will leave 
you shaken 
and stirred. 


| Release: 
Out Now 


Pierce Brosnan loves the smell 
of a freshly polished gun. Just 
ask him if you don’t believe us... 


JAMES BOND 007: 


NIGHTFIRE 


ANOTHER SLICE OF BOND TO SLOT INTO YOUR GAMECUBE. SAVING THE 
WORLD HAS NEVER BEEN SO MUCH FUN, BUT DO TRY AND BEHAVE, 007... 


bright red AC Cobra sports car hurtles through 

the streets of Paris, chased by a pack of black 

BMWs full of armed assassins. The Cobra 
driver does her best to escape, but to no avail. Suddenly 
a helicopter appears on the scene, the door slides open 
and the muzzle of a sniper rifle appears. The gunman 
takes out the tyres of one of the pursuers then tells the 
helicopter pilot to get in front of the pack. Another 
well-aimed shot and the second car is toast. A sharp 
turn over another building and the marksman’s sights 
settle on a winch. With one final shot a massive steel 
weight falls to the ground and the last BMW is a goner. 

The sniper jumps into an Aston Martin Vanquish, 

picks up the girl from the Cobra and sets off through 
Paris at full speed. The target: an old army van packed 
with explosives. The Vanquish weaves through the 
streets, narrowly avoiding passers-by before getting C These plebby marines are no match for 007’s prowess. You 
behind the loaded van. A sharp blast from the Aston’s should have called in sick today, mate... 


JANUARY 2002 


007; NIGHT FIRE 


C It’s no good looking up there, Bond’s O When all else fails, blow things up — it’s 
standing right in front of you not very subtle, but it does the trick 


C That camouflage is absolutely terrible, you stick out like a 
sore thumb! We'd suggest going for a subtle beige next time 


ATIP TO 
GET YOU 
STARTED 


O Avoid the helicopter, sneak through 
an air vent... proper Bond! 


> on-board Electro-Magnetic Pulse 
device and the moving bomb grinds 
to a halt. And with that, 007 


Nightfire has arrived. 2 . 
While it isn’t based on any _ Z a ‘ a 

particular James Bond movie, this Q) Bond doesn’t just get his hands on fast cars and faster women, he’s also a dab hand at 

new 007 adventure has all the flying missions in all manner of different aircraft, like these cool-looking microlights 


trademarks of the series: beautiful 


girls, exotic locations, steroid- LISTEN CAREFULLY, 007 
packed henchmen and, of course, 


the crazed madman intent on 


world domination. This particular It wouldn't be a Bond game without The Aston Martin is also tooled 

maniacal businessman, Rafael some toys from Q Branch and 007 up with the latest equipment, 
Nightfire has got some crackers. including smoke screens, homing 
James has an electric razor that missiles and the Q Wedge that 
doubles as a handy Stun Grenade enables the car to jump up onto two 
and a credit card that contains wheels and slide through really 
computer hacking equipment. tight spaces. 


4 () The standard-issue Watch Laser is C) The Q-Bug is a wicked little piece of 
Q ‘Oh, James!’ This lovely lady looks like she could cause some here again. We missed you! equipment concealed in a credit card 
trouble, if only in the trouser area. Careful, Mr Bond... 


JANUARY Zoos | (Nh ‘ a 
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REVIEWS 


O Calm down ladies, he’s not real, buthe ©) Stunning landscapes and detailed 


looks pretty damn close to us scenery — absolutely awesome 
O Fully automatic weapons are always the most fun. You know The producers of the Bond movies The first time you see Bond you 
it, we know it — Bond certainly knows it... could do a lot worse than check out —_ will think that Pierce Brosnan has 


007 Nightfire for their next project; snuck inside your TV and the girls 
the whole thing looks so real. The look like pin-ups, too. All this detail 
character animation is very strong really brings the game to life and 
and the facial expressions really makes it feel like you're part of an 
convey their emotions. interactive movie. 


CO Judging by the state of the armour these girls are wearing, O The obligatory Night-Vision Goggles are Q This crazy ninja boss is a real pain to 
head-shots may be the best way forward included in your bag of tricks dispose of — he’s lightning quick 


> Drake, is attempting to steal a satellite 
guidance system so that he can hold the 
world to ransom, As MIé’s best undercover 
agent, it's up to you to find Drake and stop 
the guidance system falling into his 
malevolent hands. 

The story line is very strong and the 
characters are excellently portrayed — Bond 
looks so much like Pierce Brosnan that your 
mum will be drooling all over your 
GameCube. This detail extends to the 
scenery, which looks absolutely stunning. 
From the opening sequence in Paris through 
to a snowbound Austrian castle, everything 
looks solid and real. 

Controlling Bond is simple. The two 
analogue sticks handle moving and turning 
while @liJis responsible for firing. Pressing 
Q@p brings up the Manual Aim and the good 
thing about 007 Nightfire is that the cross 
hairs don’t automatically centre, making 
long-range shooting much more precise. @ 
is the action button, @ reloads your weapon 
and @ makes Bond jump. The only gripe is 
with using the sluggish D-Pad to cycle i 
through the weapons and gadgets. O Ladies, ladies everywhere. The attention to detail is staggering, every area looks like a film set 


bs intend JANUARY 2003 


0077 NIGHT FIRE 


CO Cooey, over here you idiot. They may look tough, but 007 will make mincemeat out of them 


> The levels begin with a list of objectives 
for you to complete. These are updated as 
the missions progress and you'll get hints 
and advice from M and Q, but it’s also 
important that you obey orders. On the Night 
Shift stage you must break into Drake's head 
office, but you must not kill any guards or 
it’s Game Over, instead you have to sedate 
them with a tranquilliser gun. Think 
carefully and work quickly, 007. 

One of the best features of the game is 
the way that it’s paced, much like the best 
Bond films. After the action-packed opening 
sequence, the game moves to a more 
stealthy style where Bond has to sneak 
inside Drake's Austrian castle. The second 
level, Alpine Escape, sees you on board a 
snowmobile armed with a machine gun, 
while Enemies Vanquished, the third stage, 
puts you behind the wheel of the Aston 
using homing missiles to shoot enemy 
helicopters from the sky. 


C It might look like a giant roulette table, but it’s 
actually the rogue satellite that you’ve got to stop 


From here, the action calms down again 
as you try and stop a gang of Japanese 
assassins from killing Alexander Mayhew, 
your key witness. This blend of action and 
stealth brings variety into the game and 
keeps you on your toes. 

Once you get bored with the one-player 
game then it’s time to check out the 
multiplayer modes. There's a 
comprehensive choice of game styles like 
team battles and Capture the Flag and the 


O You'll have to attack this helicopter with guided 
missiles whilst hanging out of a cable car. Nice! 


“BOND LOOKS SO 
MUCH LIKE PIERCE 
BROSNAN THAT 
YOUR MUM WILL 
BE DROOLING ALL 
OVER YOUR 
GAMECUBE.” 


weapons, enemies, game times and 
characters can all be tinkered with to suit 
your personal taste. Sadly the multiplayer 
gameplay is pedestrian at best, with none of 
the fun or quirkiness of TimeSplitters 2. It’s 
still a solid attempt at multiplayer modes 
and it is fun, but if you're buying this game 
hoping for the greatness of GoldenEye 007s 


Q Wait for it... Using long-range weapons is easy as the cross hairs don’t automatically centre 
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0073 NIGHT FIRE 


REVIEWS 


C The man with the ‘tache is Rafael Drake, he'd 


quite like to take over the world, the swine 


“THERE SHOULD 
BE A LITTLE JOKE 
HERE AND 
THERE, NOT 
ONE-LINERS AS 
OLD AS THE 
ROMAN EMPIRE.” 


> mate-bashing action then we're afraid you'll 
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be sorely disappointed. 

007 Nightfire is a high-quality game, but 
there are a couple of things that stop it being 
great. Initially there are too many cut-scenes 
that interrupt the action; you play for a 
minute, then watch a minute's worth of 
movie. Another problem is the fact that the 


Ww JANUARY 2003 


02:25:25 


C The multiptayer games are good, just not as good as those in TimeSplitters 2, or even GoldenEye 007 


enemies don’t react when shot. It may 
sound like nit-picking, but it really takes 
away from the atmosphere of the game. 
The overriding feeling of 007 Nightfire is 
that it takes itself a little too seriously, 
there’s no light relief, it’s just a straight- 
ahead shoot-em-up. After all, this is Bond, 
there should be a little joke here and there, 
not a cliched one-liner that’s as old as the 
Roman Empire. The game is a definite 
improvement on Agent Under Fire. The story 


UO Who needs guns when you can get your hands on car keys equipped with tazers? Oh, suits you, sir! 


line is strong, the missions are exciting and 
varied and the one-player experience is 
great fun. Deathmatch fanatics will find the 
multiplayer game a bit average and there's 
nowhere near the depth of game modes to 
be found in TimeSplitters 2. But if you're in 
the market for a serious shooter with a 
strong heritage and loads of cool features 
then 007 Nightfire should be near the top of 
your shopping list. Dominic Wint 


VERDICT 


FPS fans will feel at home and the intense | 
opening will have you instantly hooked. 


It's up there with the best FPSs on | 


GameCube, but TimeSplitters 2is better. | 


Even on easy it’s tough and unlocking all { 
| the characters will take a fair while. i 


Not as good as GoldenEye 007, not as 
much fun as TimeSplitters 2, but 007 
Nightfire is still a worthy purchase. 
The style, detail and pacing 

make this a winner. 


0073 NIGHT FIRE 


“Sure, it makes a few mistakes along the way 
and it's certainly not the greatest FPS game 
around at the moment, but NightFire is easily 
the best non-GoldenEye Bond outing since 
TWINE on the N64. Well worth a look, even if 
you're not a huge Bond fan.” 


- 6 out of 10- Games ™ 
(Dec 2003) 
[Xbox Review] 


“James Bond never ages. He might have 
undergone a few facelift procedures over the last 
few decades, but 007 is still the man to call when 

evil power-crazed dictators are afoot. EA's new 
Bond game -- NightFire -- isn't based on the new 
hit movie flick -- Die Another Day -- but instead is 
an all-new spy escapade crafted by UK developer 
Eurocom. Its got the babes, the toys and the suave 
sophistication of any good Bond flick, but it falls 
down a little on the overall length of the game -- 
it's simply too short.” 


- 76% - GameSpy (Dec 2000) 
[PS2 Review] 


“It's pretty amazing when you think about it. 
Developer Rare's GoldenEye came out for Nintendo 
64 in 1997 and in the five years since, on more 
powerful next-generation consoles, competing 
software houses have still been unable to make a 
significantly better Bond first-person shooter. Look 
at publisher Electronic Arts' track record, though, 
and you'll know that it's not for lack of trying. The 
company has released several 007 follow-ups, a 
few of them noteworthy, but none of them good 
enough to officially dethrone Nintendo's 
gargantuan success of old.” 


- IGN - 8.5 out of 10 
- (Nov 2000) 
[Game Cube Review] 


“After the rather inconsistent ‘Agent Under Fire’ I can't say 
that ‘Nightfire’ was on my ‘must have' list especially as FPS 
related games appear to be growing in number almost every 
week for the GameCube. The good news here though is that 
industry veterans Eurocom have done an outstanding job 
and everything about the game feels solid and well 
designed. This is undoubtedly the best outing for Mr. Bond 
and Co. to date and the fact that it's all based around an 
incredibly solid engine makes it essential for any GameCube 
owner.” 


- 9 out of 10 
- N-Europe (May 2004) 
[Game Cube Review] 


“While not the best first person shooter on the Xbox, 
Nightfire does an admirable job of capturing the essence of 
a Bond film and should please the majority of 007 fans. | 
know I'm stacking it in my “keeper" pile.” 


- 8.5 out of 10 
- Electric Playground (2002) 
[Xbox Review] 


“When all is said and done, Nightfire is just somewhat of a 
disappointment for those expecting something significantly 
superior to last year's iteration. But with that said, Nightfire 
can just as easily be an addicting single-player experience, 
and the multiplayer is incredibly fun, especially with the 
Sentinel and mini vehicles, to boot. It's certainly one of the 
better first-person shooters for the system, but the series 
still has areas it can be improved upon.” 


- 8.7 out of 10 - PSX Xtreme (Dec 2002) 
[PS2 Review] 


“Okay, | have to admit this right here and right now--it has 
always been a girlhood fantasy of mine to be a Bond Girl. 
There is something about a suave, sophisticated British 
secret agent--that likes his vodka martinis shaken and not 
stirred--that is so appealing to a girl that she wouldn’t mind 
helping him stop some mad mastermind bent on ruling the 
world. Of course it helps if you have a weird name like 
Honey Dew. Either way, it’s fun to see James Bond back in 
action in 007: Nightfire.” 


- 8.3 out of 10 - GameZone (Dec 2001) 
[PS2 Review] 
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0075 NIGHT FIRE 


Official 

UK Xbox 
Magazine 
-Issue 11 

- Xmas 2002 
(Xbox Review) 


4 A narrow corridor, three bad guys, a secret agent and an automatic machine-gun. There can be only one outcome: welcome to hot lead alley. 


You'll be both shaken and stirred in this Bond blockbuster 


ZAMES BOND 
DD7: NIGHTFIRE 


WORDS: STEVE O'ROURKE 


GAME INFORMATION 


TH 
2» BRIEF 


DRIVE, shoot, and 
charm your way 


through this 
authentic 007 
adventure with an 
original story. 
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H, GLAD YOU could join us Mr 

Bond. We've been reviewing 

your track record in the field 

and frankly we think you've 

been slacking since the 

GoldenEye mission back in ‘97. 
Your Agent Under Fire (Issue 05, 7.2) exploits 
were really nothing more than average and if 
you don't shape up into the polished example 
that we expect then you won't be getting a 
licence to kill, you'll be getting a P45. Oh, 
what's that you say? You want us to appraise 
your forthcoming NightFire adventure? Well, 
let's see if you still have what it takes or if 
you're just an old duffer in a snazzy suit. 

Little more than six months since his last 
game, the world's most famous spy dusts down 
his tuxedo and sharpens his one-liners to take 
us on another secret agent romp. Following the 
lead from Agent Under Fire, the game is based 
on an original story and not a remake of any 
existing big screen action. The plot involves a 
typically foreign-sounding bad guy, Rafael Drake, 


who is the head of the Phoenix Corporation, an 
environmental protection agency that's about as 
much a Friend of the Earth as a five-mile oil spill. 

The slick opening title sequence not only 
imitates but also rivals the big screen equivalent, 
providing the first indication that EA is looking 
to deliver its most polished Bond yet. In terms 
of style, NightFire is as sharp as the suave agent 
himself. A decent original story is supported by 
well-scripted cinematic cutscenes, good voice 
acting, great graphics, cooler tools than The 
Gadget Shop, and an epic backdrop that really 
captures the essence of Bond right down to his 
flirtatious double entendre comments and 
comic eyebrow raising. 

Like Agent Under Fire, the game still adds 
a mix of driving and FPS action, with the 
emphasis falling mainly on the latter. NightFire 
successfully cooks the traditional FPS recipe in 
a number of different ways in order to keep the 
flavours interesting, For example, in the opening 
stage you start the level armed with a sniper 
rifle, aboard a helicopter and zooming in on a 
car chase involving the bad guys and a fellow 
operative. The action then switches to a castle 
that you need to infiltrate in order to rendezvous 
with other operatives. To do this, you have to 
mingle with guests at a cocktail reception held 
in the main building. Once you meet up with 
the other agents you need to spy on a secret 
meeting, find a guidance chip and finally 
escape in a cable car that gets attacked by a 
helicopter gunship. 

It's classy stuff, and what really works well 
is the pace at which the action is delivered. 
From the frantic (the opening chopper 
sequence) to the more sedate (the party 
scene), it reproduces the traditional 


OO7t 


MNGi Fire: 


- JAMES BOND OD7. NIGHT IRE 


ALL INA AY 
woaRK>»> 


over know what & Keep your mind on the job In hand Me Bond... 


§ 
5 
& 
3 
§ 
SBD peaks and troughs ofa Bond story very —_—saale an her's travelling on soherskates ike P 40 you're pleyina through = : 
Grell. The locations are also pretty he did in agent Under Fire. The number of led experience with the same bandits 3 
diverse, and over the course of events you can antral options that can bbe selected from popping up in the same ploces Fs 
expect to travel through a variety of imieresting should also provide enaugh alternatives for the Multiplayer ts good fin and can cater for © 
Backdrops as well as taking to the stars on most dexterausly challenged and t needs t up to four players. An imaginative number of 
board a space station = ne doubt in e wibute Ge, a2 most buttons and sticks are employed game types. plenty of levels and customisable 
to Bond movie Moanratcer. inone way or another The enemy Alt or skileare all your dispowal. The ich 
Control, movement and visual presentation _ passable, with the bad guys st least making menu of options highlights tne diftersnce 
have of been anheuced, and Bond to longer foken gestures to dodge bullets, But you do between the multiplayer afterthought 22> 


0A ISTIC 


Pearaa nosis 


* Ashotgun at close range - hope he's got healthcare. & Bond really looks like Bond. 


SSUES ner 
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SAMES BOND O07. NIGHTFEIRE 


TOOLS OF THE TRADE» 


It's Bond, so it's gadget heaven - Q's been busy in the lab again 


“WHO NEEDS A LOCKPICK? The old favourite 
Taser watch iz back and ie as useful as over. 


“® A CASE OF LEAD A briefcase containing = remote- 
Controlled machine-gun. You can deploy lt anywhere. 


a AN ELECTRIFYING EXPERIENCE Car keys doubling 
fs a stun gun. No more late-night car park paranal 


2 SNAP SHOT A cigarette lighter that becomes = 


A A CLOSE SHAVE What every secret agent needs ~ 
Camera. Upgrade the z00m by completing missions. 


2 razor that doubles az 9 remote-controlled explosive. 


4 GETTING TO GRIPS A grapple hook from 2 
mobile phone - Spider-Man meets 0077 


BF 


Avery offective way of clearing a stairwell - just in time for a raload too! 


D> that wos evident in the rather disappointing 
Meda! of Honor Frontline (reviewed on 
page 80) and a genuine attempt at delivering 
Something worthwhile 
‘A title that includes the word “Bond” wi 

always be designed for the mainstream and there 
is no getting away from the fact that this # still a 

near shooter/driver that lacks any really fresh 
gameplay ideas. But NightFire still tres to make 2 
Standard FPS as enjoyable as possible without 
actually being particularly innovative. And in the 
most part it works. 
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In the same way that Rage succeeded in 

producing an authentic Rocky game, NightFire 

has delivered a trueto-theme 007 experience 

But innovations need to occur if Bond ts to. 

make further appearances, More open-ended 

missions, more freedom to use gadgets in 
worvscripted places, more meaningful character 

interaction and generally more bright ideas would 
be as welcome asa freshly poured Martini after 

a hard day saving the world. You've passed @ 


the test this time Mr Bond, but we're 
keeping an eye on you. Dismissed. 


J 


sTSLe 


IMMERSION 
ona of ales keeps 1 


LIFESPAN 
you're inte Bond, youl definitely 


AO THe NEROICT 
fs rod locking a 2 Bored ot 4 sean FaNTs 


PREVIOUSLY: Incoming - Issue 10, page 032 
COMING SOOM: Tips ~ Issue 12 


0075 NIGHT FIRE 


: 


AFTER A SOMEWHAT tepid response to Agent Under Fire, 
EA is attempting to return the James Bond franchise to its former 


glory with NightFire, an original adventure that you won't see in 
the theaters, though its release coincides with MGM’s new Bond 
film Die Another Day. NightFire captures the spirit of the films 

perfectly with its high-adrenaline action and racy costars. Pierce 


Brosnan even lent his charming visage and smooth voice to this 
wonderfully filmic effort. 


THE RIGHT TOOL FOR THE JOB PROTIP: Sniping from under good 


cover will protect your health. 


GamePro 
-Issue 172 
- Jan 2003 


An arsenal of Q-issued gadgets helps you through your missions; 


(PS2 Review) i however, they tend to be useful only in specifically scripted circumstances. It would have been nice to 
mT see more “creative use” situations and interactive environments. Also, the cumbersome item-access 

issues encountered in previous 007 titles remain intact. And a lack of save points has a deleterious 
effect on gameplay, forcing you to either keep playing or abandon several missions’ worth of progress. 


RUN FOR THE MULTITAP 


PROTIP: During the snowmobile escape, fais ae NightFire hearkens back to the golden age of GoldenEye with furious multiplayer action. As you com- 

the gunner first. plete single-player missions, you unlock classic Bond characters (Pussy Galore, Jaws, etc.) and new map 
areas. While there aren’t as many modes as in a “pure multiplayer FPS” like 
Unreal Tournament, you'll be treated to an intense and thoroughly enter- 
taining skirmish. 

Anyone who enjoys the James Bond film series will certainly get a thrill 
out of NightFire with its variety of driving, stealth, and full-on firefights. Even 
if you don’t care for 007’s hackneyed hi-jinks, NightFire is a worthy first- 
person challenge. @ 


\ & we 
——~ = Developed by Eurocom 
PROTIP: The heat-seeking rocket PROTIP: Use this secret underwater Published by EA Games 


launcher is your best bet against the passage to get the drop on the bad $49.99 First-person 
guards on the rooftop. guys. A well-placed stun grenade will Available now Shooter 
prevent them from killing the geisha. - 4 players 


LICENCE TO CHEAT Action Replay Codes - Game Cube 

All - Codes 

(Mater Code - Must be on) 
02Z96-9F44-VMOV8 | J28B-DABN-6KDK2 
H4WX-CDFT-D52F6 | QK9M-FXUT-KVCOF 
67EN-C9XG-T8KM8 | AKP9-53FW-FUEC2 
4381-EURF-BNE7T | HJAP-8GGB-2RQ2G 
6FQT-A7F4-YVK4P | F568-NGUR-AQ644 
CAXN-EACA-O2ETT 


Effect Code 


Invincibility: During a mission, pause the game. At 
the pause menu, type: 
R, Left, L, Right, Up , Select, Left 


Infinite Health 

9Y8B-KY76-7R4YM | 73G9-617T-BK2EZ 
769E-3V1T-AJTJN | OG6Q-GYPZ-APXNF 
THQO-TVUY-BNMQE 


Infinite Ammo 

1KX8-BJMB-5JMHU | 73G9-617T-BK2EZ 
B897-3GZ8-8W25G | XDY1-XT32-WMQZ3 
8A4B-5D72-M4RD)J | 2G6P-19KP-BH117 


i oie J 
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Using the Half Life engine, and made by Gearbox 
and the people involved in the official Half Life 
expansion “Opposing Force”. On paper this 
should have been great. As it stands, it’s a fun 
enough version, but spoiled by poor Al and 
missing lots of content of the console version. 


The main thing missing, is all the vehicle sections 
of the console ports. But it doesn’t replace 
them, so you are left with a very short single 
player experience of only 9 levels. 


Multiplayer wise, it’s a lot better, having up to a 
maximum of up to 12 players, so this makes it 
extra fun, and this is why there is still a vibrant 
community today for the game (see Game link), 
with the community creating new maps and 
patches, to make it work on modern PC’s. 


As a single player game, it’s not a terrible 


my experience here. It’s just on the PC there is so 


much competition in the first-person shooting 
mee cere, that it’s tough to stand out and impress. 


Also, when Bond inspired games like “No One 
Lives Forever” was being released at the same 
time, and offering much more content and 
variety. it’s difficult to not feel short-changed in 
this game. Especially when the console versions, 
give you far more bang for your buck. 


The opening level has you start in Paris, sniping enemy 
cars to help a French Operative escape. 


007" NIGHTFIRE (PC/MAC VERSION) 


The upscaled PC visuals, look really nice. 


Just look at that gorgeous lighting. 


Bond takes his “Flexible Friend” to gain access to 
The computer. 


Being able to play the game with a mouse and 
keyboard, is so much fun. 


Overall, this a pretty decent FPS, marred by some poor Al in 
single player. Still, it looks nice and controls well. It may not be 
the best out on the PC but given this can be picked up next to 
nothing, and well supported by the modding community, it 
makes this, for PC owners worth picking up. It’s particularly fun 
for multiplayer and LAN parties, with the nice roster of Bond 
Universe characters to choose from, making this a blast to play. 


So, give the game a go, just play the fuller more varied, console 
version first. 


The Jungle does look a little washed out though. 
(Must be the rainy season? - Ed) 


The detail and opulence on display, in some of the levels are 
simply astounding. 
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WOT THEY SAID... 


REVIEWS FT James BOND OOF: NIGHTFIRI 


PC Zone 
-Issue 123 
- Xmas 2002 
(PC Review) 


JAMES BOND 


ORF rime 


£34.99 | Pub: EA! Dev: Gearbox |! ETA: Nowember 29 /www.gearboxsoftware.com 


REQUURES Fill 450, 128Mb RAM and a16Mb 30 card DESIRES Pll 7OO, 125Mb RAM and a Ge Mb 30D carc 
Fanny magnet OOT7 goes gun crazy. Woman repellent 


Mark Aili is expected to review 


Oo7% ATicGia i Fire: F 


JAMES BOND 007: NIGHTFIRE 


THESE ARE tying that Nightfire would deliver ohtly awry 


= SAY CHEESE 


1 : Well, if you're a Bond 


PcZONE 6s 


OND 007: NIGHTFIRE 


creaiicac using iccnrcicay — saminng tes saiaes Ea “There Bullets. Instoad, you 
from both id and Valve — but it are some peek round corners, talcing 


cna stunning Fc ae ee ton onc tron ware 

The Al = oe locations, aarrted by a aaa Be and oot yon 

the most part. with er which are Circte of Going back 10 the health 
as good as Mor @ beating and charging every bit > Biro res vicina tite or 
eee thoy can overpower you. He as good as weston . Eaorial wouncs. The onty tung 

Je, but this is tempered eee, St OSSiiss disappear rather Quicitys Gorin mentioning thatthe 

By the following interminable Shand after it's & una by Medal Of Conversely, enemies in the Focket launchor features a 
Block. Later there's an island By the stray bullste st toto Honor sod to ene Bec nses yoo Desares en voct 
Coerery adohed Ursvial tn 7 io that theyre nowhere roar as Fane! botore tray'n hit CREE U're recoarnen Oter 
eee rose. : Nope you from Jlgi i Satistying when compared 
WALKTHROUGH > ae 


A FALSE DAWN tre first mission presents you with a number of choices on how to infiltrate a 
castle. If only the rest of the game allowed you so much freedom... 


the occasional thied-pe 
Projoct 1G, and tre lovel she 
There are 2 couple of tor 
SB skyscraper's outside lft, with 


JAMES BOND 007: NIGHTFIRE 


BONDAGE GEAR 
FORGET THE LEATHER UNDERPANTS, TRY THE MOBILE PHONE WHIP INSTEAD 


x 


“A very solid if predictable FPS, 
and if you’re happy with that, 
you won't be disappointed” 


CHRISTMAS COMES 
BUT ONCE A YEAR 


OO7= MmiIcsSHiTriReE (P—HJ/NTIA&S VERSION Y 


Games ™ 
-Issue 1 

- Dec 2002 
(Xbox Review) 


REVIEW | JAMES BOND 007: NIGHTFIRE | XBOX 


= nag henge ornnenn es vine ec fo eae a And the lack of a one-horse open sleigh dovsn't matter in the slightest 


120 varmes 


EA DELIVER A BOND GAME THAT’S GOT A LICENCE TO THRILL. VWELL, ALMOST... 


= JAINVIES BOND OO7: 


oldenEye aside, Bond games have 
never been amazing. Varying from 
the not bad (like The WVorld Is Not 
Enough on the N64 or Agent 
Under Fire) to the downright abysmal (namely 
007 Racing), they’we always languished in the 
depths of mediocrity. “t least, they did until now. 
Despite the fact that it’s taken EA five different 
attempts at the license to do it, the mighty 
publisher has finally managed to combine all the 
elements necessary to make a good Bond game. 
Although why they couldn't do it before now is 
anybody's quess... 


Right from the off, Wightfire does a good job 

of capturing that special Bond-esque flawour 
that makes every 007 filrn worth watching — ewen 
if they are all virtually identical. Ewil maniac intent 
on taking ower the world (and obligatory right- 
hand man)? Check. Scores of nameless 
henchmen whose only goal is to wipe you out? 
Check. A bevy of ladies with sizable cleavage, out 
to either help or hinder your progress? Check and 
double check — hey, you wouldn't expect 
anything else from a Bond game. It’s ewen got its 


NIGHT FIRE 


own theme tune and opening credit sequence, 
complete with half-naked ladies rolling around 
with qguns — when it comes down to it, you can't 
get much more Bond than that. 


Although these things are all superfluous to 

the actual gameplay, there are plenty of Bond 
elements that play a much more important role. 
Obviously, OOF sports a wide range of gadgets 
and gizmos that can be used at just the right time 
such as mobile phone grappling hooks, electric 
shawer shock grenades and key ring stun guns. 
On top of all his technological gadgetry though, 
Mir Bond has a number of physical tricks up his 
sleeve too. At certain points in the game, icons 
may appear in the corner of the screen to indicate 
that Bond can do something — be it clambering 
across a wire, shirmmying along a ledge or 
something equally daring. Start using that skill 
and the game immediately switches to a third- 
person perspective so you can see how far there 
is to go — a neat touch. However, skills like wire 
climbing require strength which is displayed as 
an ewer-depleting bar — if it empties, you're liable 
to fall to a bone-crunching death. Ouch. 


Qo. REPLAY VALUE? 
Each of the 11 stages 
changes depending on 
the difficulty lewel, but 
there are also those 
ebusive Platinum 
mecials for esqpert spies 
to collect 


Q. ANY GOOD 
WEAPONS? 

Definitely — the quided 
missile launcher makes 
a welcome retunn in the 
opening bewel, wihilhe 
Bond's car has some 
encellent surprises 
hidden up its shiny 
metallic sleewes. 


oO & PERCE im it? 
Sort of. Good ofc Mr 
Brosnan was happy to 
bend his face to EA for 
wse in Wightfire, but not 
his wotce, which means 
he souncis mothing like 
hirmself. Shame, realy. 


a Sniping enomins is ideal tox keeping a bows profile —mulese tes other 
guards spot you doing it, that i That's when all bell breaks loose. .. 


@ Sneaking into an ew genius’s underwater hideout is easy when your car 
furs into a subermarine. Luckily, Bond's does. What a coincidence. 


O07: THIc tA iRise (Pcojmei“c: MERSICOMY 


FRIENDLY FAIRE 

Nightfire teatures 9 full-on multiplayer 
mode on top of the single-player action- 
Plus there are loads more game modes to 
experience from your bog-standard 
Deathmatch and Capture The Flag to new 
Ones such as Uplink, Demolition and 


If there's one thing that makes Nightfire so 

appealing as a Bond game, it’s the variety of 
gameplay offered. Each different level manages 
to offer something new, rather than the sare old 
Kill anything that moves” malarky that a lot of 
FPS games display today. One minute you'll be 
breaking into a castle under cover of night, the 
ext you'll be racing through the streets in your 
Aston Martin Vanquish — then it's on to sniping 
your way through a disused nuclear power plant, 
avoiding innocent guards as you infiltrate a 
skyscraper, speeding through the snow on the 
back of a heavily-armed skidoo and (not 
surprisingly) cutting down hordes of evil 
henchmen. It's a good mix and one that manages 
to keep things interesting as you try fo guess 
exactly what might be coming next. 


Unfortunately though, while Nightfire 
manages to impress with its wide range of 
playing styles and high-octane action. it also 
stumbles on some rather basic gameplay 
mechanics. For starters, the game's difficulty is: 
less of # curve and more a vertical ascent — 
enemies go from ‘couldn't hit the side of 2 barn’ 
to “crack shot at a hundred paces’ depending on 
which difficulty setting you use, which makes 
playing on the tougher settings less appealing. 
Combine this with the fact that many of the 
enemies can take three or four bullets to the 
chest without going down (even on the easiest 
Setting) and it can all get @ bit tough at times. We 
can't also help feeling that while the driving 
sections seem a lot tighter and refined, the lack of 
freedom that the single-route “A-to-B' levels offer 
isn’t quite as enjoyable as the last game. Finding 
the quickest route via the map and getting there 


ire parachute from helicopter then jump off tower roo 


= Rte ti ta om vom the co smc ot Rati nen an 


flawlessly without getting lost was part of the fun 
before — taking that away just leaves the free. 
driving section feeling rather limited. 


Despite all these annoying faults though. 
Nightfire still manages to be great fun — 
mainly because of the familiar Bond atmosphere. 
In the same way that the Bond films managed to 
use the same old concept and still make it even 
more enjoyable than it was tast time, Nightfire 
improves on a tried-and-trusted formula while 
throwing in some impressive bells and whistles 
for good measure. Sure, it makes a few mistakes 
along the way and it’s certainly not the greatest 
FPS game around at the moment, but Nightfire is 
easily the best non-GoldenEye Bond outing 
since TWINE on the N64. Well worth a look. 
even if you're not a huge Bond fan. 


| GAMECUBE £2009 our now | 
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007: NIGHT FIRE 


James Bond 007 in... NightFire 


Format: PC (version tested), Xbox, PS2,GC Publisher: Electronic Arts Developer, Gearbox Software Price: £35 Alelease: Out now Previousty in £117 


ightFire boasts the less-than unique distinction of 

being one of the most predictably generic games 
of the year. Taking the formulae of Bond, the chases, 
the gunfights and the ladies, Gearbox has delivered a 
shooter that seems to deliberately run down a tick-box 
list of all the standard inclusions for an action shooter. 
It's a clunky, turgid experience. 

It perhaps doesn't help that so many games have 
copied the ideas from the Bond intellectual properties, 
nor that GoldenEye so capably embarrasses this next- 
gen game from beyond the budget bin grave. NightFire 
unveils level design clichés around avery corner: the 
man facing away from you, prone for ‘stealth actions’ 
the groups of armed men standing by a row of red 
explosive barrels; ‘multiple’ level routes that fail to really 
add any genuine non-linearity, and on and on. 

The PC version suffers even more than its cousins 
managing to lose the chase and submarine scenes 
entirely, elements that actually added cinematic flare to 
the console versions of NightFire. They're shallow and 
unfulfilling, but they do at least doff a developmental 
fedora to the idea that this is a Bond game, a 
‘film’ licence. However, this one’s a Lazenby. 


There's plenty of variation between 

levels, but the levels themselves are 
populated by identical guards and a world 
of contrived and uninspired set-pieces 


Edge rating: Four out of ter 
“f all you want from your first-person shooter is “While NightFire is hurt by its relatively short length, the 
mindless blasting, then this might not be quite game's single-player mode is pretty well constructed. 
your cup of tea, but if you want to immerse However, the multiplayer component is more or less broken. 
yourself in a world of international espionage and The PC version of NightFire makes an excellent case for 


battle over the Net against (or even as) some of | leaving James Bond on console systems, as it really doesn't 
your favourite Bond villains, then 007: Nightfire is compete with what the PC has to offer. Unreal Tournament 
definitely worth a look.” 2003 and No One Lives Forever 2 are infinitely better choices 
for multiplayer and single-player shooters, respectively.” 

- 7.2 out of 10 - NowGamer 


(June 2004) [Mac Review] - 6 out of 10 - GameSpot 


Dec 2002) [PC Revie 
“in the end, Bond leaves us with a bittersweet ( Ib aii 


taste. It's enjoyable enough to easily become the 
best Bond title on our platform (not a hard feat), 
but lacking enough in so many different ways, 
which happen to be the fundamentals that make 
up the shooter, that it can't hope to hold a seat in 
the upper echelons of the genre.” 


“EA’s latest Bond romp is a ferocious misfire — aiming low 
and tragically hitting its mark. It’s an irony that only a 
master criminal being devoured alive by his own bionic 
piranha could savor — that No One Lives Forever and its 
sequel, jaunty pokes-in-the-eye at the Bond movie 
franchise, are far better games than one starring the 


- 7 out of 10 - IGN (Nov 2002 
f ( ) venerable superspy himself.” 


[PC Review] 


- 57% - PC Gamer 
(Jan 2003) [PC Review] 
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007: NIGHTFIRE a aa ee) 


“007: NightFire is frustratingly inconsistent. You get some of the atmosphere from the 
films, but mainly in the cutscenes. You get a mix of guns, gadgets, gorgeous women, and 
glamorous locales, just as you'd expect from anything with “James Bond" in the title. 
Those things alone can make the game enjoyable part of the time. Despite its strengths, 
though, NightFire too often feels like a dated, generic shooter. Bond deserves better.” 


- 66% - GameSpy (Dec 2002) 
[PC Review] 


“From all the negative points that I've made so far, it may sound as though | consider this a 
poor game. In fact, that's not the case; in reality | thoroughly enjoyed it. Although certain 
parts of it got a bit tediously repetitive, on the whole | found it great fun.” 


- 6.25 out of 10 - inside Mac Gaming (Aug 2004) 


LICENCE TO CHEAT 


Windows PC Cheats 


Wherever you installed Nightfire in Program Files directory (typically Program Files/EA 
GamesNightfirebond and create a new config file called autoexec.cfg) in the directory. 
Then open it with Notepad and insert the following text into the file and save: 


sv_cheats 1 
console 1 
sv_iamdone 1 


Now do a shortcut of the game file but add +console1 i.e., C:\Program Files\EA 
GamesNightfireBond.exe +console 1. Ensure you use the shortcut if you want to cheat. 
Now you can in game press the tilde key (~ above Return key) and in the console type 
the following: 


Single Player cheats: 


god - Access God Mode and being invincible. 
noclip - can walk through walls. 
Notarget - can’t be seen by the enemies. 


Multi Player cheats: 


sv_gravity 100: gives the playing field low gravity 
sv_friction O: gives the playing field no friction 

give weapon_smokegrenade: gives you a smoke grenade 
give weapon_rocketlauncher: gives you a rocket launcher 
give weapon_up11: gives you a dart launcher 
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That JV games, has managed to get a pretty solid, 
fully functional, fully 3D FPS on a Gameboy 
Advance console (the first to do so), is a marvel 
from a technical standpoint. The bigger question, 
though, is why try and do it in the first place? 


GAME BOY ADVANCE 


Considering the limited hardware, it’s a 
surprisingly faithful game, to the bigger brother 
versions. Like the PC version, it ditches the 
vehicle sections, to only give the FPS elements. 
But has many of the levels in the bigger consoles 
and PC versions. Of course, it’s incredibly blocky 
and not fast, running single digit frames per 
second. But it’s still at its fundamental core, a 
little bit of fun. It’s just such a shame that the 

mrcowmrms wm Seuttonent enemies aren’t just that little bit easier to see and 
vO UEUAT IT FAKES "mstmsvenaascuc atid animated a bit more (not to mention suspect hit 
”* BOND? oe OD detection), as it spoils all the impressive cool stuff 
— wae in the game. 


Rendezvous wath beautiful women 
¥ 


But still, no matter how you cut it, this is really 
impressive stuff and nice to see, in what could 

| have been a lazy cash-in port. Having said that, | 
—— 2. >... alii = personally would have much preferred a different 


Mild Violence 


Suggentive Thatioe Tae and unique 2D game, that played to the strengths 


ADOLESCENTS 


Gs pases sinless ( : z of the Gameboy Advance handheld. 


Scénes suggestives 
AGB P A7OE 


0°"14633" 14622" "6 


New Objective: 
Breach castle walls. 


Running a 3D FPS game on a GBA, is a technical It’s a pity more effort isn’t made on the enemies, 
marvel. It still begs the question why however. they are difficult to see and jerkily animated. 
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007: NIGH TFIRE (faba eee} 


The level backgrounds and textures are really 
quite detailed and impressive. 


i 


The Japanese mansion is particularly well done, 
as is the weaponry detail of your guns. 


Bond struggles to get a signal on his holiday 
in Skegness (stop that -Ed). 


Ne (i) 


Some of the levels has a surprising amount of detail. 
How they got it working on the GBA is crazy. 


Overall, the GBA version is not without its flaws. The enemies 
are not just bland, but really difficult to see until up close. 
They are also animated horribly. Having said that, this is a 3D 
FPS running on a Gameboy Advance handheld, which is 
technically impressive, to say the least. Can | recommend the 
GBA version of the game? No not really, unless you are 


curious to see, what they managed to achieve on a machine, 
that really shouldn’t been able to do this. 


Bond goes up against two henchmen, as he battles the hit box 
detection. Perhaps his poor aim is due one or two many vodka martinis earlier? 
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007: NIGHTFIRE (GBA VERSION 


WOT THEY SAID... 


Combining fast action and stealth, Bond’s GBA debut is an FPS thrilter. 


The most exciting FPS yet for the Game Boy Advance 
follows the same story as EAs NightFire for the GCN 
but has simplified objectives and no driving 
sequences, As you guide James Bond through a story 
of international mrrigue and weapon smuggling that 
plays out overrune long missions, you must sneak past 
security, blast baddies while you're on the run and find 
your way out of situations in which you are outnum- 
bered but well-equipped. 


Since Bond can do so many things—run, shoot, 


grapple and strafe—the control scheme 1s somewhat 
complex. Many activites, such as jumpang, switching 
weapons and aiming up and down, require button 
combinations that could have first-nme players fum- 
bhng while standing in the line of fire 


The game's fast frame rate allows for smooth move~ 
ment and nonstop action Although the graphics are 
slightly pixelated in close-up views, the overall look of 
the game is detailed and sophisucated. 


COMMENTS: George—Even though the controls 
take some getting used to, NightFire 1s very fun and 
full of tense acnon. Since the missions have no 
checkpoints, they can be quite challenging You must 
survive the entre level or start over from the begin- 
ning Steven—Love the gadgets in this ambitious 3- 
D FPS, but NightFire's overly treacherous game play 
could use a few checkpoints. Chris—The imbalance 
between the speed and the movement of Bond ver- 
sus his enemies seems like something that could 
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“NightFire isn't a bad shooter on the Game Boy 
Advance, because it's challenging and it features a 
lot of great ideas in graphic engines and character 

behaviour on the handheld system. But a little 
more attention in character movement and hit 
detection would have made this Bond 

a much better product.” 


- 6.5 out of 10- IGN 
(Mar 2003) 


“Ultimately, this game's Achilles heel is its unholy 
union of awkward controls and oatmeal graphics. 
Still, it's the best-looking and most in-depth FPS 
for the GBA. The debonair Double-O agent will 
undoubtedly win a following with this title.” 


- 3.5 out of 5 
- GamePro (Mar 2003) 


iz] have been worked out, as well the 

a 
clumsy controls for looking 
around, Alan—NightFire has 
flaws, including inaccurate con- 
trols, blocky graphics and a ten- 
dency to use the same three voice 
samples over and over again. All 
that aside, it’s actually kind of fun 


Mild Violence 
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“Flawed from the get go, this technically crippled 
game tries to incorporate many play styles and 
succeeds at mastering none.” 


- 55% - Pocket Games 
(Summer 2003) 


“Nightfire has flaws aplenty but, regardless of the 
not-so-good graphics and poor controls, this is still 
a good first-person shooter that GBA gamers 
should definitely own. With interesting levels that 
throw many bonuses into the mix and an 
assortment of fun 007 gadgets to play with, the 
game is certainly true to the console game it was 
ported from.” 


- 7 out of 10 
- GameZone (Apr 2003) 


0073 NIGHTFIRE (exrt Soe 


LICENCE TO CHEAT 


Infinite Health 
At the pause screen, press R, LEFT, L, RIGHT, UP, SELECT, LEFT to have infinite health. 


More Ammo 
To have 500 bullets, pause the game and press R, LEFT, L, RIGHT, UP, SELECT, RIGHT. 


Level Select 
To enable level select, pause the game and press R, LEFT, L, RIGHT, UP, SELECT, R. 


: "Anything can be penetrated 
with the proper tool.” 


"Don't get any ideas 00/7, it's 
armored in al{ the right 
places.” 


GAME BOY ADVANCE 


= 


SEVERYTHING 
IY OTHING 


ONLY FOR 
SEULEMENT 


POUR y | owesor @-8 ~ 
ADVANCE | | 
LEDESTINDELATERRE ES Gia 
= : IN a ! ERRE re meron 
EST ENTRE VOS MAINS __ oven cameaoy systems: 
NON COMPATIBLE AVEC 
D'AUTRES TYPES 


THE WoRLn's FATE 
ISIN YoUR HANDS 


© Earn upgrades for superior skill 


© Méritez-vous des facans 
d'améliorer vos habiletés 
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2003 | ELECTRONIC ARTS / GRIPTONITE 


Running down sky scraper buildings, taking out the 
enemies, is a great start to the game. 


FES 


INC 
; " 


Released months before its big brother versions, 
meaning the handheld would get its time to shine 
and give gamers a taste of some of the story and 
levels you would encounter in the console 
versions. 


Sensibly switching things to an _ isometric 
viewpoint, to work to the Gameboy Advance’s 
strengths. This does a great job of giving you that 
Bond feeling, with a kick-ass soundtrack, and some 
pretty good control mechanics, that let you go 
either gun-ho! crazy, or stealthily creep up on the 
enemies and take them out silently. 


This is a great little title, with oodles of missions (20 
of them) and loads of variety and locations. So 
once minute you are hurtling down a building, the 
next you are in a car, taking out the enemies. 
Regular save points, also stop the game being too 
frustrating and work well in the one quick go, that 
handheld gaming offers. 


Of course, it’s a pale shadow, compared to the big 
consoles all singing and dancing extravaganza, but 
this title holds its own little corner and deserves a 
play through, as it’s really good. 


So, if you like games such as Metal Gear Solid and 
games of that ilk, then this one is for you. 


Wel done, Gr, You did 
not slert the guards! 
Y 


As well as going in all guns blazing, you can also 
stealthily take out the guards silently. 


0075 EVERYTHING OR NOTHING E> elaealsiesay | 


» rh WEARS IVETE 

= net stirred. 
iENenewert sneer 
But tt sppears that 
You're just hit the tip 


The isometric graphics are nice, with lots of detail 
given to the locations you are in. 


It is so nice when the Grandparents give their approval of your 
actions. Thanks Nan and Grandad xxx. 


idl» 
Bond is also prepared to put on his fighting 
trousers and show the blaggards what for. 


The game includes some rather cool driving and shooting sections, 
these are great fun. 


You even meet Jaws in your adventure. He is going 
all Donkey Kong at you and hurling barrels. 


ee Be: 
| | : eS 


=o 
#) ESe 


Could) gen initroddce | 
a )™Mr. Bond te oor latest 
Ws SUCCESSes2 Egyptian tombs, with futuristic eye firing lasers. 
No James Bond Adventure would be complete Phew! Bond has to go through quite a bit in 
without the villain telling you their whole plan. saving the world malarkey. 


0073 EVERYTHING OR NOTHING (e dal ceauedlah 


WOT THEY SAID... 


Once again the fate of the 
world lies with Mr. Bond. 
James Bond 007: Everything or 
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Nothing is chock full of adventure 
and gameplay variety. As 007, you 


must track down and recover stolen 
nanotechnology from a rogue polit- 


ical faction. Gameplay revolves 
around third-person stealth and 
shooting action with interspersed 


James Bond 007: 
Everything or Nothing 


PROTIP: Stealth Kill possible lo 
accumulate Style points for Q’s Lab. 


driving levels. Players can buy and upgrade equipment and weapons. 

The graphics and controls are average, but the soundtrack really brings 
out the exhilaration of the espionage action. With over 20 action-packed 
levels, Everything or Nothing outshines Splinter Cell and is one of the 

best handheld titles out.—Aice Bumer 


aT | = Developed by Griptonite 


=Published by EA Games ™$29,99 
s Available now = Action/adventure 


EI player 


“Yet another pocket companion to a next-gen 
console game from EA. This time around James 
Bond is the star of the cart and he is at it again 

with his super secret spy antics. Everything or 

Nothing takes or main character around the world 
into a series of interesting situations that require 
not only the use of a skilled trigger finger but the 
use of your brain power. | was very pleased with 
the overall portable gaming experience offered by 
this cart and | will point out the pros and cons.” 


- 87% - Next Level Gaming 
(Dec 2003) 


GRAPHICS 
SOUND 


3,5 | FUN FACTOR 


4.0 
3.5 


CONTROL 


“In a not-so-ordinary turn of events, Electronic 
Arts' next multi-console (and quite big budget) 
James Bond videogame ends up first on the Game 
Boy Advance. While Electronic Arts polishes its 
big-budget console version of 007: Everything or 
Nothing, the company gives GBA owners a treat 
with the GBA edition independenily developed by 
the same studio as the past two Lord of the Rings 
games on the handheld. Even with the shorter 
development cycle, the GBA game ends up a great 
surprise of a Bond game, combining Metal Gear 
Solid stealth elements and balls-out action in its 
extensive adventure.” 


- 8 out of 10 - IGN (Dec 2003) 


0073 EVERYTHING OR NOTHING diel See) 


LICENCE TO CHEAT 
Action Replay (US) 


(Master Code, must be on} 


Infinite Oil 
bfd60d6b d300ba9c 
5578977a 992d8700 
4287eelc 
1071d8b7 Infinite Time 

Re 6ff6ff5t 
Infinite Health bb2ddc26 
4eb8a6fo 929a0103 
3dfff5b7 

; Infinite Health 
Max Style Points Aeb8a6fo 
5b5420e7 3dfff5b7 
dcSa4bd5 

Infinite Oil 
Inf Handgun Ammo d300ba9c 
567de5ef 992d8700 
929a0103 

Infinite Time 

6ff6 FST 

bb2ddc26 
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EA and MGM INTERACTIVE! 
WILLEM DAFOE SHANNON ELIZA 
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2004 | ELECTRONIC ARTS / IN HOUSE 


Simply wow! If you want to feel like you are ina 
Bond film, then this is about as close as you are 
going to get. Sporting a star studded line up, with 
voice and likenesses of Pierce Brosnan as Bond 
(His final performance as 007), Judi Dench as M, 
John Cleese as Q, William Dafoe (Green Goblin in 
Spiderman) as the Bond villain, Heidi Klum 
(Zoolander) as the Bond girl and Richard Kiel 
reprising his role as Jaws. Not to mention a theme 
tune sung by Mya, which is actually one of my 
favourite Bond theme songs. In summary when 
it comes to production values, this game is 
second to none, being like a new Bond film, we 
never got to see. 


But how about the gameplay? Well here, they 
have decided to go for a third person viewpoint, 
with a nice cover mechanic and reasonable 
targeting, interspersed with a whole cornucopia 
of entertaining third person vehicle sections, 
which has you driving a range of cars, tanks and 
helicopters, moving the action forward. It’s just a 
shame the levels are so short in some of these 
sections, with it over just as you are getting in the 
swing of things. 


15- 25 


MP5k 


Any game that has you abseil down an exploding 
skyscraper, whilst taking out the enemies has my vote. 


007) EVERYTHING OR NOTHING 


There are a surprising number of vehicle sections to 
the game and they are all brilliant explosive fun. 


Jaws makes a welcome return, with them even 
bringing back Richard Kiel for the motion caption & voice. 


You even get to pilot a helicopter, through 
collapsing Egyptian monuments. So many epic moments. 


The on foot sections can be a little clunky, but it 
still works reasonably well. 


And boy does the story throw everything and the kitchen sink at 
you as you make through the game, with you one minute 
abseiling down a burning building, taking out the enemies, whilst 
explosions are all around. The next you are piloting a helicopter 
with crumbling Egyptian obelisk monuments as you pursue the 
enemies. Of course, this is the Pierce Brosnan era of Bond, so 
expect, everything to be dialled up to 11 with over the top action 
(still has better CGI than in Die Another Day -Ed), as you go from 
one explosion fuelled moment to the next. 


The game has as many vehicle sections as there are on foot, for 
me this is great, as they look amazing and with many of the 
“Need For Speed” crew working on this, the driving is accessible, 
arcadey and feels great. 


Is the game perfect though? Well, no, the on-foot sections can 
be a little loose, and some of the levels are quite short. | also 
wish some of the on-foot locations were of more interest, with 
factories and graveyards, not being my favourite. But for every 
one of those moments, there are popcorn guzzling heart- 
stopping full on action sections. Such as free falling off a 
mountain side, or rally racing through beautiful locales. Or taking 
out enemy cars in a tank. All this makes it the perfect popcorn 
munching movie game. So that you won’t necessarily care too 
much on the story but will be excitedly wanting to see what the 
game is going to throw at you next. 


| Of all the versions, the Xbox felt the best to me. Although given 
that Wii’s can play GameCube games and that the Dolphin 
emulator is so well supported, then the GameCube version is far 
more accessible to play today. The PS2 is really impressive 
considering the consoles age, handling the full game. 
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Reminiscent of the GoldenEye film and game, you even get to 
go ina tank, to take out the enemies. 


0073 EVERYTHING OR NOTHING 


Falling with style. Bond goes free falling to catch 
and save the girl. Hope the whiplash wont hurt her? 


Tank Vs Helicopter. Bond looks to take out the 
enemy craft, in a fun end of level boss. 


The driving sections really looks gorgeous and 
just like Need for Speed, play really well. 


| As you expect for a 007 adventure, there is a stack of gadgets. 


Most notable and silly is the drone spider, which lets you go 


| through inaccessible small sections, or check out what’s 


coming. Also, somehow the little robot spider, can pick up 
weapons and items, and send it instantly back to Bond. 


Like the previous EA Bond games, scoring is all about doing 
“Bond moments”, this is where you do something scripted that 
is cool. This is of course great for that feeling of awesome 
moments, although like the previous games, | do wish points 
were given for unscripted cool things you do as well. Especially 
as the score is so critical to unlocking extra characters in 
multiplayer. 


It also lets you do hand to hand combat, alongside the usual 
full-on blasting, so you can go a little bit stealthy at times. 
Mostly though, this is an all about, brains in a jar, shoot 
anything that moves action. 


One fantastic inclusion in the game is the multiplayer and 
especially co-op play. To be able to play cooperatively through 
the game is great fun and a worthy inclusion. This has a random 
assortment of other MI6 agents (I have even seen a tweaked 
copy (I think) with Jill Valentine of Resident Evil fame included). 
It’s nice to play a game like this cooperatively as opposed to the 
usual player versus player and | wish more adopted things like 
this in their game. 
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Bond goes all hands on with his mission. 
It’s good to get to the bottom of things. 
(Stop that - Ed) 


The motorcycle level is insanely fast, and an adrenaline fuelled level. It’s 
tough though, so expect lots of attempts. But when it is this much fun 
who cares. 


0073? EVERYTHING OR NOTHING 


Overall, | loved my time with this game, the inclusion of so 
many film stars and high production values, really makes this 
feel a full on authentic, Bond rip-roaring adventure. It is a 
shame, that some of the on-foot sections, didn’t have a bit of 
extra variety and honing to it, but it won’t spoil you having a 
grand old time, chewing your way through the explosive 
actions. 


| admit, | was a little surprised that in the reviews back in the 
day, many were so negative. As for me this is a great film 
license and huge amount of fun. As mentioned, for me the 
Xbox was the best version, with it looking and playing the 
nicest. However, given that the GameCube game can be played 
on a Wii console (if you have a GameCube controller) and that 
the Dolphin Emulator does such a good job up-scaling 
everything, this is probably the most accessible version to play 
today. 


The night heat vision gadget makes you feel like 


the Predator. “Get to the Chopper!”. 


iaiees 
WEA 


The game has a good cover mechanic built in. This 


makes the firefighting sections great fun. 


William Dafoe stars as the Bond villain. An inspired choice as he 
deliciously chews up the scenery in every scene, to play the part. 


One level even has you race a Rally Car, and it 
does a better job than many full rally games. 


The on-foot sections are best, when its brighter levels. Far more 
interesting than the dull factory and graveyard areas. 


UVV000UALLALNNOROOMAIAD 


Nice to see the villains lair, in true 
tradition, has lots of screens 
And shiny buttons. 
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007%) EVERYTHING OR NOTHING 


Nintendo 
Official 
Magazine 
(UK) 

- Issue 138 
- April 2004 


396 


WOT THEY SAID... 


fi t1(-\'F First. Official. Best. 


Basic combat, step 4 
Press GED to exit wall cover 
29- 0 
SIG 552 


VUUCUYDEE ADAH 


‘After one curry too many the MI6 microwave decided to blow up In your face! Ack, ack, ack, ack, ack! Smell the bullets! You love it! 


James Bond 007: 


ocmm=—=—= Everything or Nothing 


Publisher: EA 


ang Can the latest 007 shooter reach GoldenEye 


Memory: 5 blocks 


proportions? We’re not so sure, James. 
Pub brawls of fhe future >... eli ee 


were strictly virtual reality if \ a: 


One more cap in your back and the black 

and white slow-mo death collapse will 

roll. Bond sits hunched behind a crate, on 
an enemy train that’s rattling down a track. 
Armed guards are swarming everywhere. You 
lock-on, step out and take no prisoners. But 
you've locked-on to the wrong thing, the camera 
goes mental and you find yourself side-on as 
Bond tears holes in the carriage. Enemy lead tears 
through him. The energy bar drains as you scratch 
around trying to find some body armour, but 
James cops it before you get anywhere near. 

And that's the problem with Everything or 
Nothing, niggly little problems that just take the 
edge off this glossy package. It might drop you 
straight into a shoot-out, rocket launcher in hand, 
against a jump jet that wants to burn you alive 


> You’re down to your last ounce of energy. 


before the credits roll, but we know you want a _ ee 
game that plays as well as GoldenEye did for the +5 bh a 
millionth time you switched it on. A game with its a hew ossecive soe 
own theme tune and movie-style intro are all very . a I 
pretty, but it’s head-shots and cooler-than-cool = = " ~ 


gadgets that score well with us. 


74 Gis 


O07? EVERY THING OR MorHimnca 


““The vehicles are wo over sensitive. 
Your angry-ometer will fly off the scale.” 


Everything or Nothing has certainly come 
on singe we first saw itjust after €3, at EAS challenge on offer 
Westwood Studios in San Franciseo: a huge Face that train level for example. You can 
Uihiding complete with football pitch tor hunel up close to a crate or wall, lock-on to 
Biterndbn soucer practice anda small corner the enerhy, lean out and bass them into next 
Set aside for Bond development. £As very Week Thats how it's meant to work anyway. 
Sin @ lab iF you will except that sometimes you just wort 
Wi was here in the Octopussy lock-on. youl then get charged 
room that third-person Bond Sid they! mow you down 
revealed himselficompiete Sometimes youll lean 
Sith Rappel to run dewn Sutand it will lock-on 
the'sides'or buiidings. YS something that 
invisible Porsches, Cant fire back, like a 
Spider Sombs and a computer. BUT WE 
Pheaty line-up of Ais, BORPPWANT TO LOCK 
Brenades and nis SN ro THe RUDDY 
BiGsuy sidearm COMPUTERT WE WANT 
Fight months eS LOGON TO THAT OLD 
dow? the line and we GOON OVER THERE AND 
get cur hands on EAs TAKE Win DOWNI 
Eaest bang tite then there are the vehicle 
Postponed from a pre driving stages razzing round 9 small 
Chriftmss launch fine-up that saw £A town‘in a Porsche that you can cloak, speed 
Gominating the charts. Our first impressions two-wheeled on a Triumph and later take tO 
Shi oF something thats not too special t= the atrin a helicopter 


slick, but there’s just no substance to the 


Bond would do anythi 


Fa eax Fax 


>REVIEW: JAMES BOND O07: EVERYTHING OR NOTHING 


Rising Sun 2 
[Shoot for the head or dont | 


i As we've mentioned elsewhere in 
this review locking-on isnt all that easy 
Inan intense firefight. Nether is 
instant goon death 

“As you! lock-on you can decide where 
to sndot them with the c-stick— head. 
iSge family jewels: aeyevhers. 

sot time and decent cover a 

headshot Is cool, but on more thar 
One oceasion we blatantly snot = ad 
Bude in the head only for them to leap 
Strgignt back up and Carry on Fring. 

Sotinds like Zon has nicked Rising 
Suns gift of misreading your head 
Zhots co remember to take cover just 

Case R doesnt come off 


By holding down Cm. 
on, while @aaEm keeps him out of sight 


Now you're ready to let his brains 
Sscorate the trate 


shot didn't quite kill hirn! “Ave itt 


EvVvriR worrIimic: c>R Mico! 


maImic: 


First. Official. Best. 


“Some of these levels barely last 


Bethe building < rot 
Bonditetirmeto fe agit 
Setaway mthistasty Porsche 


tting i 


Ge 


m Saving fit women thanks to his skills on the trigger and the gadgets tucked in 
his back pocket must make Bond's life enjoyable. Now imagine if the world’s 
coolest super spy couldn't get In a motor. That Would make a crap film and as 
lock would have it that just so happens in Everything or Nothing. 

As the runaway train burns out of the enemy installation you are faced with a 
Triumph bike or Porsche. Each one sits at the end of a raised platform and both 
drive like dogs. Gut actually getting in the motor is a nightmare. 

Remember this game was made in the Us and we Brits have steering wheels 
on the right. Forget the argument about who is correct because as youre 
running up to the car you need to know that the left door will get you in. 

if you stand their day dreaming on the right side you'll have about as much 
chance of catching the train and rescuing the fit fernale scientist as an ice cube 
does of surviving in Hell 


Being ish le that we are, we Right? Wrong! This Porsche is a left- 


E 
thought weddethe usuatthing and get hand drive. Get inthe other side Bond, 


With the train racing. 
into the car on the right you idiot! 


Seconds just getting in the Samm car 
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Metal mouth 


We're scared of dentists. The sound of drills is 
horrible and braces are just not natural — have 
you seen Jaws’ teeth lately? Go to the dentist 
feo often and you may end up looking like 
him. And you'lt nice close-up with Bond's 
nemesis only a Tevels into the game. 

He may be a mountain but Jaws can be 
defeated at the end of the train level If you 
Smack him in the mouth so that he staggers 
Back into the electricity. Just get out the way 
of the sparks as he fries or you'll burn too. 


“Look Jaws, I just want a Kitkat 
and a cup of tea from the 


=a full five minutes.” 


ie 


“1 told you to go wm ~ Van, 


All necessary in a Bond game of 
but woefully over sensitive and whe 
you're trying to get through lo 

tombs in a copter your angry-omete 


d universe there are 
ne cracking gum battles to be had, not 
‘hot which ifthe climb up a disused 
Shaft. Goons winch down on wires 
ing straight for your head. You'll 
fo switch to thermovision to see 
the darkness and you can 
you with tigger the Bond Zone where you car 
siles. At that moment i time saving tactically work out where to go next. It 
= Wworid fromm a terrorist thr 


had very 


like Bullet Tirne, but so much 


Setter than 
little chance of happening as u the rubbish in Enter The Matrix. Throw in 
ontroller took a dive into the wall 3 remote-control Spider Bornb and ‘Bond 
Back to the action. We tried again Proments where you can drive off clits 

watching yet another Eon to escape Instant rocket death and at 
Frertionest canicr one pre times you'll really feel like you're starring 


slick & 


these cut-scen Tn ane of the movies. 
me of the lip syne isnt But lets not forget that these 


s there. Q, M. Bond and tons of fit moments shouldn't detract from what 
ladies look great, but when 3 game has pre ultimately some quick action-packed 
more cut-scenes than actual in-game ievels threaded together by some tasty 
Section you start to worry. Some levels cutscenes. Gond games inthe past have 
like the helicopter attack on a helipad had levels that lasted = good 20 minute 
are Over before you've started and it's More. Some of these barely last five 
Back to another five minutes of ames are something you play. films are 
Gamecube cinema. You even have to something you watch. Unfortunately for 
ave the game after one and there's no Eon there are too many tims and mot 
point in that enough game. Tim street 


You can ignore its failings and just see it as a 
short shooter with some tasty presentation. 


You can’t ignore its failings and want far 
more for your quids than what's here 


Easy shooters. It’s simpler than Ts2 but the 
stealth is far better in Splinter Cell. 


GRAPHICS 


s are imaginative while cut- 


You'll never tire of the meaty ack-ack of 
the AK and the John Barry classic. 


GAMEPLAY 


You'll race through the early levels, bu 
frustration might get the better of you 


Lire SPAN 


We blasted through most of the game in 
the best part of a day. 


Sond is cool, but EoN doesn't do the 
super spy justice. I's great in some areas, 
Seflousky flawed In others and with = name 
ike James Bond you simply want 
Tomething thats loads better than this. 


=—= 


The stupid 


leaping off cliffs, taking lock-on system that hates 


Gown Rateopters. the word consistency” 


I still prefer the excellent stealth aspects 
Of Goldentye and Splinter Cell, but the 
Sction in this iz intense. | also get to give 
Jaws = new mouth. Sweet. Michael Jackson 


“DOUBLE ‘O° DEAR™ ay, = 
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Even Bond bites the bullet sometimes. 


4s Now that's how you make an entrance. Bond just loves those tanks, doesn't he? 4 Awell-aimed grenade. 


The most dangerous thing in a dinner jacket is back to save the world 


JAMES BOND DODZ 
ENIERYTHING OR NOTHING 


WORDS: BEN LAWRENCE 


GATE INFORMATION 


BOND IS PAINTING by 
numbers. There's a 
comforting formula to the 
series that is so uniform 
and regimented you 
could pluck a 007 plot 
from thin air. It's not 
about creating original 
storylines anymore, it's 
about reworking the best 
bits of the previous films 
and sticking a colourful, 
cackling megalomaniac on top for decoration, 
And don't forget your silver-toothed, bowler: 
hatted, diamond-blasted Aryan henchman - it 
just wouldn't be the same without one of those. 
In fact, there are so many Bond conventions 
and traits that you no longer need a specific film 
on which to base a game in order to recognise 
the franchise. Agent Under Fire (Issue 05, 7.2) did 
it, as did NightFire (Issue 11, 7.5), but these were 
just tasters. Echoing the films in more ways than 
one, just as Goldfinger was hailed the definitive 


BOND must save 
the world (again), 
with a girl on his 
arm (again) as a 
megalomanic 
tries to take over 
the world (again). 
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007 movie, the third 007 Xbox game could well 
be its virtual counterpart. It has everything - 
even a Bond-derived name (the Bond mavie 
production company Eon is an acronym of 
Everything Or Nothing) - but what you have to 
admire is the sheer flamboyance and knowing 
campery of it all. This is seriously good fun. 

First up, the most notable difference 
between this and the last two console outings is 
the shift away from the first-person perspective. 
It was a brave move, especially considering the 
number and breadth of third-person games on 
the market. But hey, this is 007, he could dance 
the light fandango with olives up his nose for all 
we care. Fortunately, the transition has been a 
smooth one, and Bond moves and looks every 
bit as suave and slick as the real Brosnan, and it 
isn't hard to see why. The cast has been scanned 
and mapped onto 3D models, complete with 
quirky mannerisms and postures. Brosnan, 
Cleese, Dench, Elizabeth, and surprise guest 
Willem Dafoe have all been under the scanner, 
and it makes a staggering difference to the game 
(see For Your Eyes Only, page 072). Couple this 
with original voice acting that's second to none, 
and you're looking at one of the finest cinematic 
experiences to hit the Xbox in a long while. 

The use of a third-person Bond instead of 
just the view over the top of a variety of guns 
also means the scope for gameplay can be taken 
that much further. It means the inclusion of 
scenes like the breathtaking freefall section 
(worth the money alone), plus more inventive 
Bond Moments, which are incidental 
missions you can perform to increase »> 


4 Silent kills won't attract the attention of guards. 


al 


age 


4» Use night vision to sneak up on enemies. 


| 
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<r 
Seeonee 
canes 
cops 
oe 


2 On foot: the most frequent way you get around. You'll often. 
got state-of the-art camouflage gear to make things interesting. 


rough the air in a modified jump sult and fly 


through canyons in this little baby. Missiles come as standard. 


Vanquish (with smoke screens, acid spills, machine-gun... 


> Even hanging around 007 is deadly. 


your overall score. I's fair to say 
DP rere’s 3 Big thumbs-up going out to 
Malarkey. Most of the time it'works a treat 

‘The only real problem is the targetin 
system. It's not particularly complex. 9 
you can only really score a hit Ifyou tock 
On to someone. It’s forced precision that 
takes a little of the spontaneity out of the 
game. You lock. you fire, you move on to 
the next sucker, There's no spraying an 
area with lead in blind panie and, 
depending on your point of view, this 
Spproach can Be somewhat clinical 

‘The camera also has a tendency to be 
stubborn. You may well know someone is 
Shooting at you from above, b 
Can position yourself in just such an 
that you can get a lock on then you're 
done for, The same goes for close-auarter 
frefights. It's virtually impossible to shoot 
from point-blank range. as Bond opts for 
(albett impressive) fisticufis instead. Keep 
middle distance from enemies and you 
Should be fine: alter from your position 
and you're entering ground that's 
best hot dwelled on. Pity > 
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= =P Bond wouldn't be Bond without his gadgets 


Fi 
~ 


FOL 


oor 


AOZ 


EVERY THINC? ©oR McoTHINic: 


42a Ss DAMES BOND OOS 


So realistic you almost feel like 
packing your autograph book 


“& Why isn't SpyHunter 2 this good? 


se 


& The helicopter never really stood a chance... & Hiding behind walls will save your bacon. 


Scary Mowie’s Shannon Clteabeth. Mice 


What really its Bond out of the contrat 
-_ and camera doldrums are three key factors. 
“The gameplay which Is intensely varied and 
Glove, the visuals (which speak for tremscives) 
Shd the gadgets: Oooh, the gadgetst MIG would be 
Sady. Gand now has a handy sapped 

Wella plus mintgrenades cunningy a 
Ez cole. He gets miniature spider cameras which 
allow remote access into nooks and crannies and 
then explode on command), and even the daft 
invisible car ts back tt seems Q haz been pretty 
busy, because there's also an isibilty suf 
powered Uy Dattatier the size of house br 


FP = Don't worry, he's not dead. Like his sharky namesake, he never dies. 


pre os eicie MaSeZine 
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& You can fire while climbing to protect yourself. 


=== 


Geom a eminernte, Blane. There are Speec-style ‘don't drop below 
a SOmph' missions, there are Goldentyeinspired 
set reray Kernen Ink missions, You'll break your knuckles 
est ine inated Punching Jaws in his metal kisser, and you'll 
Rcocs havens ed fake a break from saving the world to give a 


met eanets mee to the knowing innuendos and cringey puns are 
Now seein 007 made in with such gusto and glee you know 
are treet wnat om the instant the theme tune kicks in you're, 


Raeoen te senier the best Bond yet It's not quite a case of 

nobody does # better’ largely due to the 

pocTo# HO shoddy camera and fiddly targeting. but 
ewes enerey taew = nobody does lt with such style and 


Silly, sure, but you don’t use it that often 
= 's litle to grumble over 
you'll be crouching bebind a 
23 from all sides and fumbling 
£2 coin, the next 
rocket: powered SO0cc 
iif into the back of a Cargo 


ocket for 


around in your 
you'll be driving 


motorbike off 2 


Scandinavian lady 2 massage. Everything. from 
Mya’s theme tune (and subsequent daft cameo) 


in for far more than just kiss kiss, bang bang. 
Ws as cheesy as a bag of old man's pants, but 


S 


cocky panache. Welcome back, OO7. 


POWER 


sTSLe 


IMMERSION 


UIFESPAN 


< 


2 One of the most dazzling scones is saving the girl after she's thrown off a cliff. 


THE NERDICT | 


coop POINTS 


+Hnn » 


The sniper scope Is handy. Say goodnight. 
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© Hey Diavolo, 
he who smelt 
it dealt it. 
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= PS2/XB/GC (om) 
As ( 


JAMES BOND 0 
EVERYTHING OR NOTHING | 


Looks like they chose everything 


PAUL: Fans expect a lot in a James Bond story: 
sardonic wordplay, gorgeous women, menacing 
supervillains, vehicular mayhem, rough-and- 
tumble fistfights, huge explosions, cutting-edge 
gadgetry, and 007’s trademark improvisation. 
Well, expect away, y’all—Everything or Nothing 
delivers. It feels even more like a Bond adventure 
than some lesser chapters in the film series. 
(Timothy Dalton?! Honestly.) 

Unlike previous 007 games, which had you 
merely shooting a million minions, or at best re- 
creating set pieces from the most recent film, 
EON encourages you to think and act like Bond. 
Use Q’s rappelling device to seek the high ground 
(oh look, a sniper rifle!), throw a flash grenade to 
distract the guards, or open that steam vent to 
incapacitate em. Once you get into the MI6 mind- 
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set, it seems totally natural to throw yourself off a 
cliff sans parachute—you'll figure out something 
on the way down—or drive a tank through that 
building. Things can’t go too wrong with Bond at 
the wheel. 

Speaking of wheels, these vehicle scenes are 
sweet. Not content to beat Midway’s Spy Hunter 
at its own game (it does), FON lets you drive a 
variety of weapon-equipped vehicles along 
branching paths full of obstacles, jumps, and lots 
of explodable, expendable enemies. Now | know 
why Bond drives by the seat of his pants—it’s 
really fun. 

Although 007 can defeat enemies with stealth 
attacks, plain ol’ pugilism, or Q’s gadgets, the bad 
guys’ tendency to buddy up means it’s often 
simpler to take them out with bullets rather than 


07: ® 


Bondian guile. An occasionally iffy lock-on system 
and a jumbled inventory cause a little trouble too, 
but it’s nothing you can’t handle. After all, you’re 
Bond. James Bond. 


JOMM Rs Playing a Bond shooter in third person 
might seem a bit awkward at first, but the more 
time you spend with Everything or Nothing, the 
More you grow to appreciate the new viewpoint. 
Combat skews toward stealth tactics and 
strategic planning rather than pure run-n-gun 
action this time around, making EON feel more 
like Metal Gear Solid or Splinter Cell than past 
Bond games—or at least that’s how | approached 
it; sounds like Paul and Scooter had as much fun 
going in with guns blazing. The awesome driving 
and flying stages only serve to enhance the 
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Pierce Brosnan (James Bond) Willem Dafoe (Nikolai Diavolo) Shannon Elizabeth Dame Judi Dench (M) Mya (Mya Starling) 

Voice acting: x **«* Voice acting: x ** **« (Serena St. Germaine) Voice acting: ** Voice acting: * 

Delivers one-liners as dry as The perfect supervillain, Dafoe Voice acting: **«* Fail a mission and you're Is she reading right from the 
the secret agent's shaken-not- clearly enjoys Diavolo’s thick Is this hottie really hot for the treated to the perfect dose of script? Probably. Did they use 
stirred martinis. Russian accent. aging Bond? We don’t buy it. M's withering contempt. the first take? Probably not. 


Mya takes a slow trip to the furnace. 
Come on, the theme song wasn’t half bad. 


overall experience. is an understatement—imagine the last three camera, some annoying trial-and-error sections, 
My only real complaint with Everything or Bond flicks fused into some sort of massive and the Q-spider gadget: Occasionally, I'd use it to 
Nothing is that the story is pretty much entirely martini-swilling super-Bond flick, and you’re scout a room, only to have baddies mysteriously 
forgettable (not unlike most recent Bond movies). close. We're talkin’ car chases, tank hijackings, appear after | walked in, which tended to 
Still, the star-studded roster of voice talent crazy gadgets, general sneakery, and even an act devalue the Q-spider 
demands respect and adds an extra layer of of seduction or two. It’s been a while since | as a recon tool. | CSN 
polish to what is otherwise a very solid third- played a game with such engaging, pure, and won't say it’s the best wy 
person shooter. thrilling action, and on top of the excellent single- | Bond game ever 
player game, there’s a pretty cool co-op mode to made, but | will say it’s 
OFFICIAL PS MAG—SGOOTER: To say that nicely round out the package. the best Bond game I’ve 
Everything or Nothing feels like a new Bond flick Minor downers include an occasionally wonky played in the last five years. 


ESRB: Teen 


THE VERDICTS 
(QUTOF 10) 


PAUL JOHN R. SCOOTER 


www.eagames.com 
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“Despite its daring, varied design and big-time 
production values, it's not perfect. There are frequent 
problems with camera view, and the auto-targeting 
vacillates between adequate and maddening. 
However, good games can make you overlook their 
flaws, and on this count Everything or Nothing is a 
success. Is it the next great evolution of gaming? 
Perhaps not, but it is a step towards creating the 
ultimate James Bond title.” 


- 8.5 out of 10 - Game Informer Magazine 


(Mar 2004) [Game Cube, Xbox & PS2 Reviews] 
405 


0075 EVERYTHING OR NOTHING 


EDGE . 
nam | | James Bond 007: Everything Or Nothing 


at PS2 (version tested), Xbox,GC Publisher EA 


inner In-house Price £40 Release: Out now Previgussly r) E125. 152 


Bond's thermovision can be engaged in dark 
areas by pressing the select button. It would 
have been a novel touch two years ago 


The animation, Al and ferocity of enemies is generally good, but once you've cleared an area guards 
can often re-emerge from locked doors. Targeting enemies in front, never mind behind, is clumsy 


406 


007: EVERYTHING OR NOTHING 


“t's certainly a step up from the rather 
stagnant FPS rut in which Bond was 
trapped, and it wins the award for being 
closest to the movies, but its remaining 
flaws stop this from being the GoldenEye 
beater we're still waiting for.” 


- 5 out of 10- Games TM 
{Feb 2004) [Xbox Review] 


“If nothing else, EA's latest Bond outing 
proves that there are some very brave 
marketing people working in Redwood 
Shores - creatively lobotomised marketing 
people, perhaps, but brave nonetheless - 
because following a couple of half- 
hearted 007 adventures since the turn of 
the century, the indomitable publisher 
has finally realised what everybody else 
already knows: that it will never produce 
a better Bond game than Rare's 
GoldenEye.” 


- 6 out of 10 - EuroGamer.net 
(Mar 2004) [PS2 Review] 


“Like most 8 year-old boys, | had a love 
affair with 007. When asked what I 
wanted to be when | grew up | would 
without hesitation snarl, Bond, James 
Bond. Then I'd provocatively raise an 
eyebrow in between sips of my fake 
martini shaken, not stirred.” 


- B- Game Revolution 
(Mar 2004) [Xbox Review] 


“t's bright, but won't tax a hangover. It's 
neither entirely memorable nor 
forgettable. It's ‘Quite Good In Places And 
Has That Scene Where That Thing Blows 
Up, You Know’, Just like the real thing. 
And you can quote us on that. Obviously.” 


- 77% - GamesRadar.com 
{Feb 2004) [PS2 Review] 


“Try as it may, Electronic Arts has been unable to shake the 
legacy of Rare and Nintendo's highly respected GoldenEye 
007, a standard-setting first-person shooter for consoles and 
fantastic adaptation of the Bond movie. It seems that with 
each release, The World is Not Enough, NightFire and so on, 
fans of the franchise were always stacking it up to 
expectations that are almost impossible to meet. This time 
with the release of James Bond 007: Everything or Nothing 
things have changed. EA's internal development team has 
crafted a hugely entertaining third-person action title that 
offers up a bevy of gameplay styles, mostly centered on 
strategic shootouts and gripping driving sequences.” 


- 8.5 out of 10 - IGN (Dec 2003) 
[GameCube, Xbox, PS2 Reviews] 


“We've been mesmerized by James Bond since childhood. 
And then GoldenEye 007 came along and turned his console 
appearances into some of the most anticipated in gaming. 
Too bad, then, that none have stood up to Rare's 
masterpiece and the superspy mantle has been taken up by 
younger, less British play as. But EA's had a secret weapon 
in development for years, and in third-person, no less. Could 
it break the FPS shackle to put 007 back on top? Absolutely. 
Lacking only the stellar multiplayer of GoldenEye 007, 
Everything Or Nothing nonetheless may be the best console 
Bond ever, with rich varied gameplay that has something 
for everyone. The over-the-shoulder view is what 007 
needed all along. After all, espionage is all about 
voyeurism, and now we get to see every detail.” 


- 4 out of 5 - GameSpy 
(Feb 2004) 
[GameCube Review] 


“007 Everything or Nothing is a solid package with all the 
makings of a great movie, game play is fun and exciting, 
and the addition of 4 Multiplayer modes including a 
Cooperative mode strengthens the replay value.” 


- 8.4 out of 10 - Xbox Addict (Mar 2004) 


“As one of EA's blockbuster games, Everything or Nothing is 
by no means subtle. It's big in nearly every way: big budget 
{we're assuming, given the cast of famous actors and Bond 
screenwriter), big explosions that fly by you as you race 
through levels, and a big storyline that has you travelling all 
over.” - 8.5 out of 10 - 1UP - (May 2004) - [Xbox Review]. 
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LICENCE TO CHEAT 


Action Replay (PAL) 


(Master Code, must be on) 


XY6F-HQG7-TQ7TW 
PKXJ-MZW2-8355X 
PO90-GHTX-JM7WU 


57D2-FUGK-2KWMU_ | NR2N-90QW-52Z4G 


| 2PB9-J13Q-MZOUM 
AYCU-ZXFD-G8E9V 


Infinite Health 
8B9Z-Z64D-RP717 
RW77-E41N-C5K7Z 


Infinite Ammo 
CK12-N4Z4-47943 
8M95-GN3W-VROQQ 


| Y20A-A8VX-VUXPC 
| QQDQ-GYCZ-M6J57 
| TDD6-H577-45Y8N 


| YDRG-54EX-6VQDU 


| MHQV-R2B7-7KXF1 
| 


| MHQV-R2B7-7KXF1 


Driving: Infinite Health 
H388-PFR6-MXY2R 
RYTK-PSQN-7MZ3F 
DPUE-04E4-40XKP 


Driving: Infinite Missiles 
GT1K-6214-F65TC 
RYTK-PSQN-7MZ3F 
XNA4-9KMR-9DD4F 


Unlock/Complete 
Missions 
2GQE-X8UE-UOWCA 
5BT4-TXVB-39F 7X 
4FE1-Z171-CHGDT 
YMOY-MR1G-53ZGH 


CORGI TOYS 


CORGI 


HAVE DONE THE 
IMPOSSIBLE! 


A WORKING MODEL | 


| OF THE 


ASTON MARTI 


Secret-operating 
features 


se OPENING 
ROOF AND 
EJECTOR SEAT 


& REAR BULLET SCREEN 
3h inches 97 mm 


261 James Bond's Aston Martin D.B.5 9/11 
1 i J Only Corgi could do it—a fabulous working instructions in strict privacy—they must not 
FCTLES OPS OVER BOERS | model of 007's famous Aston Martin D.B.5, the be allowed co fall into the hands of SMERSH! 

i B “star of Goldfinger, The sealed In addition to the special action features, the 
secret instructions supplied with the car tell model comes with a fully detailed interior, 

te RETRACTABLE MACHINE GUNS J} you how to operate the hidden machine guns, James Bond at the wheel, two passenger figures, 

the special over-riders, the double-quick action spoked wheels and Glidamatic spring suspen~ 

wd. of the bullet-proof shield and the remote sion PLUS a O07 secret agent flash to be worn 


© Glidrose Productions Ltd. & Danjaq$.A. 1965 controlled ejector seat, Read these secret only by the owners of this exclusive Corgi car, 


1965 - Adverts for the icon James Bond Aston Martin DBS. This is a great toy recreation. 


mcpemoceeee JAMES BOND CRASHES 
INTO TOYSHOP= ix 


007 Corgi car creates sensation in High Street 


FROM THE FILM 
GOLDFINGER 


gi 
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MODEL CAR MAKERS TO JAMES BOND 
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IIn what has to go down as one of the most cynical 
cash-grabs in video game history, EA decided to 
release a Bond game called “GoldenEye : Rogue 
Agent”, that not only has nothing to do with the 
game or film “GoldenEye”, but you don’t even play 
as Bond, but a fired MI6 agent who is working for 
the villains. Hmm, a Bond game without Bond! 
There’s a good idea! (...not!). 


So why is it called “GoldenEye”? | hear you cry? 
Well after an accident, you have an operation to 
have a “Golden Eye” installed. This “Golden Eye” 
will get upgrades as you progress, letting you see 
through walls and stuff, and even going all X-men 
and Jedi with telekinesis later in the game. 


But what about the game itself? Well, it starts off 
in a helicopter with you and James Bond, flying to 
Fort Knox against the villain Auric Goldfinger. Next 
B thing you know, the helicopter gets shot down and 
4 ~— James Bond is hanging for his life, as you escape 

from the crash. But before you can say “Cor 


633 
F OF 


~eael Blimey! What’s going on?” James Bond suddenly 
tO falls to his death and you left standing shocked, not 
eevee sure how to continue the mission. After doing the 
# level, you find its a VR simulation, and you are told 
by a robotic looking M (voiced by Judi Dench) that 
g because you failed to save James Bond in the VR 
simulator, and so you are out on your ear. 


Lat prying 


A Bond game, without Bond in it. What could possibly 
go wrong? Never mind, let’s just slap the name GoldenEye!, 
That won’t make people who buy the game, feel cheated at all! 


GOLDENEYE! ROGUE AGENT 


So, you end up working for the real Auric Goldfinger himself, 
and hired to fight the rival villainous faction of Dr No. Also 
aiding you is the villain from, the film “The Man With The 
Golden Gun”, yes Francisco Scaramanga (actually voiced here in 
game by Christopher Lee), who seems to be now the villains’ 
equivalent to Q. This is probably the best part of this game, with 
a criminally underused Oddjob, Pussy Galore, Onatopp and 
even a short appearance of Blofeld showing up in the game as 
well. Lending a little to the fact it’s actually a Bond game. 


This is the only scene at the beginning of the entire game 


: : OK, that’s the plot, but what about the gameplay? Well, this is 
you get to see James Bond, before he dies (well virtually). 


a pretty standard first-person shooter (FPS). You can do some 
| things, such as grab an enemy and use them as a temporary 
human shield. You can duel wield your weaponry and your 
upgraded “Golden Eye” lets you do a few things, like see behind 
objects and what not. But beyond that, this game is doing 
nothing new. 


The worst thing here is the poor level designs. Sure, some 
sections look really nice, but for the most part you will be 
wandering around maze like dull corridors, with no variety to 
the mission objectives or how you approach the game. Many of 
the levels also outstay their welcome, being far too long, and 
becoming a painful chore, instead of fun. You certainly do feel 
this game was rushed out in time for Christmas. 


Mechanically the game is pretty sound, it’s just saddled 
with overly long and dull levels with no real variety. 


) Still, there is a nice few nods at the end of the game to James 
Bond film locations, and helping take over the villainous 
empire. It just would have been more fun to do it all as Bond. 


Only this game, could make going on skyscraper roofs 
in Hong Kong and somehow make it dull to play. 


Some sections of the game do look epic, with some great 411 
As you are an anti-hero, you can grab enemy visual designs. Then it will give you an hour more of dull 
henchman and use them temporarily as a human shield. | | grey corridor shooting, to ensure you aren't enjoying yourself. 
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Some of the maps in multiplayer is fun, particularly the Golden 
Gate Bridge, to give you that “A View To A Kill” vibe, which is a 
nice touch. But beyond that, the actual players and different 
multiplayer modes available, is quite limited. 


In summary, this is one title best to forget really and whilst it’s 
not horrendous, its average-ness, combined with the gall to 
name your game after such a beloved game and film, that it has 
nothing to do with. Is just such a shameful, cynical cash grab. 
A decision, | bet you, which was made by the money suits at EA 
and not the developers themselves. 


LICENCE TO CHEAT 


GameCube Cheats 

Cheat Restore Health And Armour 
While playing pause and input 

R, R, R, L, R, R, L, R. 


Cheat Unlock All GoldenEye Powers 
While playing pause and input 
res elevate eae Ul es 


Full Eye Power 
While playing pause and input 
(Es Tey Ue The (ea Tee ERY, 1s 


All Systems 

All Levels 

To unlock all single player and multi- 
player levels in GoldenEye: Rogue Agent 
enter DOWN, RIGHT, DOWN, RIGHT, UP, 
DOWN, UP, LEFT at the extras menu. 


Unlock All Skins In MP Mode 

At the extras menu, enter 

DOWN, LEFT, UP, LEFT, RIGHT, DOWN, 
LEFT, UP. 


Unlock Paintball Mode 

On the extras menu, enter 
RIGHT, LEFT, RIGHT, LEFT, DOWN, 
DOWN, UP, UP. 


GameCube Cheats 
Get the Golden Gun in Hong Kong 


Xbox Cheats 

Cheat Restore Health And Armour 
While playing pause and input 

R, R, BLACK, WHITE, BLACK, R, L, BLACK 


Cheat Unlock All GoldenEye Powers 
While playing pause and input 
L, L, BLACK, BLACK, R, BLACK, L, WHITE 


Full Eye Power 
While playing pause and input 
L, R, L, WHITE, WHITE, BLACK, R, WHITE 


PS2 Cheats 

Cheat Restore Health And Armour 
While playing pause and input 

RI, Ri, R2, L2, R2, RI, Li, R2 


Cheat Unlock All GoldenEye Powers 
While playing pause and input 
L1, L1, R2, R2, R1, R2, L1, L2 


Full Eye Power 
While playing pause and input 
L1, R1, L1, L2, L2, R2, R1, L2 


First get to the silver case, open it, then kill everyone, but don't go in the hole go back where the 
case was and turn right and crouch. Somewhere there is a grey thing next to some fire -- go through 
it and keep crouching go through the wall, and you should see an enemy's legs. You won't be able 
to kill him, so keep going until you see a boat with a cow. The golden gun is behind the cow. You 
can shoot the cow and it will make noises, but there are no more Easter eggs on this level. 

- Source IGN. 
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WOT THEY SAID... 


oldenEye: Rogue Agent 


GoldenEye: Rogue Agent 


Has EA got the Midas Touch needed to revive a stonkingly classic shooter? 


Words: Andy Irving 


xt 
F YOU'VE EVER seen Jaws 4: The Revenge, 
you'll appreciate our frustration when 
something once so brilliant is reduced to a 
farremoved sequel, riding on the coat tails of 
its pioneering predecessor. Unfortunately, the same 
can be said for GoldenEye: Rogue Agent. It may 
share the same name as Rare's groundbreaking FPS 
that inspired millions to buy an N64, but that's 
where the similarities end (apart from the option to 
reconfigure the cantrols to Classic mode - la N64 
controller - but with the advent of two thumb-sticks, 
why the hell would we want to do that?). 

Bond is also, well, brushed off in the opening 
act by the black sheep of MI6 - you. You're the 
titular Rogue Agent, embraced by Auric Goldfinger 
to help combat the last obstacle in his path to total 
world domination: S.PE.CT.R.E. breakaway Dr No. 

All iconic Bond baddies from the last 40 years 
are present together in one time frame, one of the 
many artistic licences EA has taken. After a stylish 
intro, we're flung headfirst into the action. It's a pity 
the visual spectacle of this opener doesn’t carry its 
slick production into the main game. Levels are a 
bland mix of long, open corridors populated by 
scattered crates and long, open rooms populated 
by, yes, even more randomly scattered crates. 
Occasionally these are substituted for those generic 
computer terminals no bad guy's lair is complete 
without, yet remain uninteresting and repetitive. 

The gameplay isn’t as smooth as we'd have 
liked either. You'd think your Rogue Agent had been 
discharged for a gammy leg (rather than reckless 


conduct), such is his frustratingly slow pace. Turing 
is annoyingly sluggish, particularly with an enemy 
hammering you in the back. Yet, when you do spin 
round to blow them away, they'll mysteriously 
vanish before they've even hit the ground - not the 
best way to create an immersive FPS atmosphere. 

But it’s not all doom and gloom; Rogue Agent 
boasts loads of neat little touches. Enemies, when 
they're not vanishing into thin air, actually display 
some engaging Al, intelligently leaning round 
comers to get a better shot at you. As a result, 
fighting for every inch of every room is a significantly 
enjoyable challenge. Multiplayer, such a staple of 
the original, is again fantastic fun, with up to 16 
players able to duke it out over System Link or up to 
eight over Xbox Live in Showdown, Domination and 
Tug-O-War matches (all variants of Deathmatch and 
Capture the Point multiplayer games). 

Obviously you're able to wield dual weapons 
like the original, and the tools of GoldenEye’s trade 
produce brilliantly varied combos for dealing out 
death. Pepper a bad guy with a sub-machine gun, 
or flush them out with grenades before picking 
them off with the rail gun - it's all superb fun. 
Scaramanga acts as a surrogate Q, equipping our 
Agent with an all-singing and dancing ‘GoldenEye’. 
This features four different upgrades, like the ability 
to see through objects, remote hack computers and 
physically manipulate enemies from distance. 
Combine these with weapons for a multitude of 
entertaining gameplay options, However, because of 
the energy-draining nature of these special abilities, 
their use is disappointingly limited. 

You could say Rogue Agent is a bit like that kid 
at school who, no matter how hard he tried, would 
never truly be cool. Sure, it's unmistakably Bond, 
but that can't mask the fact this isn't much more 
than a lazy shooter. It's not a bad game but, 
considering the brilliant potential, seems to be 
a missed golden opportunity. 128) 


Bonus info 


BLABBERMOUTHS 
Your Al opponents are 
quick to let their 
comrades know 
whenever you switch 
weapons, screaming 
“He's using an assault 
riflel" when you grab 
the AR4 Commando 
gun. Well, if they do 
insist on leaving them 
\ying around... 


4 Two sub-machine guns are always better than one, though this stylish dual-wielding restricts the valuable use of grenades. 


‘A 
WS 
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¢» That's a big gun/tool/Bond-esque innuendo. 


4 ‘GoldenEye’ can magnetically reel in enemies. 


The Summary 


NEVE: ROGUE AGENT THE FACT: 7 


The classic cence squeenes the Bond universe for a its worth = 
every Bond bade from the last 40 years ts hore. 


Agpeot balence of one and twohanded weapons ensures plenty of 
varied gameplay. They aif sound brutally beefy 100, 


‘Your "GoikdenEye’ atvibutes mix up the action signticanry, bet expiee 
afore you cam say “Pussy Galo” 


| The peeviousy pioneering multiplayer retures and shousd be top fun 
‘over Mbox. Uve, Thare’s a haiky single-player campaign to boot 


Fairly generic errvironenents and repestive hater levels cam grate a bit, 
though you'll need to finish it to open up all the mubiplayer modes. 


The Verdict 


//10 


Sit lecoming - Issue 28 & 33, First Look ~ Issue 31 
Live update & Hints ~ Issue 38 
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S¢ DOURLE-C CANENFOLD: SUPERSTAR by PAUL GAKENFOLD SCORES THIS SHOOTER, WITH A GREAT MIX OF AMBIENT INSTRUMENTALS ANO HEAD-POUNDING GUITAR RIFFS WHEN THE ACTION WOTS UF, 


GOLDENEYE! ROGUE AGENT 


You play as the bad guy in this Bond-franchise 


GamePro spinoft, but it still has all the intensity of the 
-Issue 197 movies and games that came before it. 
- Feb 2005 


@eaeE6"" its latest use of the James Bond franchise, EA 

Games is taking a bold chance: The company is making 
you the bad guy. And what a bad guy you are: As a disfigured (having lost 
an eye) and now disgraced 00 agent who didn't make the grade—certainly 
not James Bond—you flip and join the dark side under an organization 


headed by classic baddie Goldfinger. Along the way, you also cross paths 


Z with other Bond-film villains, including Dr. No, Scaramanga (the man 
PROTIP: Don't just run and gun it. Use your GoldenEye powers to see enemies behind with the Golden Gun), and Oddjob. 
walls and objects, stun them, hack objects, and shied yourself. 


Gunning for the Top 
Rogue Agent is a hard-core FPS with a full slate of weapons—pistol, shotgun, sniper rifle, 
grenades, and more—and a wonderful playfield in which to use them. There are bathhouses, 
rooftops, ail sorts of laboratories, and buildings—and all are populated by myriad bad guys. 
You can trade gunfire stealthily—or not, seeing that you = - 
can dual wield—or pop a foe melee style and then use 
him as @ human shield. It's also rewarding to take ad- 
vantage of the selection of machines and other hazards 
that can be used to dispatch your adversaries, such as 
test firing a rocket or dumping a load of molten gold 

3 onto a catwalk 

. The enemy A.|.—dubbed E.\.I.L. for Emotion-based, 


Sip : i fli ing—i “ - 
PROTIP: The MagRall gun ts a great weapon because it can shoot Visceral, Intelligent, and Learning—is well done. The PROTIP: Your health rejuvenates if you don’t 
through cover, but it takes a litite time fx fire. Plan for that when bad guys force you to use stealth and tactical posi- get hit for a while, so take advantage of that 
You pull the trigger. tioning. If you fire near foes, they'll react with increased pcg facing off against a targe ol 
caution and draw their weapons, If their cover is blown away, they'll retreat to better hiding places. This ensures ggg cover nearty. ad 


that the competition in single-player is strong and you don't get the exact same behavior in repeat playthroughs. 
Optical Illusions 

As you play, you'll earn GoldenEye powers, which are special functions Installed in place of your agent's dam- 
aged eye. Push the directional pad in one of four directions and then hit the trigger button to activate the ability 


to see through walls, disrupt an enemy's weapon, or give yourself added shielding. These substantially increase 
the strategy you use throughout the game. 


Bonds Meant To Be Broken 
Perhaps the best feature, though, is online multiplayer—at least for PS2 and Xbox owners. The game's intensity is PROTIP: Okay, so there are some times 
upped by the human competition and the standard selection of gameplay modes (such as deathmatch-style when you should run and gun—ike when 
Showdown, Team Showdown, and Domination). Each of the 20 maps has a designated player count tobe —Yeu’re out of grenades. Look around for 
sure the action stays tight; for those wanting to take on friends on a single console, Rogue Agent also offers Wonpane ani See See eae eee 

7 Ne 9 ) 1 RORMO 155 a couple of Jackels for good firepower, 
split-screen action. - . 

Add to that simpie, intuitive controls, a driving soundtrack courtesy of Paul Oakenfold, and sharp animation for 
the characters, and you end up with a Bond game that does the job. Rogue Agent will leave you shaken and stirred. 
—Manny LaMancha 


iT = Developed by EA LA = Published by EA Games ™549.95 = Available now = Shooting = 4 players; 8 online 


All screens shown here are from the Xbox version. 


such as precision firing and blowing ene- 
mies up with grenades. They help your 
bonuses at the end of the level. 


GRAPHICS 
SOUND 
CONTROL 


GRAPHICS FUN FACTOR 


SOUND le 
CONTROL A Ao, 
PAs GRAPHICS FUN FACTOR 


SOUND ' 
CONTROL i 40, 


PROTIP: Before taking the zip line to the next huilding in Hong Kong, PROTIP: if you have a full pack of grenades and you find one lying 
grab the AR4 (for the closer foes) and the Longbow (for more distant on the floor, find the next batch of baddies and toss one thelr way. 
shots), and snipe some enemies on the other side. ‘You can then pick up the one you found to fill up again. 


J2 GAMEPRO FEB OS 
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Nintendo 
Power 

-Issue 186 
- Dec 2004 
[Interview] 


The guy in the ski mask was last 
in line when they handed out the 
hench-costumes 


Help this 
man cling on 
by passing 
him bullets 

really fast 


Bi ls it a motorbike? Is it a gun? 
Maybe it’s both! (It isn’t both) 


e: 
ent 


Rogue 
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Yes!!! GoldenEye on GameCube! Our dreams have come true. Oh 

no, something’s gone horrendously wrong... abort the mission! 

> EA must have been 
racking their brains to 
think what Bond film to 


base their latest game on. 
Goldfinger — a game about 


a spy quietly poking 
henchmen with his 
gold finger was 
scrapped, 
Moonraker — 
about a gardener 
who tidies up 
leaves on the 
moon was also 
canned. So 
GoldenEye must 
have seemed like a 
real belter. 

And in perhaps the 
greatest example of lateral 
thinking ever, GoldenEye: Rogue 
Agent sees you playing as a bad 
guy who has his eye replaced 
with an ACTUAL golden eye. 
Genius! This is no remake of the 
N64 classic and there’s no Facility 
or PP7 here. It’s a brand-new 
game, with the only similarity 
being the terrible play on words 
with the name. If you're a die- 


88 anus 


hard GoldenEye 007 fan then 
stop reading immediately 
because you're probably already 
puking with rage. If you're still 
curious, then read on 
The story sees the 
rogue agent getting 
the boot from MI6 
for being too 
reckless and 
dangerous. After 
leaving Mi6, 
GoldenEye gets 
an offer he can’t 
refuse from the 
super-villain 
Goldfinger and turns 
his back on the goodies. 
The fight against bad guys 
isn't over though — rival 
megalomaniac Dr. No declares 
war on Goldfinger, so GoldenEye 
must fight for evil against evil. 
Although the plot is 
inexcusably lame, it provides an 
excuse to dispatch plenty of 
similar henchmen with a 
glittering array of weaponry. 
From semi-automatics, to 
shotguns and rackets launchers, 


almost every single conceivable 
gun is here. Dual guns are also 
on offer, using either (im or a, 
for maximum killing sprees. 
What's the deal with only being 
able to carry two weapons 
though? Can't GoldenEye just 
store a few in his pockets? 

Collecting weapons isn’t a 
simple case of running over them 
either. Instead you have to press 
one of the shoulder buttons and 
@ to grab one. In the thick of 
shoot-outs this is a nightmare 
and you might get murdered just 
choosing your gun. We've never 
seen Brosnan fiddling about with 
his semi, so why should 
GoldenEye? On the plus side, the 
dual-weapon system makes for 
some wicked gun combos, like a 
shotgun and a machine gun. 
Have that henchmen! 

It's a good job you've got all 
this heavy artillery because even 
on Normal mode this is tough in 
parts. But there's some help at 
hand in the form of a 
rechargeable shield. Long gone 
are the days of first aid kits, now 


GoldenEye just takes a breather 
and lets his health bar refill. 
Clearly a world away from the 
N64 original and it ruins the 
winning run-and-gun style. 

This only helps promote hit- 
and-run tactics. You dash into a 
room all guns blazing, take out a 
few ill-placed henchmen while 
taking a few shots yourself, then 
dodge back out to recover, ready 
for the next attack. It means the 
action comes in short, frantic 
bursts. The levels promote this 
ed because they're only a series 
of rooms filled with enemies. 
Sadly this becomes incredibly 
repetitive because you're doing it 
ALL the time. There's absolutely 
no change in pace or gameplay. 

The rechargeable health shield 
is symptomatic of the new glitzy 
Bond films and their invisible 
cars and 20,000-volt stun gun- 
mobile phones. The biggest 
example is GoldenEye’s ‘golden 
eye’, acting as a normal eye, x-ray 
device, hacking equipment, 
shield and energy beam. Clearly 
GoldenEye's gone to Specsavers. 


<= 


SLIcm NE whe: ReeceSweE: AcGEEm LL 


Guns are for [oons 


=m When you get bored of gunning down henchmen, why not try killing your enemies 
in more Wave ways? In most levels you can use parts of the environment to squish, 
roast or even freeze your opponents. Youll never look at 4 sauna the same way apain. 


Steamed vegetables are nice, but 
steamed gangsters are just amess 


Hmm, that hip ain't so happy when 


Under that ‘toxic ‘are a load of guns! 
you biast it With dragon fire. Have that! 


green 
bad guys wishing they had gas masks. Hal 


“Ulitimatel and expectedly) 
Agent jacks une quality oF 3 Ae or! imal.” 


& Empty room equals mission of 
Seath accomplished 


Ultimately it’s unclear why EA chose to 
imic GoldenEye OO7. For many Nintendo 
fans itll seer hike a cynical cast-in on one 
Of the best-loved FPS= ever By calling ft 
Goldentye tt evokes nostalgic memories of 
gaming glory But the problem with rose 
Tinted rriemories is nothing can ever live 
up to thern, so Rogue Agent will always be 
Second best. There are okay moments. like 
the dual weapons and frantic snoot-outs. 
but they are few and far between 

it just lacks the quality of tt 


Ultimately it’s secondary to the guns and 
you'll use tt less and les2 It’s basically a 
Zimmick used only to justify the name 
Fiat's disrespectrul 

The eye also makes an appearance in 
the multiplayer games, where, again, 1's 
pretty insignificant. Original Gollentye 
Bor deathmatch was a revelation. It felt 
like nothing wed ever played before. This 

multiplayer lacks that jaw-droppin 

Although there are 20 maps and 
erent modes, including deathmatch 
Snd team domination, tt feels like so many — origie ony we just can 
Sther multiplayer shooters already out reworking of Super Mario & 
there, like Hrnespliteers 2 play as 3 rogue Goornbat 


So, should 
you buy it? 


Your brain fails to register that) 
Dor was one of the best 


Sitting ten EEtekive = white cat aaa 
Eackling to yourself about ruling the world. 


fun, but the action 
increasingly repetitive. 


_LiIFE SPAN 


There are only eight missions, but the 
multiplayer adds a little more value. 


This dirties the great name of Goldentye 
007 by being a repetitive and soulless 
Sxpericnce. Do yourself a favour — dig out 
Your Nea and play the original, rather than 
this train wreck of 2 game. Rob Burrnan 


Thin sino ar mE = 
Heine soged We the Aawe ara tne Eehy 
RRR Soon 


they stuck it on this Scott 
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‘SPECIAL ISSUE: 2005 VIDEOGAME PREVIEW FEATURE 


ELECTRONIC 
VN 


_ guards gush a font 
“of blue sparks when 
perforated by a hail 
of bullets. That’s a. 
Teen rating for ya. 


Electronic 
Gaming 
Monthly 

- Issue 187 
- Jan 2005 
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. GOLDENEYE: | 
ROGUE AGENT 


| know why Electronic Arts decided 
to resurrect the GoldenEye name—that’s 
. easy: great stacks of cash, certainly 
more than enough to bathe in. But 
how can a new GoldenEye, not 
even starring James Bond, 
possibly live up to GoldenEye 
007, the Rare-developed 
Nintendo 64 insta-classic that was one of the 
very best games of its time? Well, obviously it 
can’t, but Rogue Agent does a good enough job 
re-creating the gameplay feel of the original 
that GoldenEye fanboys can now officially 
stop resenting its existence. 

This time you are GoldenEye, a turn- 
coat MI6 agent who's joined up with the 
bad guys (Scaramanga, Goldfinger, etc.), 

who waste so much energy fighting 
amongst themselves it’s a wonder 


Kite ECTRO! INTHLY © www.1UP.com 
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This agent works alone 


they have a spare moment to build weather-con- 
trol machines and laser torture devices. The 
sparse story isn’t even worth recapping—the 
important thing is that there are eight increasingly 
long and difficult missions, and only a whole lot of 
bullets are going to make things right. 

Forget about puzzles. Rogue Agent is all about 
taking on a room packed with enemies, ducking 
from cover to cover, and constantly picking up 
new weaponry (although the amount of ordnance 
you happen upon does get a bit ridiculous—peo- 
ple really shouldn’t leave so many rocket launch- 
ers lying around). The constant running, gunning, 
and weapon juggling really does feel a lot like 
GoldenEye 007...but in trying so hard to capture 
the first game’s aesthetic, Rogue Agent also ends 
up seeming a little dated. It’s just lame when 
knee-high rubble blocks a possible path because 
you, a near-invincible secret agent, don’t even 


have the ability to jump—an even more glaring 
omission in multiplayer. 

Rogue Agent's new GoldenEye powers (see 
sidebar) do add some much-needed depth and 
strategy, however, and your A.I. enemies are 
crafty enough to keep you on your toes; they'll 
wait for you to reload before breaking cover and 
trying to rush you. Even with off- and online mul- 
tiplayer, though, Rogue Agent isn’t quite the killer 
app that GoldenEye 007 was. 


Driving a tank in a videogame is cool— 
except when that tank’s a human character in a 
first-person shooter. Rogue Agent puts you in the 
shoes of the stiffest, least nimble spy in town. In 
single player, it’s tolerable because you can’t be 
Rambo-charging into hostile areas all the time 
anyway. But multiplayer is more frantic and not 
conducive to rigid, robotic movements. Rogue 


THE VERDICTS 
(QUTOF 10) 


DEMIAN 


SHOE 


Publisher: EA Games 
Developer: EA Los Angeles 
Players: PS2 1-2 (3-4 
w/Multitap, 2-8 online), XB 1-4 
(2-8 online), GC 1-4 

ESRB: Teen 
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While you're rewarded for ‘perfect 
shots’ (head hits), the excessive 


innacuracy of some of the weapons 
makes this something of a lottery. 
it also ensures you waste a 
phenomenal amount of bullets 


The dual weapon system alk 
to wield an arsenal that best suits their 
tactics, Larger examples such as the 

r rifles, railgun or rocket 
the use of both hands 


players 


Rogue Agent offers splitscreen 
fourplayer, system link and Live 
multiplayer opportunities. The ace tM 
action is suitably energetic and in uvs’. But EA doesn't d f rse 
addition to levels found in the 
singleplayer game, other locations 


assault and s 
launcher requ 


make an appearance (such as the becat T 1 tT ame ha 

pyramids, Atlantis and a selection beer tructed in calculated In the interest of balance each of your golden eye's combat 
from the Moonraker set). As in P WR os f z o properties (above) runs on a limited energy supply and 

the main game, certain aspects of ’ ’ ‘ : functions for either a handful of seconds or a couple of uses. 
the environment are interactive artment 7 la: e of di The gauge replenishes whenever your eye is not activated 


(eg the trapdoors on the Golden - t y ODF T ts, t 
Gate Bridge map) which throw an 
additional element into the 
otherwise arsenal-fixated mix. > hirstpe t t e ed, wi > lofty sta } 
Play options include limited part } n-game realtime y gamers E 
variations on the deathmatch rd ge 
theme and, while unlikely to save chain : - 
Rogue Agent from mediocrity, Bung f Jy syste S also cle t @ prosthetic o 

they do provide an enjoyable r ssed EA fi ' the y for the game's only real distinct 
diversion to the main game. 


vv n . ‘ Enemies are predictable but remain ruthless - grab one 
ft of them to use as a shield and they'll carry on shooting 


Co 


ting the design to fit within FPS 
parameters results in a Bond game that 
diversity than EA's previous 
Yet Rare has proved the scope 
for a truly captivating 007 FPS exists 
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“The multiplayer maps, weapon selection (some “In a fall season slammed with AAA first-person shooters, 


exclusive to multiplayer!) and character selection Electronic Arts‘ move to release GoldenEye: Rogue Agent 
are excellent. | know it's easy to simply say that only two weeks after Halo 2 and one week after Half-Life 2 
the gameplay experience is a next-gen version of can be seen as either gutsy or stupid -- either that or just 


the Nintendo 64 classic, but it's true. There is no Plain bad luck. One really must wonder. However you dice it, 
more appropriate console for this game than —__EA took a chance with the Bond license, giving gamers the 
GameCube. | almost wish it was a GameCube opportunity to play as an evil agent, an anti-Bond character 
exclusive — then the graphics would have been with all the skills and smarts as the world's most famous 
tweaked to match the console‘s true power. As it is 5ritish spy, but with none of the rules, restrictions or ethics.” 
this is an attractive game, though I'm sure that 


won't be a selling point for any of its buyers. The - 6.5 out of 10 - IGN (Nov —_ 
GoldenEye name and the trust that EA has gained [ Xbox Review] 
with gamers will be the reasons why millions of “Don't be fooled: This isn't the GoldenEye you remember 


you will be adding this game to your _ playing on the Nintendo 64. Rogue Agent is competent at 
ie Ne wm 
Christmas list. best, but mostly it's a subpar first-person shooter that fails 


to stand out in any way.” 
- 8 out of 10 - GameZone (Dec 2004) 


[Game Cube Review] - 6.3 out of 10 - GameSpot (Nov 2004) 
[GameCube Review] 


“in the end, GoldenEye is more ofa “When | first heard of another GoldenEye game, nostalgic 
disappointment, than it is a bad game. It's flashes came into my head of the disfigured N64 controller, 


entertaining, but there was so much to work with Big Head cheats, and...oh yeah...one of the greatest 
here that the end result is unfulfilling. This is one of videogames ever developed!!! But here | am, holding a copy 
the cases where a developer like Rare or Bungie of GoldenEye: Rogue Agent and | don’t want to continue 
would have delayed the game for a year or two, playing it. To be honest, EA Games messed up on what Rare 
just so they could make the game that the fans perfected and everything from storyline 
expect. Unfortunately, EA tends to rush products to gameplay reeks of mediocrity.” 
out the door for the holiday season, often 

sacrificing quality along the way, and - 6 out of 10 - GameZone (Dec 2004) 

Rogue Agent is the latest victim.” [ Game Cube Review] 

- 7.5 out of 10 - PSX Extreme “In short, we're cataclysmically disappointed that Rogue 


(Jan 2005) Agent even exists. Just when it seemed like EA had pulled its 

[PS2 Review] socks up and become a real unstoppable force with games to 

match its resources we get this - perhaps the most cynical 

“| like EA’s approach of putting players into the and cobbled-together excuse for a key release we've ever 


shoes of a loose cannon, but the game just lacks seen. This isn't just a waste of a licence but an insult to 
that Bond chemistry that we’ve come to expect. anyone who wished for a true sequel to GoldenEye. We'd 

Much like Timothy Dalton as James Bond, Rogue have great trouble recommending this to anyone with even 
Agent doesn’t fit well into this half a brain. Even if the other half was gold.” 


secret agent’s universe.” 
- 3 out of 10- Game™ 


- 6.75 out of 10 - Game Informer (Dec 2004) 
(Jan 2005) [Xbox Review] 
[All Systems Review] 
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NP MADE GOLDENEYE PRODUCER CHRIS PLUMMER TALK 


Electronic Arts sent shockwaves 
through the gaming world earlier 
this year when it announced that it 
was benching James Bond in what 
many had assumed was a direct 
sequel to GoldenEye 007, the N64 
classic. GoldenEye’s new subtitle— 
Rogue Agent—revealed EA's sinister 
intentions for a game that had a 
black-sheep relation to the original 
FPS: gamers would fill the role of a fallen agent 
making his career in the world of Bond 
supervillains. After dropping the bomb, EA was 
incredibly tight-lipped about the title. But as 
the Noweniber launch date of GoldenEye: 
Rogue Agent nears, we've pried loose more than 
a few details from Chris Plummer, senior 
producer at EA’s Los Angeles studio—and 
found that many more nefarious plans are in 
the works. 


Nintendo Power: What qualities does it take to 
become a Bond villain? 

Chris Plummer: James Bond villains are a lot like 
the villains in superhero fiction, but set in a more 
realistic and familiar world. They’re unique 
because they’re glamorous; surrounded by beauti- 
ful women and living a royal lifestyle, rich beyond 
many nations and guarded by private armies and 
loyal henchmen who are both infamous and leg- 
endary. But they’re brilliant, sophisticated and 
cunning—out to rule the world or dominate their 
obsessions at all cost. Bond villains have such 
incredible power and resources at their disposal 
that only a figure of superheroic proportions can 
deal with them. That’s why there’s 007. He’s there 
because the Bond universe is full of powerful 
supervillains and only someone of his caliber can 
take them on. That now includes our protagonist, 
GoldenEye, the MI6 outcast who uses his license 
to kill for the other side. 


NP:Who's your favorite Bond villain? 

CP: It’s hard to pick just one, but one of my 
favorite classic Bond villains is Auric Goldfinger, 
because he had such a brilliant criminal mind to 
conceive of Operation Grand Slam. When | first 
saw Goldfinger on film, | thought he was this 
greedy guy who was out to steal the gold from 
Fort Knox. But then you realize he was a lot 
smarter than that, and his real plot to irradiate 
the US gold depository with a nuke would pretty 
much give him a monopoly on this strategic glob- 
al commodity—a far more sophisticated plan 
than robbing a US bank. I also liked the fact that 
Goldfinger could still have a good time and kick 
back by the pool—he lived a balanced life. And his 
chief henchman is one of the all-time classics: 
Oddjob, with his steel-brimmed hat. And how can 
you not love a guy whose personal pilot is none 
other than Pussy Galore! | guess all of that influ- 
enced our decision to make Goldfinger one of the 
principal characters in GoldenEye: Rogue Agent. 


NP: Bond villains are famous for putting the agent 
in an inescapable situation, then leaving, only to 
have 007 escape. How were you able to get 
around that loophole? 

CP: Since the game isn’t about 007, this and other 
Bond-specific character constraints were easy to 
circumvent. No Bond. No rules. No mercy. And if 
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“No Bond. No rules. No mercy. 
And if you catch someone in a deathtrap 
in Rogue Agent, they will die.” 


— Chris Plummer, Electronic Arts 


you catch someone in a deathtrap in Rogue 
Agent, they will die. 


NP:The original GoldenEye was a signature game 
for the N64. What features from that game fit 
into the new one? 

CP: Multiplayer is a big part of our game, as it was 
with the original classic. We have a lot of maps, 
modes and unlocks that fans of the original will 
appreciate. Dual weapons is another feature from 
the original that we adopted early on and 
took it to the next level with independent 
triggers and the ability to mix and match 
a wide variety of dual-wield weapons for 
tons of depth. It’s such a natural evolution 
on a classic FPS mechanic that | believe 
other FPS games will feel compelled to 
emulate it from this point on. Speaking of 
setting standards, | always thought it was 
really innovative to be able to pull off 
headshots in the original GoldenEye 007, 
and from that point on, all shooters had 
to emulate that.We took that idea a step 
further by rewarding players who play 
with skill. So knockouts and melee throws 
and deathtraps and other stylish means 
of eliminating enemies [are] rewarded to 
reinforce the idea of playing like a rogue agent.At 
the end of the day, we think we have a really 
addictive and replayable shooter on our hands 
that pulls you deep into the Bond universe. That’s 
probably the strongest connection any game can 
have with that original console shooter classic. 


NP: GoldenEye: Rogue Agent uses the E.V.I.L. Al 
engine. What do the letters stand for? 


CP: E stands for emotion-based. The 
Al behaviors are motivated by human 
emotions simulated in real time, 
rather than scripting. That can lead to 
very believable yet unpredictable 
behavior. Each Al has independently 
driven emotions that are influenced 
by what the player is doing, so no two 
battles will ever unfold exactly the 
same way. 

V stands for visceral because we 
wanted the cinematic moments to be delivered 
via the Al rather than through scripted sequences 
that always happen at a predictable moment. In 
most shooters, when something cool happens, it 
always happens at exactly the same place and 
time every time you play. But in Rogue Agent, if 
an enemy commander grabs one of his own as a 
human shield, that won’t be scripted; it will 
emerge from the Al because you were intimidat- 
ing the hell out of that commander (probably by 


playing like a villain), and so he lost his cool and 
took extreme measures. You'll call up your friend 
to tell him what happened, and he’ll have a differ- 
ent story about the same encounter. This is one of 
the huge benefits of our Al system. 

| stands for what all Als need, which is intelli- 
gence. For the style of play in Rogue Agent, it was 
important for the Als to be intelligent about their 
surroundings. Using cover is an important part of 


nintendo.com 


421 


GOLDENEYE! ROGUE AGENT 


422 


our gameplay, and the Als are very smart about 
using it, especially the higher-level guys. They’re 
also capable of using machine traps and other 
environmental hazards against the player. Most 
importantly, they do all of these smart things 
without cheating. Just turn on your GoldenEye’s 
MRI vision and sneak up on a guy after he loses 
sight of you—you’ll see they don’t cheat. They're 
just really intelligent. 

Finally, the L is for learning. The Als learn and 
respond to changes in their environment and sit- 
uation. If there’s a commander in the area, the Als 
will benefit from more-advanced group behav- 
iors. If you blow away a chunk of cover, the Als 


learn that and won’t try to take cover there any- 
more. And the player will learn by watching the 
Al. You might not realize there’s a deathtrap in 
the room until the Als use it on you. 


CP: We knew our villain needed a stand-out fea- 
ture to live in the same league as other famous 
Bond villains and henchmen such as Oddjob, with 
his steel-brimmed hat, Jaws, with his metal teeth 
and Dr. No, with his mechanical hand. For our 
character, it is the GoldenEye that is not only your 
most potent tool and weapon, but your namesake 
as well. 

The GoldenEye offers both passive and activat- 
ed benefits. The activated features come in the 
form of upgrades over the course of the game, 
provided by Francisco Scaramanga, the Man with 
the Golden Gun himself. The upgrades consume 
energy when activated, but this energy 
recharges—especially when you’re demonstrating 
the skills of a villain. 

Your first upgrade is MRI vision, which lets you 
see through walls and obstacles. Combine that 
with a rail gun, and your enemies will never know 
what hit them. Next comes the EM hack feature, 
which can tamper with an enemy’s weapon, con- 


trol computers [remotely] and 
hack defensive turrets to turn 
on your enemies. Your third 
upgrade is the magnetic polari- 
ty shield, which deflects incom- 
ing damage and can even be dis- 
charged into your enemy with a 
well-placed melee strike. The 
final GoldenEye upgrade is a 
magnetic induction field that 
can grab enemies off the 
ground and throw them great 
distances—off buildings, out 
windows, into other enemies or 
toward the player so he can 
grab the victim’s weapon. 


CP: Pretty much everything is different when 
you’re making a first-person game. The funda- 
mental game mechanics are different, as are the 
technologies used to develop the game. This 
entire team is made up of seasoned first-person- 
shooter pros. We built the LA studio around an 
expertise in the first-person-shooter category 
and augmented that 
expertise with all-stars 
from around the indus- 
try and the EA world to 
make the game. 


CP: We hired legendary 
production designer Sir 
Ken Adam to do for 
Rogue Agent what he 
did for the Bond uni- 
verse in film. Ken was 
the visual architect for 
the looks of the Bond 
films, starting with Dr. No, Goldfinger, and 
Thunderball all the way to You Only Live Twice and 
Moonraker. His timeless vision for the Bond uni- 
verse touches many aspects of Rogue Agent. He 
designed the look for our original locations and 
even reinvented some of his original creations to 
reflect modern sensibilities. Ken is the man. He 
defined the look of the Bond universe in film and 
brought that to our 
game. You can’t get any 
more authentic than 
that. 


CP: These key members 
have been amazing to 
work with and have pro- 
vided the authenticity 
and style of the game we 
were striving for with 


GoldenEye: Rogue Agent. Sir Ken Adam’s, 
costume designer Kym Barrett’s and character 
designer Rene Morel’s contributions have been 
extremely beneficial to the production process 
which helped pave the way for the overall look 
and feel of the game. 

Rene Morel’s models are such powerful, lifelike 
replicas of infamous Bond villains that you actual- 
ly feel as if they are in the flesh. Kym Barrett's sty- 
listic contributions lend the necessary villainous 
flavor to the characters’ look, She designed the 
costumes for the Matrix films and knew the cine- 
matic feel we were looking for. Sir Ken Adam had 
a tremendous amount of input on the overall look 
of our game. We went through a process of edu- 
cation where our team and Ken learned from 
each other. Ken learned about our game and our 
technology and how to get a great performance 
from our Al characters, and our team learned a 
lot more about the Bond legacy and what's 
important about Ken’s trademark style of design. 
He is one of the most important reasons why our 
game looks incredibly consistent with the Bond 
universe. We wanted to ensure that Rogue Agent 
reflected his timeless vision for the Bond uni- 
verse, and | think it worked out beautifully. 


CP: That’s a tough call. It’s a lot of fun to be a bad 
guy, especially a Bond villain. GoldenEye is no 
street thug; this is a guy who lives in a volcano lair 
and rides to work in a $50 million helicopter pilot- 
ed by Pussy Galore. What else is there? | want to 
be that guy. 
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. x THE JAMES BOND 
ot ia hal 5 ‘ees ASTON MARTIN DBS 


261 James Bond's Aston Martin 

A fabulous working model of James Bond's 

famous Aston Martin 0.8.5. Sealed secret 

instructions supplied with the car tell you how 

to operate the hidden machine guns, the over- 

riders, the rear bullet-proof screen and the 

remote-controfied ejector seat. 

In addition to these special features, the mode! 

és fitted with detailed interior with James Bond 

at the wheel. two passenger figures, spoked 

wheels and suspension 3% inches 97 mm 

Also available 

1497 2 Spare Bandits and 007 Identity 

Flash 
EXCLUSIVE TO ALL 
CORGI 007 ASTON fren 7 
MARTIN OWNERS! |8- AARC) Wirncreen 
An 007 Secret Agent | Low mecptyns vere 

‘oy of the Year 
Identity Flash to fix rr) and ‘Best Boys Toy’ 
a 
lace coat lapel! or E for 1965. ©) Glidrose Productions 
& Eon Productions Ltd. 1965 


z a “FROM THE = fl 
In the mid 60’s the Goldfinger Aston : JAMES BOND FILM | 


A “@QLDFINGER” 
Martin DB5 was the best way, to : 
recreate those Bond adventures. 


Note the call retractable rear shield 
and ability to protrude the machine 
guns and ramming gadgets. Not to 

mention the cool ejector seat. 
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The second screen shows icons and hacking 
sections of the game. 
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Having the honour of being the first FPS on the 
DS. | guess from a technical standpoint its quite 
impressive. Unfortunately, this is a pale imitation 
of what was already a bad game. Somehow 
sucking all the joy from the few bits that made 
the bigger console release a little fun. 


Armed with a dull, repetitive music (no James 
Bond themes here of course), terrible sound 
effects, bad Al and abysmal level design. This was 


fa chore beginning to end to play through if | am 


honest. 


Like its big brother version on the consoles, this 
all just feels as cynical cash-in, rushed hatchet job 
that deserves to be forgotten today. It is 
frustrating as well, because mechanically the core 
engine is pretty good, and so with a bit more 
time, care and love, this could have easily been a 
much more impressive game. 


Say something nice... erm, well the DS being what 
it is, means death matches are a lot more 
accessible to do, so you might have a little fun 
there. 


The enemies helpfully just stand there, waiting for 
you to battle the controls to take them out. 
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Overall, this is a bit of a dire game. What makes it worse, is that 
EA had the gall to throw in the name “GoldenEye”, just to boost 
sales and essentially trick people to buy on the nostalgic name 
recognition. Thinking they were going to get the game of their 
fond childhood memories. That alone would be unforgivable, 
but then, for EA to release a game that isn’t very good is even 
worse. In summary, unless you are a James Bond 
completitionist, keep away from this game 
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LICENCE TO CHEAT 


Start with Golden Gun 


Infinite Grenades 


620c2b54 00000000 620c2b54 00000000 
Action Replay b20c2b54 00000000 b20c2b54 00000000 
1000015c 00000002 100001c8 000003e7 
Infinite Health 10000160 000003e7 d2000000 00000000 
620c2b54 00000000 —aqqq000 oo000000 
b20c2b54 00000000 mentecalden Cun 
10000128 00001388 Infinite Machine Gun 620c2b54 00000000 
d2000000 00000000 = ¢99¢2b54 00000000 b20c2b54 00000000 
b20c2b54 00000000 10000198 000003e7 
Infinite Armour 100001ac 000003e7 d2000000 00000000 
620c2b54 00000000 —4aqqq000 oo000000 
EEE 6s b20c2b54 00000000 Extra Ammo (All Weapons) 

fee §=1000012c 00000200 Infinite Sniper Ammo 620c2b54 00000000 
d2000000 00000000 = ¢99¢2b54 00000000 b20c2b54 00000000 
b20c2b54 00000000 10000160 000003e7 
Infinite RMI Vision —_499901a0 000003e7 10000188 000003e7 
620c2b54 00000000 ~—_ 2900000 00000000 d2000000 00000000 

b20c2b54 00000000 

100001de 000002ae 

d2000000 00000000 

WOT THEY SAID... 


“GoldenEye: Rogue Agent may be the debut first-person 
shooter for the Nintendo DS, but its generally uninspired 
levels and weak control make it tough to recommend to 
shooter fans. If you're absolutely dying to play a shooter on 
the DS, and Metroid isn't coming out fast enough to satiate 
you, you might want to pick this up. But for the most part, 
you're better off waiting for something else to come along.” 


“GoldenEye: Rogue Agent has the luxury of 
being the first FPS title on the Nintendo DS, but 
it's clear that sacrifices to the game's 
production were made to get it there. On the 
surface it's a good, fun, action shooter, but the 
game lacks an extra layer or two of polish to 
tighten up the production. It's better than most, 
if not all of the first-person shooters on the 
Game Boy Advance due to the better 
technology and touch-screen control, but with 
the added capabilities comes higher standards. 
And it's pretty clear that, as fun as the game is, 


- 6.3 out of 10 - GameSpot (June 2005) 


“Looking at only the numbers, GoldenEye: Rogue Agent for 
the DS is not much better than last year's unimpressive 
console games. However, the smooth control, portability, 
Rogue Agent needed a bit more time in and uniqueness of the experience -- this is the only FPS for 
development to really shine on the Nintendo the DS at the moment -- help differentiate it enough that 
DS.” — some folks might enjoy it. Consider it the FPS equivalent of 

Sega's obnoxious launch title, Feel the Magic: It's a passable 
novelty for the moment, but later and greater FPS games 
will undoubtedly force Rogue Agent into the bargain bins.” 


- 6.5 out of 10 - IGN (June 2005) 


426 - 3 out of 5 - GameSpy (June 2005) 
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“In short, Goldeneye demonstrates 
that FPS games can be done on the 
DS, but the real question is if they 
should.” 


- 6.75 out of 10 - Game 
Informer Magazine 
(Aug 2005) 


“GoldenEye for DS is nothing like the early N64 
game. The enemies don’t possess adaptive Al, there 
are no useful gadgets to tinker with, and the 
interactive aspects, such as the character’s 
enhanced eye, traps, and mission objectives, seem 
thrown together instead of being carefully 


integrated into the game. Sirip away these 


elements and you have a basic first-person shooter 
that doesn’t do anything noteworthy. That may not 
be a bad thing if you have a shoot first, think later 
mentality, but it’s disappointing that to get the 
most enjoyment out of Rogue Agent, you have to 
“bond” with others.” 


-Z out of 5 
- G4 TV: X-Play 
(Mar 2006) 


“Even with all the control scheme options and 
weapons, EA has published an incompetent shooter 
that borrows heavily from the home console 
versions, while eliminating anything that made that 
version fun (and that version wasn't very fun). It's 
ugly, it sounds bad, and it offers nothing worth 
noting as far as gameplay is concerned. It's fine for 
a few laughs between friends as an overnight 
rental, but certainly not worth purchasing.” 


- 3 out of 10 
- DigitalPress.com 
(Sept 2005) 


“In conclusion, a decent multiplayer mode doesn't 
save a broken game. Goldeneye: Rogue Agent on 
the Nintendo DS is the first shooter on the console, 
and if they're all going to feel and play like this, I'd 
like it to be the last. Unless you're a real sucker (like 
some sort of Ultra Dum-Dum sucker) for wireless 
multiplayer shooting, you're not 

missing anything in this game.” 


- 4.7 out of 10 
- Game Freaks 365 (2005) 
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With Metroid 
Prime Hunters stil! 
a few months out, 
DS owners may be 
tempted to turn to 
GoldenEye: Rogue 
Agent to satisfy their first-per- 
son-shooter cravings. Rogue 
Agent is a re-creation of the GCN 
title, and uses the same story 
and similar level structure. 
Some of the unique gameplay 
elements of the GCN GoldenEye 
are in the DS version, including 
the main character’s vision abili- 
ties and the option to use ene- 
mies as shields. These elements 
do not, however, play a very big 
arole in the gameplay. Basically, 
you're left with a run-of-the mill 
first-person shooter. And though 
no standard has yet been set for 
a full-length DS FPS, GoldenEye 
misses the mark on many levels. 
First off, the game is just too 
short. Clearly a lot of effort has 
gone in to the expansive multi- 
player mode (including seven- 
player single-card download 
play), but it’s no excuse for the 
length of the single-player cam- 
paign, which can be completed 
in less than five hours. The game 
also has some problems with hit 


detection and enemy Al, both of 
which are killers to an FPS. But 
GoldenEye’s most apparent fault 
is its lack of creativity. The levels 
couldn’t be more linear, and 
every scenario is repeated 
throughout, leaving no memo- 
rable moments for gamers to 
chew on. For instance, every 
time you unlock a door, you’re 
thrown into a game of Simon 
(not a game /ike Simon—it liter- 
ally is Simon) in which you have 
to memorize a sequence ona 
four-color pad and repeat it 
using the touch screen. You're 
forced to play the minigame 
over and over, and with the 
exception of adding one or two 
steps to the sequence, it never 
changes. Even the game’s final 
task on the last level requires 
completing the same minigame. 
You'd think an evil genius would 
protect his most powerful 
weapon with something a little 
more complicated than a quick 
Simon session. 

For all its faults, though, 
GoldenEye does give us a 
glimpse of the DS’s wondrous 
capabilities. The graphics are 
amazing, the load times are fair- 
ly fast and the character control 
is solid. EA offers four control 
schemes (strangely enough, the 
default option is the most awk- 
ward), and lets you dramatically 
adjust the sensitivity of the sty- 
lus. With a little more depth and 
developer love, this could have 
been a top DS title. —Anoy M. 
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Nintendo 
Official 
Miagazine (UK) 
-Issue 56 

- Aug 2005 


Listen closely, past the “‘beep 

boop beep” soundtrack and 

the constantly repeating 
sample of a guy screaming ““H 
and you can almost hear the secret 
message that GoldenEye: Rogue 
Agent for the DS is trying to tell 
you. You can almost smell the 
fashionable cologne, coffee and 
sweaty old men in some Electronic 
Arts executive meeting, high-fiving 
each other in their executive suite, 
talking about their latest sports car 
and sports franchise acquisitions. 
With the right kind of ear, you may 
even be able to hear their dialogue. 


” 


“Gold. Golden. Golden Dude. Hm, 


no. Golden Guy? Golden...Eye?” 
SsG6 i rectcs 


“Sure, sure, like the James 
Bond movie! That’s good! Oh, but 
someone already made that game.” 

“Weah, but we own them. Wwe oun 
everybody.” 

And then they laughed and 
laughed and gave each other raises, 
for they knew this was true, and that 
is how: Goldenfye: Roque Agent was 
born. Probably. VWWe don’t know for 
certain because we wreren’t there. 
VVe'll be honest: we made it all up. 

Despite its name, this game has 
surprisingly little in common with 
Goldentye, the movie, and ewen 
less to do with the spectacular N64 

ame ofthe same name. Indeed, 
the only connection here is that the 
game has tie-ins to James Bond, and 
that it’s a first-person shooter. They 
even fabricated a new character, 
vwvehose only purpose in life is to make 
the game's name make some sort of 
sense. His name is GoldenEye, and 
he has an eye made of gold! This is 


the character you control, in a quest 
to walk around, shoot guys and find 
a briefcase or hack a computer or 
whatever once ina while. 

The game, as mentioned, is an 
FPS. It controls a lot like that Metroid 
Prime: Hunters demo that came 
with your DS. Your character walks 
around and strafes using the D-Pad, 
aims with the touch screen, and fires 
vith the Lor R button. GoldenEye 
can go akimbo and duel-wield his 
guns, if you want him to. However, 
doing so requires working magic 
with your hands by somehow using 
the thumbstrap and having the 
ability to press both Land R (for 
your left and right-hand weapon, 
respectively) and the D-Pad at the 
same time. As soon as you admit 
defeat and start using the stylus pen 
with one weapon at atime, you'll 
And the controls are as smooth and 
responsive as Metroid’, which is a 
very good thing. 


Remember the killer NG4 game? YWeah, 
they’re banking on it. 


Three guys, one shout of ‘Hey’ 
and it’s time to get funky with 
that shotgun, baby 


CFOQOLDPERMNMEYE : Reocswur NAcGsEeTT 


Goldentye: Rogue Agent comes equipped with both single and mult 
multiplayer modes. Single cart mode it a classic deathmatch 
drab environment with a few decent hiding spots and traps. I 


cart 
3 Small-ish, mostly 
Me not much but 


ey, it's something. Multi-cart has some cool modes that include co-op team play 
and a “tug of war’ mode where each side defends their turf by trying to remotely 
push a bomb into their opponent's side. These may or may not be awesome but 
Wwe were only given one copy of the game, so we really couldn't tell you. 


‘Shooting your mates in the head on a 


rainy day has never been more fur 


Better get used to the controls 
fast, because identical clones of the 
Same three guys are hiding behind 
every predictable corner, ready to 
Screden Heyl and start fring at 
you. Kill therm and they'll drop their 
Buns every time, which is mice of 
fier Sometimes they'll drop body 
Brmour too, which has less durability 
depending on how many bullets 
You pumped inte it 5a go for those 
Keadshots! Not only will the armour 
be at full strength, you'll pet bonus 
points at the end of the level. since, 
You know, you really care about 
beints. Dont you? ‘Course ya do. 

Theres a pretty good variety of 
weapons te play with, including, 

S bunch of automatics, semi 
Butomatics, pistols, rocket launchers. 
Snd even some insane laser pistol 
thing that goes “ZAPI" The Golden 
Gun even makes a reappearance 
from the original Goldentye: 

“All In all, Goldentye: Rogue Agent 
isn't a bad game. t= merely devoid 
Sf everything that makes It good.” 
There are no memorable moments, 
the soundtrack is crap, and it's hard 
foempathice with character who's 
been created purely to fool people 
inte thinking, proper 


Nice array of weapons. with 
some that boom, some that zap 
But sit tat kill. Mice 


Ss ~ 
Nice tank top, mate. Now ent leaden 
death before | dance on your grave 


The soundtrack it was ripped 


@ zero if Metroid 
Hunters was out, but it’s not, =o this 
the fret FPS for the DS. 


Pretty casily beaten if you've ever p! 
FPS game Also, like most sho 
y it through again. 


Gy) THE CONTROLS 
SO RENTERS, ARIS 


Cp ecataneares 


HARACTER Files ¥% 


HOLDS Your HAN 
ES eivine You No. 


Eee 


Rogue Agent is the gaming world 
equivalent of a direct-to-video crappy 
sequel. It has nothing to do with the original. 
it’s mostly crap and it assumes you're a 
moron — which you're not. honestly. 


Picture the scene, you are deep in development 
of a game code-named Phoenix Rising, a follow 
Sel on to “Nightfire”, in the third person viewpoint of 
“Everything Or Nothing”. Pierce Brosnan is going 
§ to be your Bond; all is good in the world. Then 


hy 
fy 
j = 
f| = 


4 NINTENDO 
GAMECUBE. 


. — 


PlayStation. Portable 


The game levels are detailed and beautiful to look at 
throughout. 


Customise your Bond with Speed through missions in 
upgradeable gadgets, classic cars, speedboats, 
weapons, and clothing. or a jetpack. 


Starting with terrorists abseiling down Big Ben is a 
centiost villain an etlooe Sa rosin; the nev nn , ’ ; 
qnitiplayer destlmatches. oy recs mse: | fantastic opening, unique to the game. 


\ Contains frequent, 
iNT \ j/ moderate violence. 
_ 


ANN 


Mth 
no WA 


Pile | 


Microsoft eagames.co.uk//bond 


EAEOT4047951S 


The Aston Martin DBS driving sections are welcome and 
look stunning, but car controls aren’t great. 


007: FROM RUSSIA WITH LOVE 


This was the dilemma the EA developers were facing in 2004 
when it was suddenly announced by Eon films, that they were 
going in a new direction, and would have no Bond, for the 
foreseeable future. 


It was a tumultuous time for the Bond license, and EA handled 
the situation in two very different ways, with the games in 
development of the time. We saw in the last couple of reviews 
| how the spin off villain Bond idea went in “GoldenEye: Rogue 
Agent”, and here, more successfully they decided to go right the 
! way back to Bonds second film outing, with a young Sean 
Connery bond, actually voiced by an admittedly much older 
Sean Connery the actor, with new dialogue. How they managed 
to get him to reprise his role (given how bitter he was about Eon 
Films) | will never know, but |am glad the managed it somehow. 


The game is clearly using the Everything or Nothing game 

engine here (no bad thing) but having Sean Connery and being 

| set in the 60’s makes this a blast. | do find it very strange of all 

| the Sean Connery Bond films to choose, they went for this less 

wee action-centric film. Still, it deviates enough from the script to 
keep things explosive and engaging. 


) 


Ws only the Russians. Theysfollow us, we follow 
them. |t's sort of pL torstoncing we have. 


007: FROM RUSSIA WITH LOVE 


Perhaps you think training beneath you, 007, but 
I'm_ afraid its the only way to proceed. 


rd 


Being able wander around the MI6é offices, seeing 
Q branch, M and Miss Moneypenny is a Bonds 


fan dream. 


The Jet Pack sections in the game are loads of fun, 
the recreation of the device is great as well. 


Fe, 


7 ———eeEE 


Even though | prefer first person, the third person 
lets you see far more Bond and his mannerisms. 


The gypsy level has you sniping the enemy as you 
protect them. It’s a very satisfying level. 
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The game starts in London and the Houses of Parliament, with 
people abseiling down Big Ben, to capture the Prime Ministers 
daughter. It’s a fantastic opening level, and immediately shows 
they are not afraid to deviate from the original script. 


Subsequent levels, take you in the iconic Aston Martin DBS, 
shooting sections using a jet pack and on rails boat shooting 
sections, alongside the on foot third person sections. Real care 
here has been made on the art design, ensuring it always feels 
authentic to the 60’s era on which its set. It’s a pure pleasure 
seeing old computer tech and the 60’s decor in the lavish places 
you visit. 


Also of note is the character model of young Sean Connery. He 
is brilliantly captured, from every smirk or look here, making 
you feel like you are playing Sean Connery Bond perfectly. It is 
also amazing that it’s voiced by the man himself. This however 
does feel a little jarring unfortunately, with Sean Connery of 
course being older and not giving his all on his line delivery. Still 
considering the alternatives of a sound-a-like or re-purposing 
old audio clips, this is by far the best option. 


Talking of sound, the music here is really well done, with great 
renditions of all the tunes and perfectly capturing the vibe, 
setting and mood of the game. 


The game does feel rushed in places, with the car sections, 
whilst looking beautiful, don’t control that well, and are clearly 
missing the extra time spent on other Bond games, such as 
“Everything or Nothing”. Still, they look gorgeous, with 
exquisite designs, that often you want to stop the action, just 
to admire the beautiful eye candy. 


Z 


Bond also gets to go by boat, for more shooty, shooty! Action. Like with 
“Everything or Nothing” | like the variety this gives to the game. 


0073 FROM RUSSIA WITH LOVE 


There is so much Bond fan, love and care here. Being able to 
wander around the 60’s MI6 headquarters, and flirt with 
Moneypenny, briefed by M and exploring his office, Or even go 
to Q branch and chat to Q and wander around the lab, is a Bond 
fans dream. Also nice are the little touches, such as collecting 
different Bond outfits and choosing them to change your outfit 
as you see fit. Sure, there is a few other missed opportunities, 
such as not being able to fight the assassin on the train, 
passively having to watch the fight. Xbox is again the best 
version, with GameCube a close second. But given the 
accessibility of the Wii console and the robustness of the 
Dolphin emulator, | would again suggest the GameCube version 
today, if you don’t have an Xbox. 


Overall, if you didn’t like the “Everything or Nothing” game, 
then this won’t convert you, being the weaker title. But if you 
loved that and are looking for more, then this delivers. It’s fun, 
it’s cool, it’s the Sixties baby! Part of me wishes this game was 
more of a financial success for EA, as | would have loved to have 


sadly it was never to be. 
munching blast, fun but flawed, yet definitely worth your time. 


=> i = 
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WOT THEY SAID... 


James Bond 007: 
From Russia with Love 


2 Any moviephile will tell you that 
§ James Bond has changed a lot. Pref- 
erences range from the suave an- 
drogyny of Roger Moore to Pierce 
Brosnan’‘s squinting smoothie, but 
for some, none can match the self- 
assured Sean Connery original. 


Taking a sharp turn away from the self-conscious 
modernity of the last few Bond games, From 
Russia with Love re-creates the rich, earthy in- 
trigue of one of the most fun films in the series. 
The Cold War is in full swing, the Soviets possess 
an encryption machine known as a Lektor, and 
Bond must recover it. Some minor liberties are 
taken with the plot as you might expect, but the 
heart and soul are there, and the game does an 
admirable job of putting you in Bond’s shoes. 
The notion of “Bond focus,” which lets you use 
the spy’s trademark ingenuity to dispatch ter- 
rorists in creative ways, is a wonderful boon: 
shoot the rocket supply hanging on a thug’s 
back or the armor that hangs on his buddy. It 
sounds simple, but this mechanic, along with 
signature gadgets like the Q-Copter and sonic 
cufflinks, and the variety of mission styles, 


keeps the game 
from degenerat- 
ing into a generic shooting gallery. 
On the other hand, each level's 
touted “Bond moment” is usually 
decidedly underwhelming: Swing- 

ing through a window into an Oc- 

topus goon, or blowing up a car, seems a bit 
pedestrian after the frenetic gun battles. 


Though every level strives to capture the spirit 
of the film’s classic lush art direction—from the 
game’s opening sequence in and above Lon- 
don, to disarming bombs in the grand halls of 
Station T in Istanbul—there are too many plain 
vanilla textures for the visual presentation to 
reach stellar heights. The frame rate occasion- 
ally drops, sometimes inexplicably, but the char- 
acters all look pretty good, and the explosions 
are convincing. 

Your ears are in for the bigger treat as the 
splashy film score is right on the money, even 
as it morphs and adjusts on the fly to onscreen 
action, and the sound effects maintain a subtly 
campy feel while still packing a punch. Strangely, 
the only real aural flaw lies in Connery’s vocals. 
While his presence lends a weight and authen- 
ticity that might otherwise be absent, he also 
sounds his age much of the time, which can 


be jarring emitting from his decades younger 
onscreen counterpart. 

There are predictable missteps—the driving 
sequences are awkward and twitchy, and the 
camera doesn’t always behave itself—but on 
the whole, From Russia with Love is a convinc- 
ing and enjoyable ride on the 1960s Bond roller 
coaster.—Ouroboros 


Shooting the grenade off of a 
soldier's belt to blow up a group of baddies 


GRAPHICS....... 4, FUN FACTOR 
SOUND weed 
CONTROL. .......4. 4 04 


GRAPHICS... FUN FACTOR 
SOUND . 


CONTROL... 


GRAPHICS... 
SOUND 
CONTROL. . 


Developer and publisher: EAGames $49.99 
Availablenow mAction m4 players mESRB:T 
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take to destroy a helicopter? 

In the films, one. Rockets 
explode. They ruin whatever they 
hit. We emptied every one we had 
into a helicopter and it was still in 
the air. Then it shot us. We died. 

According to this game, a 
shotgun is almost as effective as a 
direct rocket impact. But the 
shotgun reloads quicker, so we 
used it to take the chopper down 
The ridiculous invincibility 

continues in the driving levels. You 
shoot a rocket at a car chasing you. 
It keeps driving. We can accept 
that. But the guy with his head 
sticking out of the sunroof is totally 
unharmed. His hair isn’t even 
singed and he continues to shoot 
at you. Where's the love in that? 


> How many ROCKETS does it 


82 


& With the new targeting system, you can aim 
for the head, legs or the crown jewels 


Review First. Official. Best. 


Russia really should stick to block-moving games. 


The handling of your car is even 
more ridiculous. It’s about as 
realistic as the Smurfs. In the films, 
people are diving out of the way, 
and the pavements are littered 
with fruit and veg stalls and bags 
of litter. There's not a soul to be 
seen in the game. It totally fails to 
recreate the carnage of the urban 
chase scenes in the Bond films. 

It’s a relief you'll be spending 
little time driving. Most of the 
game is on foot in a third-person 
view. A decent lock-on system 
means you take cover and duck out 
to shoot targets. 


& Why not just shoot him? 


But target selection can be 
awkward. Sometimes you lock on 
to the wrong enemy. In theory, you 
flick the C-Stick to select targets, 
but sometimes it will refuse to 
comply. We can confirm that 
kicking the ‘Cube doesn't help. 

On the plus side, there's a new 
targeting feature that allows you 
to aim at a specific part of a target. 
This means you can shoot for the 
head or other sweet spots, like the 
grenades on their belts, to make 
them explode. Unlike the guys in 
the driving sections, these guys are 
actually susceptible to explosions 


GRAPHICS 


Interiors and characters are detailed, but 
outdoors and driving stages look awful. 


Bond films are about action, and 
EA has clearly gone all-out to pack 
this game full of it. EA's even gone 
to the extent of strapping Bond to 
a jetpack and letting him fly 
through the air, firing missiles. But 
big explosions, fancy gadgets and 
shiny visuals do not make us blind 
to the fact that FRWL seriously 
lacks attention to detail, preventing 
its world from being at all 
believable. You're totally aware the 
whole time that this is just a fake 
video game. If you want to feel like 
you really ARE Bond, then you need 
to get your N64 out. 


Bond music is awesome, no matter what 
game it’s in. And the guns sound good, too. 


AMEPLAY 


The on-foot sections are average, but the 
driving levels are a gaming wreck. 


Average single-player mode and the usual 
multiplayer, which you won't bother with. 


f Iti has the ’ 
| 9ecdgets but the Feeling | 


oF realism is absent | 
What did you expect? A 
GoloenEye-beater? HA. 
This i5 88S average as 
they come 


007) FROM RUSSIA WITH LOVE 
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~ Yes, that really is a helicopter 
inside a building. Exciting! 


James Bond 007: 


From Russia With Love 


James Bond 007: From Russia With Love 


Not so much sent with Love as with a second-class Ukranian stamp 


Words: Ben Lawrence 
XE ) X BE 


N THE 25th of August, Sean Connery tured 
the ripe old age of 75. That's 15 years of free 
bus passes. Yet somehow, EA managed to 
entice the old bugger out of retirement (free 
biscuits, perhaps?), and sat him in a recording 
booth to regurgitate line after line of hackneyed 
Bond quips for the first venture into old-school 
007 titles. Remember when the Bond movies were 
solid, well-crafted plot-driven beasts? No? It seers 
EA hasn't either, because From Russia With Love 
the game is as far removed from ‘serious' Bond as 
Roger Moore in his clown disguise. 

Taking the main plot points of the film, then 
surrounding them with explosions, pointless car 
chases, clichés, and, for some inexplicable reason, 
Natasha Bedingfield, renders this little more than a 
poor copy of Everything or Nothing (Issue 27, 8.4). 


aaa 


* Play as pointy-shoed villain Rosa Klebb! 


But this isn't a Bond purist grumbling here, oh no. 
This is someone who likes videogames. 

Any notion of free thought in From Russia 
With Love is entirely absent: you can only walk 
where it takes you, and only open the doors when 
it says you can. Forget such new-fangled concepts 
as ‘free-roaming’ - you're strapped into the game 
and the big EA spoon starts shoving the ‘fun' down 
your throat. You can pretty much only shoot where 
the game wants you to as well - the aiming is so 
appalling that the only way to progress is to wait 
for the bad guys to make their scripted entrance. 
Then the amazing ‘Bond Targeting’ system kicks in, 
where you press a button to automatically lock on 
to the nearest enemy, then press another button to 
make them die. The obligatory driving sections, 
also copied from Everything or Nothing, are utterly 
lame as well, and mainly involve hitting the right 
buttons at the right time to blow up an enemy or 
shred his wheels. We have heard of mythical 
games where you can choose between manual or 
automatic gears, but EA doesn't seem to have. 

From Russia With Love occasionally strays 
from the path-following, game-in-a-tunnel idiocy, 
but it's only to indulge in some life-sappingly dull 
‘stealth’ sections - which, thankfully (and also 
somewhat pointlessly) can just as easily be tackled 
with all guns blazing. The gadgets are mildly 
entertaining, although we don't remember the film 
having remote-controlled video surveillance micro- 
copters packed with explosives. 

EA now owns the rights to the entire Bond 
back catalogue, but of course, a company of its 
reputation and standing wouldn't just use such 
a licence to churn out cookie-cutter games with 
slightly different graphics for £40 a pop. Would it? 
So take a chance, stop with this utterly average 
scripted nonsense and dare to be different, EA. 
You owe it to the nation. England expects... BA 


Bonus info 


JET PACKING 

Although the jet pack 
features heavily in the 
game, in the Bond 
movies it only makes 
its debut two films later 
in the beginning 
sequence of 
Thunderball, It also 
comes equipped with 
guns, something else 
we don't remember the 
film version having. 


P ree es 


a Usea machine gun to blow up a tank. : 


4» Bond defends Big Ben from Russian attack! 
; @ 


> It may look good but it drives like a stinker. 


The Summary ~ 


FROM RUSSIA WITH LOVE THE FACTS YIU NEE 


W's just Everything or Nothing im 2 Sean Connery suit. Complete with 
driving bits and rappelling dewerwall bits, Yawn, 


While fan, the modern gadgets batray the enginal film, and show 
how little invention share was when it carne to creating the game. 


Not surprisingly it looks good, and the explosions and set pieces, 
segardless of how bello. are impressive to look at. 


Connery’s not so much phoning es his performance es sending it vis 
‘arvier pigeon. He sounds old and ot of place. Mot nice 


2's about as linear and werthilling as being stuck an a broken down 
‘Ving train, Have some courage and da something inventive, EA! 


The Verdict 
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' pus. EA Games dev. EA Redwood Shores Esee T 


From Russia With Love 
is, apparently, Sean Con- 
nery's favorite Bond film, 
which perhaps explains 
why the 75-year-old actor 
chose to lend his vocal 
chops to the game. 


ap $49.99 


OO?: FIZOM USSIA WITH LOME 


PETUPN TO SENDE, WITH INDIFFERENCE 


Yes, it 
really is Sean Connery lending his voice to this 
game, and yes, it does indeed sound weird to 
hear 75-year-old Connery aping 33-year-old 
Sean Connery. His smooth-talking Scottish- 
ness also happens to be the main highlight in 
what is otherwise a mediocre follow-up to the 
excellent 007: Everything or Nothing. 

Like EON, FRWL is a third-person action 
game filled with shooting, car chases, gadgets, 
and women. Unlike EON, which has an origi- 
nal story, FRWL is an adaptation of a Bond 
film—which leads to its inconsistent pacing. 
FRWL is a fine movie that mixes action with 
slower-paced, yet more intriguing, espionage. 
In contrast, the game not only focuses on the 
more actiony bits from the movie (which is 
just fine, mind you) but adds additional action- 
packed areas that don’t feel consistent with 
the rest of the game. The beginning involves 
a jetpack-versus-helicopter duel near Big Ben, 
while the end involves robots, nuclear mis- 
siles, and a jetpack-versus-trapped-fighter-jet 
duel. It almost feels as though two different 
games were jammed together. 

Besides this odd pacing, the rest of the 
game feels easier and more rushed than EON. 
The vehicle chase sequences are neither as 


crazy as EON’s motorcycle chase across the 
Pontchartrain Bridge nor as over-the-top as 
EON's early helicopter chase. Levels are fewer 
in number and physically smaller, plus they're 
very straightforward run-and-shoot affairs 
(nothing here approaches EON's visceral and 
imaginative jump-off-the-cliff level). 

Sure, the production values are a bit better 

in FRWL (| particularly like shooting grenades 
off of the enemies’ belts) and there are some 
decent gameplay tweaks, but the overall game 
is just plain easier and more sedentary feel- 
ing when compared to the previous game. 
It's as though the team used everything it had 
in EON and had only some leftovers to make 
FRWL with. Then again, it’s still pretty cool to 
play as Sean Connery. 


Stars Sean Connery! Decent 
gameplay tweaks and action 

It's “decent” but nowhere near 
as spectacular as the previous Bond game 


SCORE = = 
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EA 


RELEASE DATE OUT NOW 


RUSSIA WITH LOVE 


A Things explode while you drive really, really fast in your 
Aston Martin. Unfortunately, at no time is this exciting. 


here were two reasons 
why we weren't 
expecting much from 
this, the first 007 game 
to feature Sean Connery’s fully 
licenced mug (without the aid of an 
Action Replay code). The first is that 
we're not sure even EA know 
what they want to do with 
the Bond series. One minute 
it's a first-person shooter, 
then it's a third-person 
shooter, then it reverts back 
to first-person, and 
currently we're back in 
third-person again. IF it’s 
going to develop as a series 
of games, it needs to develop 
organically. Flipping between 
perspectives and tossing 


bolted-on driving or flying bits 
every other year it isn’t the way to 
maintain Franchise continuity. You 
only have to look at the way the 
Tiger Woods series has steadily 
improved to see the benefit of 
working to the same template and 
constantly improving it, snipping 
out all the flaws as you go along 
The second reason we weren't 
expecting much is that during our 
first play of it at this year's E3 
show, the very first thing that we 
were presented with was a 
shootout between Bond and an 
enemy across a knee-high pile of 
rubble, the two of them standing 
at arm's length inaccurately firing 
AK47-style weaponry at one 
another. As unconvincing, 


A Another one bites the desk in the bank. 


00°7: FROM RUSSIA WITH LOVE 


Eyebrow-arching Connery sim that's as 
forgettable as its predecessors. 


unexciting, clumsy firefights go, it 
was right up there, But you know 
what? That unappealing section is 
still in the game. 

In terms of peripheral guff that 
has no real impact on the way the 
game plays, From Russia With 
Love is top class. As always, all the 
stops have been pulled out in the 
cutscene, big name actors and 
storyline departments — although 
some of the voice-acting is terrible, 
Connery included. Visually, it's 
quite nice without being 
spectacular, the soundtrack’s 
lovely, there's some neat hidden 
extras, and it feels comfortable to 
control, And we approve of the 
gadgets, especially the Q copter, 
which doubles up as a remote 


007, FROM RUSSIA WITH LOVE 


A Take out vaguely Greek-looking enemies. 


mine. The trouble Is, the heart of 
the game is thinner than Michael 
Jackson’s nose. 

Most noticeable from the off is 
that Connery is slow. He waddles 
‘round, half-joaging from 
explosion to gunfight like he’s 
either a) got something wet and 
heavy in his trouser sult, or b) isn’t 
too perturbed about armies of 
masked gunmen leaping out of 
dark corners and hedgerows. It’s 
an easy game too, even on higher 
difficulty settings, so everything's 
played out at a leisurely, tension- 
free pace. Enemies appear, you 
pop them, you amble to the next 
batch, you pop them, move to the 
next batch, and so it goes on and 
on and on, 


DRIVE SLOW CARS 
Driving. Blurgh, We thought we'd seen the last af 
this in EA’s Bond games, but we were wrong, It's 
‘ot that it’s bad, just massively insipid. Like Driving 
Miss Daisy. With guns. 


dia 


MANNY- 
PENNY 

There’s a great bit 

= presumably a bug 
‘missed by the game 
‘esters - where you 
leave M's office and 
‘see Moneypenny 
‘across the way. She 
says "You must get 
down to Qlab"- ina 
‘man's voice! Brilliant, 
yet slightly scary. 


FLY SMALL HELICOPTERS 
‘Something good. The Q Copter is a 
wholly unoriginal invention that, 
Perfect Dark-style, you can send 


A Sealing down a wall. Rubbishly. Like Bond. 


FROM RUSSIA WITH LOVE 


Leaves you neither shaken nor stirred 


1 EXPECT YOU TO... 


into locked areas to snoop, 


You can try to mix it up a little 
with the stealth option (accessed 
via Z) but this has its own 
problems. Al is pretty dumb, so an 
enemy can virtually be facing you 
and you can still crouch-walk up to 


them and bash their lights out 
without them registering your 
approach. It also tends to make 
the game way too easy, especially 
asiit gives you more time to access 
the overly-effective ‘Bond Focus 


MAKE LIKE ARNIE 
Taking out tanks. (t's Fun, and we know Bond can 
0 grand scale if need be, but isn’t the beauty oF 
007 that he's a spy, not some kind of tuxedoed 
version of Schwarzenegger? 


DEAL WITH BEDINGFIELD 
Is this the best EA could do? All their cash and 
they go for Natasha Bedingfield, bless her. Ah 
well. Here's what you need to know: she looks 
nice, but her voice acting is terrible. 


A AKAT-tead destruction. Just like the, er, film. 


which further zooms your view 
after automatically locking on an 
enemy, allowing you to take them 


down with one shot. 


Problems persist, The driving 
sections are boring, melee combat 


clumsy, missions repetitive. Worst 
thing is the game's too short. 
Overall, it's an experience built 
around a licence, and not a licence 


built around a game. 


Easy to play. 
mit looks and sounds 
the business, 
‘mDecent-ish multiplayer. 


wincredibly basic. 
‘Bolted on driving 
sections are poor fare. 
mCretinous Al. 


Goldentye 
Vivendi 

NBC/9 94% 

Looking forthe best Bond? 
You have to go way back to 
GoldenEye. Seriously 


Cutscenes are 
gorgeous, in-game it's 
extremely tidy stuff, 


8 sounps 


The'soundtrack is 
great with variants on 
that famous theme, 


Only the cutscenes 
push the limits of 
the machine, 


G LiFespan 


It’s fot that hard and 
not that fun, but it has 
got multiplayer. 


VERDICT 


It’s easy to pick up and 


EONNERY WADDLES SLOWLY, | nosccteion oc 
LIKE HE'S GOT SOMETHING ee 
WET INHIS TROUSER SUIT. ination vo 


TIM WEAVER 
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a A 
This may turn out to be the only Bond 
game with Sean Connery, seeing as how 
the 007 role was just passed on to that 
one guy from that movie. 


Not everything here 
was part of the origi- 
nal film, but much of 
it is, and is instantly 

recognizable. 


OP ea we: aN 
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BACK IN THE U.S.S.R. 


‘From Russia 
With Love 


For those who like their war served cold 


Some of the environments come off look- 
ing a little strange, with plain textures, 
but cool smoke and steam effects. 


"area bit rough in places, but the rich 
audio is magical, especially as driven 


similar things, but it’s still fun. 


PUBLISHED BY 
Electronic Arts 


mg rom Russia With Love takes 


the 007 series down a unique, 


retro cul-de-sac, filled with 


A bevy of gadgets from Q helps to 
keep you out of trouble as well, wheth- 
er it’s a laser watch that can deliver 


by the score’s signature bombast. Even 
if you've never seen the film, From 


MADE BY beautiful babes, enigmatic 
Bectonignts villains, and some thrilling bits of damage from the other side of bul- Russia With Love deserves a look and a 
Las MUCH? derring-do. let-proof glass, or a remote controlled, _ listen. CAMERON LEWIS 
“as a Filling out the stealthy intrigue exploding, ventilation shaft-friendly Q- ; 
and frantic action are some interest- Copter. The variety of experiences, from a 
Posie "ing gameplay conceits: “Bond focus” boat to car to jetpack, keeps repetition ees i = wf | eS 
4-player offline enables you to target specific areason toa minimum, while “research points,” 3 ] 
Paces, each goon’s body. If an enemy has an inventory of weapons, and miscella- SHAKEN 
ReURSONTE aa 4 a grenade on his belt, shoot it. That neous goodies lend the vaguest of RPG + 60s (eel-recro ston) (ce sTWVohy vehicle. 
Widescreen gorilla with the gatling? Shave him of _ whiffs and improve replayability. intriguing mission sequences, some 
his armor, and save scads of precious The Bond-like moments tend to be le eeuse rab ira a 


+Offline multiplay d 


ammo. Sure, other games have done 


surprisingly weak, and the graphics 


“The end result is a game that tries too 
hard to stay out of your way. Everything 
or Nothing was a game that didn't try to 

trip you up too much, mostly for the 
sake of keeping its exciting ride moving 
at a brisk and enjoyable pace. From 
Russia With Love lacks much of that 
excitement, thus making its simplicity 
stick out like a sore thumb. It certainly 
has its periodic thrills, but they're 
interspersed over a lot of shooting- 
gallery-like combat that doesn't require 
an ounce of skill on your behalf. Bond 
fans should find a pretty solid rental in 
From Russia With Love--provided they're 
not too sensitive to the rewrites EA 
made to the storyline--but it's probably 
not worth taking the plunge as a 
purchase.” 


“Even with the man who created the 007 persona back in the 
starring role, this sequel just can't measure up to the 
standards of excellence set by the Bond films 

or by the action game genre in general.” 


- 7.5 out of 10 - Game Informer (Dec 2005) 
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JAMES BOND 007: FROM 

RUSSIA WITH LOVE 

NEVER SAY NEVER 

tes EA Games 0. EA Redwood Shores 

esee Tusee $39.99 
D. GA. LLILL LL LLL 


ef that when a company ports 
a game from the PS2 to the PSP, they're 
required to add new content. Hence, the 
tendency for PSP versions of PS2 titles to 
feature things like additional skins, guns, 
cars, levels, and so on. From Russia With 
Love adds more unlockable multiplayer 
characters and hidden challenges; even with 
these additions, though, it actually has less 
content than its console cousin. 

For those of you who skipped the con- 
sole version, FRWL is a third-person Bond 
actioner a la Everything or Nothing. The 
game manages to expand the movie's few 
memorable action sequences into solid 
levels, and adds new action sequences, like 
those of Bond jetpacking around Big Ben 
and shooting the heck out of a jet. Round- 
ing out the package is the odd experience 
of hearing an old Sean Connery aping a 40- 
plus-years-younger version of himself. 

While it wasn’t as good as EON, FRWL 
was at least a decent game—on a home 
console, First thing you notice about the PSP 
version? Say it with me: one analog nub. 
Which means that you repeatedly use the 
L button to autoaim at any nearby enemy 
and you use Square and Circle to rotate the 
camera from side to side. On top of that, 
tapping Square turns on “Bond Focus,” an 
enhanced aiming mode where you move 
the reticule with the analog nub. This is a 
somewhat serviceable setup, yet it’s crippled 
by an obscenely slow camera, which makes 
targeting bad dudes pretty darn annoy- 
ing. Add to that how the PSP version just 
has the on-foot levels; the car chases and 
speedboat runs of the console version were 
hacked away to get Bond onto the PSP. 
FRWL's transformation from decent PS2 
game to mediocre PSP port reminds me of 
how Never Say Never Again was a mediocre 
remake (with old Sean Connery) of decent 
Bond flick Thunderball (which had younger 
Sean Connery). 


7 


oo A decent third-person 
shooter, the chance to shove Sean Connery 
into your pocket 

NEVER SAY NEUE AGAIN No vehicles, 
simplified controls, crap camera 


Score 


WML, 


“Younger gamers might think that the king of espionage is 
Splinter Cell's Sam Fisher. Sure, he has the cool moves and 
the funky gadgets, but followers of the international intrigue 
scene know that James Bond was doing the whole super 
agent thing while Fisher was theoretically still in diapers and 
a tiny pair of night-vision goggles. And the true fans know 
who the real James Bond is. Nope, it's not Pierce Brosnan or 
the old and bloated Roger Moore. Sean Connery is James 
Bond. Electronic Arts throws gamers back in time to let them 
play as Connery's Bond in a highly stylized action romp that's 
a worthy follow-up to last year's Everything or Nothing.” 


- 3.5 out of 5 - GameSpy (Nov 2005) 


“While there's something to be said for carrying James 
Bond's latest video game adventure in the palm of your 
hand, From Russia With Love on the PSP suffers from too 
many drawbacks to make it worth your while. The breezy 
gameplay is only made more challenging by technical gaffes 
and frustrating issues, and the multiplayer component is the 
opposite of a good time. There are definitely satisfying 
moments to be had in From Russia With Love, but those 
moments are much more satisfying when played on any of 
the other versions that are available.” 


- 6.3 out of 10 - GameSpot 
(April 2006) [PSP Review] 


“Bits of it are fun. It's well put together. Structurally, there 
isn't a lot wrong with it, and the things that are wrong with 
it technically - silly things like brightness controls you can 
only get to by quitting the current game entirely, and 
balancing issues to do with ammo loadouts during tougher 
baitles - are forgivable. Go ahead and buy it if you want. 
You'll probably have fun. But this wasn't a labour of love, 
and hasn't inspired much in me.” 


- 6 out of 10 - EuroGamer.Net (Nov 2005) 


“Problems persist. The driving sections are boring, melee 
combat clumsy, missions repetitive. Worst thing is the 
game's too short. Overall, it's an experience built around a 
licence, and not a licence built around a game.” 


- 6 out of 10 - NGC (Dec 2005) 
[GameCube Review] 
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Action Replay 
(GameCube) 


Master Code 
(must be on) 
M505-8Y7V-OYNZM 
MH14-F7EB-2TWY6 
1HMF-8HPB-X3ZKV 


Infinite Health 

AHVR-NJKA-U944V 
2TPC-Y5YY-VEHYQ, 
KDOG-02KC-9GR3F 
YFYO-XM1C-TQ1JK 


Infinite Car Health 
N4YN-BRDR-RE/Q4 
RU2X-EXHQ-CFZUZ 
8W5]-1XPA-9BY4X 


Infinite Ammo 

JFYR-NN9J-RSONW 
Y9QF-VNVX-FKRAA 
AF31-KB6G-553HA 
UEPP-XANT-A5DN6 
UHKW-TYTP-54Z90, 


Timer Frozen 
JOX7-ACDC-7KMHC 
M7RR-8D3G-QABO02 


All Levels Unlocked 
BH4X-A3WN-OJGZ6 
XB9K-OUHZ-THMBH 
EYUA-QPEU-E4RGA 


All Awards 

ZV40-6H1C-TCEEA 
MVY9-V6F7-1PUCI 
EEHU-ZZ1F-7650E 


LICENCE 1©O CHEAT 


Action Replay (PS2) 


Master Code 
(must be on) 
Q990-EM21-26VW8 
KA8A-GNGU-8MDCH 


Infinite Health 
6TW8-FAOH-NQ48C 
3N4A-PHBH-UZ4XN 


Infinite Armour 
GXQJ-XUHP-EAO7Z 
3CY7-EEUD-6GB4M 


Infinite Ammo 
K3DX-PKNR-T3G9U 
UG2T-A92G-5HUT 


Max Stealth 
78ZE-QU2Q-A2DHQ 
HTMX-4VUJ-ES5BMW 


All Upgrades 
ENQM-UPTX-WDE2T 
BNQD-3R8K-Y23FA 
PQ2A-DZNO-UXAM5 


All Awards 
Y2AC-TQOG-ZYOE8 
3EKM-V4R9-7VCAA 
K3E9-EBMW-PW631 


Where to find all the 
Bond outfits. 


Black Tux. 

In the Gypsy camp upstairs in the 
house where tear gas in on the 
lower level. 


Bond's Dinner Jacket 

Obtain it from Q's Head Quarters 
at the second part of the 
Hedgemaze mission. 


Bond's Snow Suit 
Obtain it in the Factory mission. 


Convert Uniform (Stealth Suit) 
Where last bomb is in Station T. 


Russian Uniform 

Istanbul pt. 2 in safe house where 
the guy tells you where it is ina 
chest. 


Tailored Suit (Grey Suit) 
Start with it in MI6 in Hedge-maze 
level. 
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Online | 
Not Rated 


5 


et FE Mg, 
» i. 
Weuact a SNS ee activision.com 
‘poration, 


After lacklustre sales and a new direction for 
James Bond films, with Daniel Craig. Electronic 
Arts, decided to pass up continuing the Bond 
licence and it passed across to Activision. 


Then for Bond video game fans, there was an 
agonising three year wait for a game as the first 
Daniel Craig 007 film outing “Casino Royale” and 
new direction was met with much fanfare and a 
huge resurgence in Bond’s popularity. So, by 
2008 and the then soon to be released second 
Daniel Craig outing, the announcement of the tie 
in video game, made by developer Treyarch (the 
people who did the Call of Duty games) had many 
gamers out there no doubt salivating. 


= Now | want to say right off the bat, | am not a fan 
» of either Daniel Craig as an actor or this grittier, 
} more realistic, new direction of Bond. | find him 


wooden, and annoying and these films a poor 


3 knock-off of the “Bourne Identity” movies. | 


appreciate | am in the minority here, and 


| mention, only to be upfront, as it may colour my 


opinions of the Bond video games of this era. 


OK, for the game itself. You can tell right away 
that it was made by the Call of Duty team of 
developers, with the gun-play mechanics and 
design choices, at time feeling like that game, just 
with an admittedly well-designed Daniel Craig, 
character model. It also means you will find 
here, amazing explosions and frantic shooty 


} action to enjoy. 


In cover when shooting, it shows the action 
over the shoulder, putting you in the action. 


The game even today looks absolutely gorgeous, so 
much texture and lighting detail on everything. 


0072 QUANTUM OF SOLACE 


The town levels look stunning, making you just 
want to go and explore. 


ene si: 


Explosions and fire is realistically handled in the 
game, being one of the games highlights. 


— ———"| an we 


| love this flashback on a beach level. The game’s 
graphics and lighting is so realistic. 


The street levels are the best part though of this 
game, with cover being used really well. 


So much of the story 


hearing exciting stuff 
land h i 
oar appening but not 
(G — able to see or play 
= ats in the game is just 
; lazy and cruel. 


is told on a computer, 


Mechanically, the game action is well shown here, seamlessly 
switching from first person view to third person as you take 


jal cover, and then over the shoulder, when you come out to shoot. 


It also has nice take-down moves, with a great feeling of wincing 
force as you take out the bad guys hand to hand. It is extremely 
polished and looks fantastic, and fans of games like Call of Duty 


| will find a lot to love here. 


Additionally it has quite a line up of stars, reprising their roles, 
and adding their voice to the game. Including Daniel Craig as 
Bond, Judi Dench, Eva Green, Mads Mikkelsen, Olga Kurylenko 


) and Mathieu Amalric. So it feels authentic in that regard, with 


high production values. 


The game starts, where Casino Royale left off, with you shooting 
that guy (Mr White - Ed), and then instead of driving off like the 
film, you end up in a big old shoot out in his mansion. Then it 
keeps showing you exciting driving cut scenes, that you can’t 
play and gorgeous locales like Venice, with all these tantalising 
boats, which you can only use as a bridge and not ride. After so 
many previous Bond games, that mixes in fun racing sections, 
this absence here is even more jarring. Even worse, some of 
the exciting action is only told to you via voice and looking at a 


| map, including exciting chases, that again you aren’t partaking 


in. 


| Still what it does here, i.e. a first person “Call of Duty” clone, 


with good cover mechanics, it does really well, its just for me 
personally | am not a fan of that game series, and apart from 


| seeing Daniel Craig’s scowling mug, | often forget | am playing a 


Bond game, and not one of the many cookie cut, modern 
shooters out there. 
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Venice is my favourite level. There is so much wonderful 
detail it’s like going there on holiday, without the smell. 
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Watch exciting chase sequences in a cut scene, 
but not being able to play it! What were the devs 
and Activision thinking? 


The game also has terrible Quick-Time events. They 


have never been fun and glad they aren’t done much today. 


More explosions and burning stuff. Just look at 
that smoke, phoar! | need a sit down. 


Pick Up Cell Phone 
Pross and Hold 


The game has mobile phones left dotted around, for 
Bond to read and get more info on the story. As | 
found the story dull as dishwater, | mostly ignored 
reading them. 
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To be fair, this is as much to do with new film direction than the 
game developers. It’s just a Bond game without vehicles, 
exciting gadgets or light-hearted fun, makes the game less a 
popcorn guzzling extravaganza and more a crying yourself in the 
shower kind of game. 


That’s the fundamental problem here. Bond is boring, or at 
least, a run of the mill, Bourne wannabe, with nothing to 
differentiate himself from countless other all modern post 
2000, action heroes (i.e., not the fun ones of the 80’s)._ | mean 
you are saving the Bolivian water supply, where are the laser 
sharks and end of the world stakes. 


But back to game, it has annoying real-world things, like only 
carrying two guns at a time, or going all grey and blurry when 
you are about to die, making it tougher to survive at that point. 
Or the weird sniper-ing now, that just makes it probably 
realistic, but a painful chore now, being far too complex. It 
seems strange, that the game designers went all annoyingly 
realistic on those choices, to the determent of the gameplay 
and fun. But let you replenish your health automatically by 
hiding for a bit. 


Explosions here are really epic, with you feeling the blast, and 
rumble of your game controller. It really immerses you into the 
games action, giving you a more tactile, living and breathing it 
experience, compared to the other games. 


But that’s it, there is no variation to the game. Just cover shoot, 
run and repeat to admittedly very beautiful backdrops. There is 
no point on stealth as the alarm will get triggered, so just keep 
blasting away. 


This level is fantastic, making full use of all the cool fire and lighting 
effects in the game. Sometimes you just want to watch the world burn! 


0072 QUANTUM OF SOLACE 


It also has a weird ass drugged sequence from Casino Royale, 
where you must wander and stumble to your car, whilst the 
world around you spins. Don’t do drugs kids!! 


Talking of Casino Royale, this film is also included here, with 
many levels from that film. This is cheesily done as a big flash 
back sequence, when the Bond Girl with you happens to 
mention about losing people, they loved... Next thing you 
know, Bond goes reminiscing back to “Casino Royale” and the 
story line there. | mean, | get the real reason, was this was the 
“Casino Royale” game they were working on, before it got 
cancelled (as too long after that movie), but to introduce these 
levels in such a weird way is simply bizarre. What else, erm 
multiplayer used to be good, but no one plays them and there 
are no bots. But you can wander around a recreated 
GoldenEye N64 facility level, which is cool. 


Look, in summary, this is a perfectly competent, well-made 
game. It’s just not very Bond like and much like this era of 
films, alla bit soulless. But for fans of the Daniel Craig and this 
era, then this game is not going to upset ya. 


nip 


ic and so really to 


(GREE FIND A WAY@INTO THE LOCKED SUITE 


by» 
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s try to do stealth ele 
easier to go all guns blazing. 


ZOOM IN: 83 
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sow 


It's double oh-kay but the ‘Craig effect’ is still absent 


his is very disappointing, Mr Bond inevitabl h tackling such a 
Because, like Daniel Craig, the y while there's 


game Is unfussy, muscular and 


virtual Craig, and 
piece interpretations 
the first two flinty 
4 Bonds, you also get 
of gener 


of the finest bits 
Bourne-influenc 
frequent 


frustrating reliance 


could make given the c compr: palcsiartoh hresholds to trigger 


,and some 


surpri Nposting [Why is that 
chandeli the terrorists’ heads 
glowing. ght). Itis, in short, a big 
old mixed of Bond. 


ee leap 


Of Solace remains as 


s 15-mission length as it 


in to its genes. The 
upertative Call Of Duty 4: 
ngine, and while it’s 
onder why Activision didn't 


game 
Modern 
temp 


ty Ward as well, the 


g and employ that game's 


Thanks to the COD4 engine 
Quantum’s shooting is solid. 


shooting Is instantly, gratifyingly familiar 
to anyone who's played COD4. So shoot a 
mercenary and providing you hit body 
mass, he'll drop, cold. This is how 
shooters should be ERLE ) 
i e -tolerance 
nerally 


canny enemy Al, and quic kly, precisely 
thinning out enemy numbers from 
behind cover before they st fully 
outflank you is the stuff of 
big-screen heroism. The weapons 
are well balanced, favouring serious 
looking special-ops ‘tools’ that, on fully 
automatic fire, sound like the Grim 
Reaper blowing a hollow-point 
icarrya credible 


raspberry. You cz 
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18 The quick-time event takedowns are fat 
and woolly —-which obviously kills the fun. 


© Start taking serious damage and the iconic 
barrel-eye view begins to close in. Annoying! 


“Graphically Quantum is mostly 
pretty like Rosa Klebb.” 


three weapons at any one time, 
swapping in superior models as and 
when you find them — and even when 
you don't, Bond's default sidearm 
(the Walther P99) feels reliably 
punchy in any gunfight. 


Odd job 
So the core shooting is solid - and 
that's no small victory for Activision's 
first Bond, But this is where the 
game's similarity to the mighty 
Call Of Duty 4 begins and ends. 
Graphically, Quantum is mostly 
pretty like Rosa Klebb or Odd Job's 
arse, and at times — like the 
frighteningly homely Bolivia tunnel 
mission - the comparisons are 
flattering. Textures tend to be poor to 
non-existent, water has the fluidity of 
parboiled lasagne and even the 
prettier of the levels look 
disconcertingly like they're made of 
granulated sugar. 

The game is also lazily linear at 
times. Take the Casino Royale/ 
Hotel Splendide mission in 
Montenegro, where 
insurmountable 
obstacles such as 
laundry baskets placed 
mid-corridor and - gasp 


- locked patio doors force 007 to take 
a ten-minute detour via ventilation 
ducts toa Baroque swimming pool 
inexplicably guarded by scores of 
men with automatic weapons and 
balaclavas. At times like these the 
temptation to show Quantum Of 
Solace the door is strong. And yet, for 
every daft bit of design, pointlessly 
generous quick-time event fight, 
shonky cut-scene or frustrating 
busywork battle, there's an 
energising section of room-to-room 
clearance, a tense sniper task oran 
entire mission that just works 
(tellingly, the best one of these isa 
train-based marathon that scarcely 
intersects with the films plots at all). 
Oh, and not forgetting that 
underpinning it all there's the crisp, 
aggressive shooting. 

So not the best Bond game bya 
good margin, but just about reason 
enough to be thankful that the 
stewardship of 007 has passed from 

EA to Activision. But as for our 
vague hope that Quantum. 
might finally lay the ghost 
of GoldenEye to rest, 
well, it seems that was 
very much premature. 


Paul Fitzpatrick 


QUANTUM OF SOLACE 


RATING: 5.0 


PLATFORM: Wil 
PUBLISHER: ACTIVISION 
DEVELOPER: BEENOX 
ESRB: TEEN 


Loosely based on the film of the 
same name (and with most of 

the game’s levels composed of 
areas from the previous movie), 
Quantum of Solace delivers about 
the quality you expect from 
licensed games: mediocre. This 
first-person shooter plays fine 

a lot of the time, but the frame 
rate can get extremely choppy 
and the graphics go from so-so to 
downright ugly. Additionally, the 
single-player game is short and has 
a poorly constructed narrative— 
the developers don’t want to spoil 
the film for you, but there’s little 
cohesion as you go from one area 
to the next. On the plus side, | 
didn’t experience lag when playing 
online, and the Wii-exclusive four- 
player split-screen multiplayer 
mode can be fun. -JUSTIN C. 


QUANTUM OF SOLACE Set 449 


007: QUANTUM OF SOLACE 


‘THE No.1 VIDEOGAME MAGAZINE’ 


Electronic 

Gaming 

Monthly 

- Issue 236 

- Jan 2009 

[Xbox 360 Review] 


450 


XB360 (also on PS3) 


007 


TYLER 


C+ 


AVERAGE 


The Good: Well- 
paced stealth and 
action segments 
The Bad: Too short, 
“me too” online play 
Why So Stiff, 
Craig?: Bond’s own 
voice work is robotic 


TYLER: James Bond's latest pix- 
elated escapade leapfrogs through 
the events of 2006’s big-screen 
Casino Royale and its recently 
released sequel, Quantum of Solace. 
Depending on your mood, you can 
play as either a suave badass who 
sneaks past guards and security cam- 
eras or a suave badass who sprays 
hot lead into everything. When fire- 
fights inevitably break out, you must 
rely heavily on Solace’s appended 
third-person cover system (with a 
handy dash-to feature that lets you zip 
to safety midsprint or push forward 
while you're already behind cover). 
It’s handy for outflanking the flankers, 
but it’s unresponsive in tight spots. 
Solace’s smart enemies love to pin 
you down, too—they’ll quickly push 
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«s OF SOLACE 


Proof positive that GoldenEye love is nothing but nostalgia 


@ Publisher: Activision i Developer: Treyarch M Players: 1-12 li ESRB: Teen 


you back into a corner, flushing you 
out with well-placed grenades. 
Outside of a few quick-time events, 
your guns are your only tools for 
escaping sticky situations. Online, 
though, Bond’s signature gad- 
gets come into play in the form of 
upgrades, synonymous with Call of 
Duty 4’s “perks” system. And though 
Solace runs on the same engine, don’t 
expect the same visceral COD4 gun- 
play. The maps and modes pull inspi- 
ration from the Nintendo 64’s classic 
GoldenEye. Classic mode starts play- 
ers off with meager pistols, forcing 
them to seek weapon spawns, while 
Golden Gun mode’s all about one-hit 
kills. It’s nice to revisit these modes, 
but they turn stale. Bond Versus and 
Evasion are new; one player steps into 


« 


UM 


Bond's shoes, while the others either 
protect or hunt him. Sadly, because 
it’s easy to camp spawn points and 
objective points, these modes don’t 
make for lasting fun. 

Nor does the entire game, really—I 
finished Solace in one sitting. That’s 
not necessarily a bad thing, as the 
game’s paced like a Universal Studios 
theme-park ride; levels split into 
branching paths and feature controlled 
environments designed to convey a 
high-intensity vibe. 

So, what does a relevant Bond 
game look like? A lot like Solace... 
but longer and with more than me-too 
multiplayer. Still, GoldenEye’s heyday 
is long gone, and Solace leans far 
too much on nostalgia to be anything 
close to the next shooter milestone. 5 
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“Quantum of Solace is a solid Bond title that 
should be worth a look from fans of the secret 
agent. However, the game does have some pretty 
glaring issues that bring it down.” 


- 8 out of 10 - GameZone (Oct 2008) 
[Xbox 360 Review] 


“Quantum of Solace would’ve benefited from a 
lengthier campaign; perhaps they could’ve 
packaged the whole story arc from Casino Royale 
into the game to give players more to do with 
Bond. There are certainly moments where you'll 
feel as if you actually are Bond but for the majority 
of time, you’ll be wondering where all the fun is. 
Treyarch had all the right ideas, but the execution 
was sloppy and that won’t sit well for all those 
Bond fans who demand excellence.” 


- 7.3 out of 10 - Planet Xbox 360 
(Nov 2008) [Xbox 360 Review] 


“Quantum of Solace isn?t the game that it should 
have been. It?s not bad by any means, but what 
brings it out of the pits of despair is the foundation 
of a much better game that we all know and love. 
The action is less compelling and the world that?s 
built around Bond doesn?t do much to enhance the 
fun factor. All of the additions do nothing to push 
the game ahead of other first-person shooters and 
instead take you out of the world of being Bond. If 
you?re looking for a game to reveal the plot of 
Quantum of Solace before the movie’s release, this 
is not it. If you?re looking for the answer to 
GoldenEye, this is not it. Instead Quantum of 
Solace is a respectable shooter with little that sets 
it apart from the rest of the field.” 


- 7 out of 10- IGN 
(Oct 2008) 
[Xbox 360, PS3, Windows Review] 


“Quantum of Solace is a solid Bond title that 
should be worth a look from fans of the secret 
agent. However, the game does have some pretty 
glaring issues that bring it down.” 


- 8 out of 10 - GameZone (Oct 2008) 
[Xbox 360 Review] 


“Unfortunate for Quantum of Solace, had it not been for a 
slightly confusing “story” and a slightly annoying cover 
system it could have been a great competitor. Although it 
doesn’t really bring anything new to the table of an already 
crowded genre, it still holds it’s own. With some positives 
like great looking weapons, voice acting from the actors 
themselves and fun multiplayer modes, Bond can make for a 
fun weekend game. But it’s negatives like a shorter than 
usual story, confusing story and repetitive gunplay that hold 
it back from competing with the likes of Ghost Recon and 
Gears. Don’t let this stop you from making Quantum a 
weekend rental, and by all means, if you’re a Bond fan you'll 
probably want to pick this up since this is the first Bond 
game to give you the most authentic Bond experience. The 
007 series has come a long way since Goldeneye, even 
though in my eyes Goldeneye is still the best one, and will 
always be one of the most influential 

games in the shooter genre.” 


- 7.lout of 10 - IGN (Nov 2004) 
[ Xbox 60, PS3 Review] 


“It's unfortunate that Quantum of Solace's single-player 
mode is so short-lived, but there's enough good multiplayer 
content here to keep you playing long after you've saved the 
world.” 


- 7 out of 10 - GameSpot (Nov 2008) 
[PS3, Xbox 360, Windows Review] 


“Even when you factor in the way Daniel Craig's James Bond 
has been a rougher, more action-oriented take on the 
character, Bond is a spy. He should be out doing ill, spy- 
related acts of espionage as he spies it up with other spies. 
Instead, he's cast as an almost-faceless gunman yet again. If 
you were hoping that Activision's take on the license would 
be any more faithful than most of the games that EA put out 
while it held the license, you'll probably be disappointed. But 
on its own, Quantum of Solace is a passable shooter ina 
world that's filled with much, much better ones.” 


- 3 out of 5 - Giant Bomb (Nov 2008) [ Game Cube Review] 
“Quantum of Solace never manages to be a Bond 
game: at the tiniest of nudges, it panics and starts 
unleashing gunfire. It's clumsy, it's messy, it's not 
much fun and most of the time, it's not even the 
right film.” 


- 4 out of 10 - Official Xbox Magazine (UK) 
(Nov 2008) [Xbox 360 Review] 
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“Quantum Of Solace consists of a meagre six hours 
of only mildly brainless fun, and while that may 
not mean an awful lot in a landscape that features 
Gears Of War 2, Call Of Duty: World At War, 
Mirror's Edge and Fallout 3, the standard of 
competition doesn't detract from Treyarch's 
achievement. This is the first James Bond game of 
the century in which we met the final credits 
regretting the unexplored potential. Bravo.” 


- 6 out of 10 - Games™ (Nov 2008) 
[Xbox 360 Review] 


“Quantum of Solace is a flawed game, but not a 
bad one. Some people may find that it's just what 
they're looking for, but for most of use, biding our 

time in hopes of something a little more put 
together is the wiser choice, even if it does mean 
skipping the latest chance to be James Bond. My 
final recommendation - Give it a rental first.” 


- 6 out of 10 - Games Chronicles 
(Nov 2008) [Wii Review] 


“Even Treyarch's Call of Duty 3 controls better than 
Quantum of Solace, and Bond isn't a launch game 
like COD3 was. We've played and reviewed lots of 

"bad" games on Wii, but unlike those before it 
Quantum of Solace feels like a title that has a real 
soul to it, and somewhere in the mess of 
unprecedented frame issues, visual bugs, and 
sloppy port code is a game that really could have 
been a blast to play. Instead, it's one you want to 
avoid at all costs, as Bond's first Wii effort doesn't 
deliver over some of Activision's previous (and 
upcoming) efforts on Wii..” 


- 4.5 out of 10 - IGN (Nov 2008) 
[Wii Review] 
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“What playfulness Bond lacks in gunplay, he 
makes up for in globe-trotting. From stalking ina 
Prague opera house to the casino in Montenegro 

to a striking finale in an eco-hotel, Quantum blows 
raspberries at COD: World at War. Sadly, some 
locations are wasted on gimmicky film re- 
enactments: the building site chase and a poisoned 
stumble through Casino Royale are piffling two- 
minute distractions. This was the perfect 
opportunity to finally break the curse of 
GoldenEye. Alas, digital Brosnan remains 

the king by some distance.” 


- 6 out of 10 - Games Radar (Dec 2008) 
[Wii Review] 


“So what does a relevant Bond game look like? A 
lot like Solace...but a tad longer, and with 
something more than me-too multiplayer. Keep 
the theatrics -- just tone 'em down a little: Bond's 
always been more about subtlety, with 
Bruckheimer moments reserved for the 
appropriate times. In Solace, it's the rule, not the 
exception. If the game weren't already tied to two 
movies, the developers could've just slapped a 
GoldenEye 2 label on the box. Even so, GoldenEye's 
heyday is long gone, and Solace relies too much on 
nostalgia and imitation to be anything close to the 
next shooter milestone.” 


C+: 1UP (Dec 2008) 
[Wii Review] 
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To tie in with film “You Only Live Twice” This cool 1967 recreation of the Toyota 2000GT is 453 
really cool. | love how they have Bond shooting behind him and the car firing rear missiles. 
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2008 | ACTIVISION / EUROCOM DEVELOPMENTS 


Made by Eurocom, the PS2 version of Quantum 
of Solace, is a different beast to the next 
generation versions. — First off, it’s all in third 
person, and many of the levels, whilst sharing 
many of the same locations, is laid out differently. 


Actually, of the two games, | preferred this 
version. It seemed better geared towards using 
stealth and variety and had a simpler and more 
satisfying sniper set up. | also liked how it just 
tinged the border red, as opposed to all the grey 
effect of the next gen, being far less intrusive to 
the gameplay. 


Graphically of course it looks inferior, but 
considering the ageing hardware of the console, 
this is a mighty impressive effort. 


Sticking with third person works much better in my 
Opinion the next generation console versions. 
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Mechanically much of the main cover mechanic 
shooting is the same here and locations. 
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The biggest advantage to this game though, is it 
doesn't sacrifice fun to make it realistic. A good 
For a PS2 game, it really does look beautiful, and example is stealth, in the next gen versions of the 
shows what the ageing machine could still do. game, there was just no point to be stealthy, as one 
spot and alarms went off, resulting in a big shootout 
anyway to the end of the level but in this version, if 
you get caught it one area, it doesn't affect the rest, so 
it becomes worthwhile being stealthy, making the 
game more enjoyable. Given the previous experience 
the Derby UK developer had achieved in the Bond 
area, you can really see much better design here. 
Such as more interactive environmental puzzles (i.e., 
shoot sprinkler to put out fire or crush enemies by 
shooting a chandelier above them. Sadly, the game 
has no multiplayer whatsoever, which is a shame if 
you like that in games. 


Stealth is much more fun and forgiving in this game, 
with you only triggering your location to that small area. 


Don’t get me wrong, this is no “NightFire,” or the N64 
“World is Not Enough”. This game has clunkier 
controls and suspect aiming, when compared to 
them. But particularly when upscaled on an emulated 
PS2, this game will look fantastic and, in my opinion, 
give you a much better time than the next generation 
counterparts. So, for a single player experience there 
are many elements in this version of the game, that 
makes this superior to its next gen counter parts and 
Titomsoms certainly more of a Bond game. So don’t overlook 
this version. 


Notifying being shot is shown by a red blood 
border. This is less disruptive than the next gen design. 


Being able to take out enemies by shooting the 
environments, like a chandelier is great in the game.. 


B | Lighting and 
fire is still very BS FeeeEsetreneess 


@ impressively 
handled on Eurocom did an amazing job with the design of the levels and 


the PS2 it still impresses even today. Especially upscaled via an emulator. 
Its a pity most people overlooked this port of the game 
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WOT THEY SAID... 


“Overall, Quantum of Solace on PlayStation 2 is 
not a title that should be passed on before giving it 
a try. While other versions are no doubt more 
visually pleasing, they can’t compare in terms of 
overall fun factor. The gameplay of QoS is more 
faithful to the heart of Bond and the stealth that it 
presents but also offers up plenty of gunplay and 
explosions to satiate those with a flair for action. 
There are plenty of issues like the slightly faulty 
cover system, disappointing Al and lack of 
multiplayer, but that doesn’t stop this Bond from 
being the most fun of the current crop.” 


- 7.8 out of 10 - IGN (Nov 2008) 


“Just like the other versions, the game’s story is 
split about 40/60 between Solace and scenes from 
Casino Royale, respectively, which is a little 
disappointing; we liked Casino Royale and all, but 
this feels like false advertising. And while the game 
has nice graphics for a late PS2 game, it makes the 
stunningly gorgeous Bond women appear to be 
stunningly made out of melting clay. Add to that 
the complete lack of multiplayer, and you're left 
with the damning praise of "it's OK... 

for a movie game.” 


- 6 out of 10 - Games Radar (Dec 2008) 


LICENCE TO CHEAT 


Action Replay (Max) 


Master Code 
(must be on) 
BEQ6-R80J-N73PF 
EHB8-2UR6-DK3N5 


Infinite Ammo 
Y5DV-8K37-EMNEK 
ME26-XKHK-N7ZHW 


Max Reload 
NME1-PGBX-PVYTV 
M9CB-ZPHH-YE5XA 


Infinite Health 
UTQ7-GY3Y-NDW4Q 
UODD-DZ92-XF55Y 
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“While it’s not as gorgeous as the next-generation 
version, Quantum of Solace for the PS2 is certainly 
able to handle the action just as well with enough 
moments to keep the game exciting. The game 
does have its share of problems that show up often 
but in the end there is more good here than bad. In 
other words, you will most definitely want to step 
into the shoes of this 007.” 


- 7.5 out of 10 - GameZone (Nov 2008) 


“The cover-feature provides a tactical touch to the 
shoot-outs. Thanks to many different locations and 
surprises, the variety is sufficient. Considering the 
fact that there are a lot of good shooters on the 
market, we long for a little more Bond-feeling.” 


- 8 out of 10 - Cynamite (German) (Dec 2008) 


“Quantum Of Solace is not devoid of qualities. 
Well-measured action, the possibility of 
alternating between stealthy and explosive 
approaches, some welcome borrowings from 
GRAW, an almost resourceful Al and varied 
environments. Unfortunately major failures are to 
be deplored: an arid realization, a disjointed 
narrative path, an agreed level-design, a starving 
lifespan and a completely neglected multiplayer. 
Too bad, a little effort on this last point would have 
allowed Quantum Of Solace to move from the 
stage of a small distraction too quickly dispatched 
to that of a solid FPS. Nevertheless, it remains a 
pleasant game to pick up second-hand.” 


- 6 out of 10 - Jeuxvideo.fr (French) (Nov 2008) 
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To tie in with “On Her Majesties Secret Service” film, these 1967 smaller 
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Corgi Juniors, was a way to play Bond on the cheap. _awa 


The famous white 
Lotus, submarine car 
from “The Spy Who 
Loved Me” was on the 
wish list of most boys 
in 1977. 


In 1973, the “Diamond Are Forever” 
Mustang Mach 1 got the cool Corgi 
treatment. 


457 
The car looked epic, but | know many (my older brother included) was disappointed that 
you couldn’t turn it from the submarine into a regular car. Still, the toy looked great. 
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2008 | ACTIVISION / VICARIOUS VISIONS 
J 


Kudos to Vicarious Visions for trying to do 
something a little different with the game here. 
On the DS port you hold the DS vertically like a 
book and control the action almost exclusively 
with the stylus. It’s a great idea in theory, but the 
limitation and speed needed of the DS touch 
screen and stylus, just isn’t up to the task, making 
the game unnecessarily frustrating. 


NINTENDOTYS 


DANTOM LACE Also, the bland empty levels and boring locations 


in the game don’t endear you to the game as you 
perhaps would have with nicer visuals. It’s a 
shame as | like originality in games, and this is a 


gem really interesting take on how to do a game like 
BOND IS BACK. 16:6 [noo : : 
Take control of Bond's greatest weapon — his mind — as you enter the ruthless . VAN t h | S O n t h e D S A 


world of international espionage and become the premier secret agent. 


The second screen is used for your map and 
choosing weaponry. The main play is moved 
around with Bond following your stylus. Hand to 
hand combat, which you will do a lot in the game, 
is triggered by running in to the enemy and then 
waving your stylus at him in the correct patterns 
erlentacr aca, ala, TRS to show him, you are the bigger man (careful -Ed), 
ae Once you have taken him down with your 

i ee | | | superior manhood, it’s off to the next encounter. 
ASSEMBLED IN GERMANY activision.com 5 "030917°056413 


SCREEN CONTROL 
e you navigating the world an 
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Its Hammer Time! Bond smashes 
the enemy to take him out. 


458 The game interestingly is held vertically, with one screen showing an overhead map or 
icons and the other showing the onscreen action. Controls are done by the stylus. 
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And that’s it, lots of running around, sneaking up and knocking 
out enemies or shooting them across some pretty dull and 
bland landscapes. It’s not a terrible game, in fact in concept 


ee) its quite clever. But with the touch screen technology of the 
DS not up to the task, or enough variety, it’s not going to hold 
your attention beyond the initial novelty factor. 


1 JUST HAD TO STAND 
uP. THOSE COUCHES 
ARE VERY 
UNCOMFORTABLE. 


Overall, an interesting idea for a 
Bond game, but as someone never 
a fan of touch screen controls, this 
game got annoying and frustrating 
really quickly for me. 


OVER HERES WE HAVE 
AN INTRUDER TAKE 
HIM DOWN: 
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WOT THEY SAID... 


“007: Quantum of Solace is another 
great game from Vicarious Visions 
that not only exceeds its console 
cousin, it actually enhances the secret 
agent experience with some clever 
touch-based gameplay that makes the 
most of the DS system. | enjoyed the 
vertical orientation of the DS for this 
type of game as well as the drag- 
movement, touch-shoot, and draw- 
combat systems. The gameplay can 
get a bit repetitive at times but only if 
you let it. The freedom of combat and 
stealth allow you some latitude on 
how you explore your inner Bond.” 


“Quantum of Solace is a good 
attempt to bring 007 to 
handhelds, adding a stealth 
element and full touch screen 
controls. However, there are 
some glaring issues that keep 
the game from being a 
standout title.” 


- 7 out of 10 - GameZone 
(May 2012) 


- 7 out of 10 - Game Chronicles 
(Nov 2008) 


“if you're a Bond fan, and you've got your heart set on a pocket 
offering, Quantum of Solace will satisfy for at least a few sittings, 
with lots of options, character expansion, and some pretty impressive 
production values for a DS game. The gameplay though seems to take 
a back seat to the rest of the package, and while it still has 

its fun moments, there are a handful of better ways to 

do this type of game on DS.” 


- 6.8 out of 10 - IGN 
(Nov 2008) 


“Some nice ideas and a relatively fresh approach to the Bond 
franchise, but there are just too many rough edges 
to the core action to recommend a purchase” 


- 3 out of 5 - Pocket Gamer (UK) 
(Nov 2008) 


“There are some fun gameplay ideas in the DS version of Quantum of 
Solace, but the execution plainly leaves too much to be desired. The 
cutscenes artificially connect the missions together, and the story 
makes little or no sense. The game, at various points, is either too 
easy or too hard, and its only real challenge comes from the 
inaccuracy of all its gameplay elements. It’s also a very short romp, 
clocking in at about five hours. A bit more attention to detail, some 
fine tuning and more practical use of the touch screen could have 
made this a really fun adventure on DS, but as it stands, Solace is 
playable, though little more.” 
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- 2.9 out of 5 - Cheat Code Central 
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QUANTUM OF SOLACE 


PLATFORM: DS 

PUBLISHER: ACTIVISION 
DEVELOPER: VICARIOUS VISIONS 
ESRB: TEEN 


At first glance, Quantum of Solace 
seems impressive. The clever control 
scheme allows players to move, 
shoot, tackle, sneak, and use a wide 
variety of melee attacks with simple 
stylus actions. The 3-D graphics look 
good, and the stat-boosting playing 
cards and purchasable skill upgrades 
add a fun RPG-style twist. 

But frustration quickly sets in 
when the game fails to register 
certain touch-screen commands, 
and its mistakes get you killed 
repeatedly. Worse yet, Quantum of 
Solace can’t muster a quantum of 
variety, as each of the film’s action 
scenes has been reduced to a simple 
maze of rooms packed with the 
same enemy operatives wearing 
the same suits and employing the 
same tactics. The game’s ideas are 
good, but the execution doesn’t cut 
it. -CASEY L. 
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ACTIVISION. 


The feeling of bullets flying all around you is 
difficult to show here, but its awesomely done. 


2010 | ACTIVISION / BIZARRE CREATIONS 


As a huge fan of UK developer Bizarre Creations 
(Project Gotham racing Games) | was deeply 
excited to see them do a James Bond game when it 
was first announced. Starring Daniel Craig, this 
original story O07 adventure, this therefore is 
another grittier, realistic Bond outing. So, no fun 
gadgets or laser wielding sharks for you lot. 


The game mechanically is really sound, if a little 
safe and clearly made by a committee. You can 
imagine the suits saying... Put in the cover 
mechanics of Uncharted as that sold well... We like 
the tricks done in the Batman games, stick in a 
“Bond sense” into this game. 


Starting the game, the first 15 minutes will have 
you convinced you are playing the best game ever, 
with you doing a shootout at a G20 summit in 
sunny Greece, followed by a really cool boat chase 
followed by an even cooler Aston Martin chase 
against a helicopter, and all that is before the great 
title music and cool Bond title credits kicks in, with 
a really good, specifically written Bond theme tune, 
sung by Joss Stone (who also stars in the game). 


Then just when you are on a gaming high, it whisks 
you to Istanbul, not to see all the beautiful 
architecture of that fair city, but a rundown 
building site. Note to developers, with Bond you 
need spectacle and wondrous locations, not 
building sites, factories or any other mundane 
places. It’s ashame as | bet many gamers back in 

the day, probably walked away on this overly long 


Th ws and dull level. 


The vehicle sections of the game are my favourite bits. 
Each one is like if Michael Bay had made a theme park ride. 
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@ Thankfully for those who stick with it, the game will reward 
them with much better locations and thrill rides, taking you on 
hover-boats, casinos, wing of big airplane and some of the best 
James Bond car rides of any Bond game. 


The core components of the title is all incredibly solid and 
satisfying, single button hand to hand take downs look great 
and brutal, making you feel a bad ass. The cover mechanics is 
Baie uf the levels are poreeous, Bue hes iulead In nigh on perfect in its implementation, and the game handles 


with dull and long building sites and factory levels. 0th Stealth and shoot outs really well. 


But of course, with Bizarre Creations at the helm, the best bits 
* on this game are the vehicles sections. They look simply jaw 
dropping, a theme park, Michael Bay, thrill ride, that will have 
you beaming from ear to ear. Thankfully there are quite a few 
of these sections and everyone is a joy, even if often you wish it 
would last longer. 


So why are so many reviewers and gamers down on this game? 
np a a dacee aa by asingle | Well, it’s partly due to the ups and downs in the level designs, 
button and are both satisfying and brutal. for every amazing and exciting section that you will love, there 
is a long dull section you must make it through. This game could 
have benefitted with some editing down. 


Also, the story isn’t great. This is surprising, as it was written by 
Bruce Feirstein, who had co-written the film scripts 
“GoldenEye” and “The World is Not Enough” and had done such 
a good job of the “Everything or Nothing” video game story. | 
guess he is hampered here by the Daniel Craig era of Bond. The 
main problem is it takes far too long to find out about the main 
The best bits on foot are the gorgeous villain, and the twist is poorly handled, meaning on its reveal, 
surroundings, like this casino party. you are indifferent to a bit confused. 


Many of the levels are beautifully designed, 
making even the mundane interesting visually. 


The aquarium 
setting 

is another highlight 
in the game, taking 


fe oe = The vehicle sections are my favourite, with it being a total 463 
backdrop to sharks | | thrill-fest and apart from no gadgets in the Daniel Craig 

susie ide he coli Universe, it still is a roller-coaster. 

awe inspiring. 
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The section on a massive hover-craft is just some o 


the great parts you do in the game. | 


Cover mechanics is really well handled, so if you like 
games like Uncharted and Batman games you will feel at home. 


Even when you are simply driving from A to B, the 
fantastic accessible handling of the game, makes 
these sections a pure blast to play through. If only 
Bizarre Creations did a sequel to 007 : Racing. 
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It also doesn’t help that it finishes on a bit of a cliff hanger. 
Ending on, with the words “Bond Will Return.” Which of course 
due to poor sales of this, it never did, well at least on this story- 
line. Originally, Raven Software (Hexen, Call of Duty) was 
working on this sequel, but when this game did so poorly, 
Activision decided to double down on “Call Of Duty” and not 
pursue this story. It’s a pity, as | would have loved to see what 
that developer would have done with the game. 


Still for all its bad points, for me the good far outweigh them. 
With the enjoyable highs of the vehicle sections, making 
wandering through the long dull levels worth it. It would have 
been nice to see more variety on foot with the objectives and 
the things you must do. As good as the shoot outs and take- 
downs are, there is only so many times you can do the same 
thing, again and again, before it becomes dull. 


But for me the biggest issue of the game, isn’t the fault of the 
developers, but rather the period of Bond they are portraying. 
Daniel Craig’s 007, is all about gritty no gadget realism. Gone 
are the focus on entertaining the masses, with exotic locales, 
and rapier tongue and cheek wit. This instead is a Bond who 
cries himself to sleep, living in anguish at all he goes through. 
In short, not great for video games, and why often this 
Activision era is often charged with not being Bond games. 
Well, that's because the Daniel Craig era isn’t really the Bond 
most people think of when they think of 007. 


| often think what a Bizarre Creation Bond game would have 
been like, were they able to instead look to doing a Roger 
Moore era story-line and a bit more time given. | think 
personally it would have fared a lot better. 


The gun-play mechanics and animations of the enemies is really well 
done. | just wish some of the levels had been made smaller and less 
sprawling. As that for me is the main thing wrong with the game. 
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Multiplayer is here but pretty non-eventful. This probably 
didn’t help with its perception. As to have a cover-based 
shooter in 2010 with Batman games, Uncharted and Gears of 
War in competition, with pretty lack-lustre multi-player when 
for the masses, that's important. Also releasing only, a week 
before a Call of Duty game (so in competition with itself) meant 
this game was already going to struggle in an overcrowded and 
over-saturated market, to stand out. And of course, for those 
who did buy it or rent it, |am sure the second sprawling level of 
brown, that is the building site and Istanbul catacombs, would 
have made many (me included) stop playing and look 
elsewhere. 


It’s sad, as after these games lacklustre sales, Activision would 
try to sell Bizarre Creations, and with no buyer they sadly closed 
them down, and another great UK developer was no more. 


My advice is to give this game a chance and spend some more 
time with it, as ultimately there is a really fun game, struggling 
to shine, against all the committee suit input design an 
drudgery. 


Singer Joss Stone, who sang the brilliant theme tune, also stars as the 
Bond Girl in the game. It is a nice touch, and she is better than 


when Madonna did that cameo in “Die Another Day”. 


Hover-boats, shooting a big low flying plane, with explosions all around. 
It is moments like this which | adore about the game Blood Stone. | just 
wish the game had done better to see more of stuff like this. 


The cover mechanics are excellently handled, with 
you stealthily waiting for your moment to attack. 


Aston Martin, on ice...no daft invisibility... This is 
an adrenaline fuelled ride. 


Some of the opulence really comes through 
in the levels. Hope that marble isn't expensive. 


Jumping rooftop to rooftop in Bangkok back streets 
is another level highlight. | just wish they could have 
all been like that. There are sadly too many long dull 
levels you have to chew through, to enjoy these 
sections of the game. 
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WOT THEY SAID... 


G 


James Bond 007: Blood Stone 


Killer perk combos 
Zombie mode master; 
Kickass new tacticsf 


Xbox 

Official 

Magazine 

- Issue 117 

- Xmas 2010 
[Xbox 360 Review] 
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More shaken than stirring 


* PUBLISHER: Activision »DEVELOPER: Bizarre Creations » ESRB: Teen » MULTIPLAYER: 16 on Xbox Live = ACHIEVEMENTS: Varied » COST: $60 


Until the storied film franchise is 
revived once more, Activision’s 
Blood Stone is the closest thing 
we have to a new Bond flick — 
ON XBOX 360 pain F 
which is appropriate, consider- 
ing the game feels more like a lightly interactive 
movie, and not an especially good one at that. 
Sure, you’re playing, not watching — but the 
sleepy, seemingly automated action makes you 
wonder if you're really affecting the game world. 
The stealth-based combat is so simplistic and 
over-explained that it feels designed for someone 
who's never played an action game before. You'll 
gun down foes with Bond’s trademark pistol 
or other dropped firearms, or dispatch them 
with physical takedowns triggered with a single 
button-press. Plus, each takedown earns you a 
Focus Aim: a one-shot-kill move that never miss- 
es. (Yeah, Bond's good, but is he that good?) 


Who knew boating in Bond- 
land was so treacherous? 
Oh, wait — we did. 


Take 
It All 


Singer Joss Stone 
appears in the game 
and contributes the 
theme song, “Ill 
Take It All,” which 
plays over a bizarre, 
dreamlike opening 
sequence featuring 
loads of diamonds. 
It’s pure Bond 
kitsch, but it’ll prob- 
ably catch you off- 
guard if you haven’t 
seen the films. 
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You'll barely need these special shots, though: 
the anonymous goons you snuff during the bland 
stop-and-pop shootouts don’t put up much ofa 
fight, and your radar-scanning mobile phone elimi- 
nates the guessing game when you enter a new 
area. Most of Bond’s globetrotting trek takes place 
on foot, but luckily, a handful of vehicle segments 
bring some much-needed intensity to the five-hour 
campaign. Whether you're in a car, a boat, or an 
amusingly wonky tow truck, these enjoyable chase 
sequences steal the show, despite their brevity. 

Blood Stone also includes a few surprisingly 
solid 16-player online modes, pitting Mlé Agents 
against Mercenaries in Team Deathmatch, Last 
Man Standing, and lengthy Objective battles. 
Focus Aims and takedowns don’t translate per- 
fectly to the online experience, but with enjoy- 
able play modes and a rank progression system, 
it's well worth popping on for a few matches. 


And though Blood Stone's tale is second- 
rate by even Bond standards (it’s more Die 
Another Day than Casino Royale), at least the 
game bears a cinematic touch, with swooping 
camera angles, no mid-mission loading screens, 
and the voices of series stars Daniel Craig and 
Judi Dench. If you're a 007 fan, that may be 
enough, as long as you know what you’re get- 
ting: light, fluffy popcorn fare, with just a dab 
of buttery thrills. — Andrew Hayward 


+ Vehicle sequences are the 
most intense, interesting part of 
the game. 
Combat is mind-numbingly simple 
and challenge-free. 
Game constantly explains the same 
features up until the credits roll 

? Next time, can we get Bizarre ona 
vehicles-only Bond game? 


VERDICT 


6.0 


A camouflage helmet 
Won't protect you from 
Per Bond's vicious knee. 


HOW BIZARRE: Blood Stone's developer has an impressive catalog, including recent 
arcade racer Blur, the Project Gotham Racing franchise, and the Geometry Wars games. 
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“And there are some rousingly great moments - 
like a lift door opening to reveal a guard facing 
you. Everything drops into slo-mo and without a 


“1 can honestly say, despite the control fiasco, that James 


thought you've mushed his nose through the front 80nd 007: Blood Stone took me by surprise. Bizarre Creations 


of his skull, used focus aim to double tap his mate, 
then rushed to cover and brained the final guy ona 
table corner. It's over in seconds, but it's also the 
most Bond you'll ever feel without wearing the suit 
and drinking till your liver's like a raisin.” 


- 7 out of 10 

- PlayStation Official Magazine (UK) 
(Dec 2010) 

[Xbox 360 Review] 


“Blood Stone is not a bad game: it's just a painfully 
average one. There aren't any majorly broken 
elements to it, but just because this Stone is 
relatively polished, doesn't make it a gem. There 
really isn't anything at all remarkable about it, and 
even though it's extremely short it still manages to 
wear out its welcome thanks to its extremely 
repetitive design. If GoldenEye is indeed the Sean 
Connery of 007 video games, then Blood Stone is 
the George Lazenby; not bad, but not good either, 
and forgeitable in almost every way. At just five 
hours long and lacking in any real innovation or 
challenge, it won't leave you feeling shaken nor 
stirred, just shortchanged.” 


- 5 out of 10 - IGN (Nov 2010) 
[Xbox 360 Review] 


“Considering the chances of seeing a new Bond 
movie in the near-future, the license really 
deserves a little more care 

and attention than this.” 


- 5 out of 10 - Games™ (Nov 2010) 
[PS3 Review] 


“But when it hits those high notes--which it does 
more often than not--Blood Stone is a quality 
action game. From exciting driving to fast-paced 
and stylish combat, Blood Stone is an enjoyable 
foray into the world of James Bond 

in spite of its flaws.” 


- 7.5 out of 10 - GameSpot (Nov 2010) 
[All Systems Review] 


did a good job at creating an adrenaline packed Bond 
experience that is on key with today’s modern Bond. It’s full 
of satisfying melee combat, signature Bond moments, great 

cover combat, pretty visuals and awesome driving 
sequences. It does feature that classic Bond mood to a point 
and is definitely worth a play through for single player 
experience.” 


- 8.7 out of 10 - Game Chronicle (Jan 2011) 
[PC Windows Review] 


“Unfortunately, there’s just not enough here to keep you 
coming back. Once you’ve finished the campaign once, you 
can play through online modes or take a shot at an even 
more difficult campaign, but more than likely you'll follow 
the Bond-film route and call it quits.” 


- 6 out of 10 - Games Radar (Nov 2010) 
[All Systems Review] 


“It's tough to recommend Blood Stone 007 to anyone but the 
most loyal of Bond fans, and even they should consider 
passing on this at best very average 007 title.” 


- 6 out of 10 - Total PlayStation (Nov 2010) 
[PS3 Review] 


“Bond's newest adventure has a few thrilling moments, but 
the mix of cover-based shooting and car chases doesn't hold 
up for the duration of its story..” 


- 3 out of 5 - Giant Bomb (Nov 2010) 
[PS3 Review] 


“The shelves are full of identical or superior third-person 
shooters, and while Daniel Craig's taciturn voice work and 
Richard Jacques' sweeping orchestrations make the rote 
pop-and-headshot mechanisms seem a little more exciting 
than they really are, it's not enough to make Blood Stone 
more than a forgettable weekend diversion.” 


- 5 out of 10 - Eurogamer.net (UK) (Nov 2010) 
[Xbox 360 Review] 
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™§ The DS version of BloodStone actually surpasses 
| the bigger console versions in gameplay and fun. 
\e Sure, it may not have the same visual splendour, 
wae but it’s amazing what they managed to achieve 
on such a system. 


This lets you do much more with stealth and 
satisfying shoot outs, combined with impressive 
vehicle sections. But where it really shines is that 
it has shorter, more contained and interesting 
< levels. So consequently, it does a much better job 
es ' ee keeping you entertained. 
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Bond is well depicted in the game, considering the limited 
hardware its all running on. 


and quite a lot of fun to play. 
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The vehicle sections look and play fantastically, really 
breaking up the in-game action. 


007: BLOOD STONE ebedes 


The DS car racing sections, may not have the visual 
splendour of the big consoles, but it has a charm. 


The game levels are far more contained and so 
engaging than some of the bigger console levels. 


Bond POmer OY 


ae 
bok 


shared Cards 
Peer 


You even get to play cards in the Casino, which is 
a really nice touch. 


Another nice touch is the Wi-Fi play on the DS allowing you and 
three other Bond fans, to duke it out in the multiplayer maps. 
This is great fun and more accessible to play. 


Overall, this is a polished, well-honed version of the game, that 
has more variety in the missions and smaller, self-contained 
levels. It is definitely worth your time, for Bond fans, looking for 
a nice portable diversion. 
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This night time boat level is a real treat. The river view flats in the 
background reflecting in the water is really nicely done. 


Bond even gets to fire a bazooka at a helicopter in part of the game. 
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WOT THEY SAID... 


“James Bond 007: Blood Stone has its flaws, some 
of which would be damning if this was a S60 Xbox 
360 or PlayStation 3 game, but it’s a good way to 
get a fix if you’re a shooter fan on the go. Future 
installments could really stand to introduce some 
tougher enemies and make the stealth mechanics 
more useful, but this is a good Bond experience 
considering the limitations of the system it’s on. 
I’m still not convinced that traditionally console 
focused genres need to be made on handhelds, 
but if you’re looking for an approximation of that 
experience, Blood Stone is as good an option as 
any I’ve played.” 


- 7 out of 10 - IGN [Nov2010] 


“The game has some presentation problems, but 
they are not game breaking. The graphics are not 
good, the animations are stilted, the audio is 
deplorable, but the actual playing the game part, 
the important part, is pretty fun. Running and 
shooting is intense, sneaking your way through the 
guarded hallways is rewarding, and when that stuff 
gets boring, you will find yourself behind the wheel 
of a car, or playing some Texas Hold ‘Em. The game 
stays pretty diverse throughout, and it goes a long 
way towards keeping it enjoyable. It’s a flawed 
game, but a fun flawed game.” 


- 7.3 out of 10 - Game Chronicles 
[Nov 2010] 


“With so much effort going into presentation, it 
seems like more could have been spent on 
tweaking the game mechanics. Since there wasn’t 
a tie-in movie, there shouldn’t have been a big rush 
to deadline. Blood Stone definitely feels like a 
James Bond game, but it needs a bit more polish to 
feel like a good James Bond game.” 


- C (c Minus) - Nintendojo 
[Dec 2010] 
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“An accomplished DS game with a great story, if 
you can deal with the shaky driving sections.” 


- 77% - Official Nintendo Magazine UK 
[Xmas 2010] 


“It may not have the nostalgic name of the other 
new Bond game, but Blood Stone manages to 
outshine its sibling on DS through strong 
storytelling and stronger combat. Apart from the 
odd cover aim and vehicle quirk, n-Space delivers a 
surprisingly fun and well put together game that 
won't disappoint fans of Bond and shooters alike.” 


- 8 out of 10 - Nintendo Life 
[Nov 2010) 


“The multiplayer might not be the best, but the 
game is a fun third-person shooter throughout. If 
you enjoy portable shooters, 

Blood Stone is worth playing.” 


- 8 out of 10 - NintendoWorldReport 
[Dec 2010] 
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1978 also included the Stromberg helicopter. This year really was a 


age . * corgi Space Shuttle 
prolific toy line for Corgi toys and James Bond. 


The following year in 1979, Corgi joined Roger Moore in Space with the 
Moonraker Space Shuttle and satellite. 
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| hate this game. | don’t mean objectively, as 
mechanically and gameplay wise, | concede its 
pretty good. What | mean is | hate what this game 
does and stands for. 


When a GoldenEye 007 re-imagining was first 
announced, | as many was fuelled with excitement. 
The idea of our favourite James Bond game 
recreated in a new engine, by the best developer 
since GoldenEye for 007 games, to work on it. It all 
seemed too good to be true. At the very least, | 
thought, they would surely include the original N64 
GoldenEye game in there as a hidden title (spoilers 
they didn’t). But |, like many, simply bought this 
game on the nostalgic name recognition alone. 


So, what do we have here? Well, this is a “What if?” 
GoldenEye had been made as a film and game in 
2010. Essentially, taking Daniel Craig and making it 
gritty, sombre and realistic. So gone are the 
colourful characters and brighter colour palettes 
and we are replaced with a sodden, bleak 
landscapes. With dirty grime ridden walls and 
brutal take-downs. 


It massively departs from the N64 in every way, with 
only subtle small call-backs to the original, to 
remind the players that you are playing a Bond 
game. Gameplay wise it is really sound and plays 
very solidly, but that simply isn’t enough. If | 
wanted that, | would have played the other millions 
of cookie cut, first person shooters around. | 
bought this game not because of realism, but 
because | wanted a Bond adventure. 


The game is certainly atmospheric, but just depressing 
and washed out to look at. 


GOLDENEYE 007 


This is the fundamental problem; Activision and the corporate 
suits don’t understand what Bond is clearly. It is not a film-noir, 
in rain drenched, depressing locales. It’s supposed to be a rip- 
roaring roller-coaster adventure through beautiful, exciting 
vistas. Filled with colourful and memorable Bond Villains and 
Bond Girls on a full-on balls-to-the-wall escapism, explosive 
escapade. This instead whilst realistic, could be any generic 
shooter frankly. 


The game starts hopefully, as the opening panning scene, looks 
f like a faithful N64 recreation with nice graphics, and has you and 
a non Sean Bean 006, do some brutal take-down of the 
| guards...then it starts to deviate massively from the game in that 
point with an on-rail truck section and grey gunge grimed 
buildings. It’s all so bleak and depressing. The game does have 
some nice moments, the club level is really well done and a 
welcome variation of the previous levels and some of the Russian 
soldiers’ banter is a nice touch. But the recasting of characters, 
| mundaning everything down to average banality is unforgivable. 
| That’s it really, a slightly average shooter, with pretty good 
multiplayer and misguided art-style, tricking gamers to buy the 
game on the nostalgic name recognition alone. 
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yell done and quite 
st level though. 


GOLDENEYE 007 


Visually the game is very good on the Wii. Its just 
such a pity they choose to recreate bleakness in so 
much of the game. 


The jungle level at least adds some much needed brightness to the game. 
Consequently, this is one of the better levels in the game. 


The archaic Russian computers and server rooms 
is nicely recreated. 


The gameplay does allow for much more stealth action. This makes this 
element well implemented and fun to play. Weapons are nicely 
depicted as well. 


Ul 23 


Will 39 


The destruction effects such as breaking glass is 
nicely done. But looking at this picture, is there 
anything here in this washed out drab building, 
that makes you think Bond game? 


Its a shame they didn’t put in some more vehicle sections in the game, 
To add some variety. But at least the driving a tank through 
St .Petersburg is retained. The still manage to make one of the worlds 
most colourful and beautiful cities, look drab, dull, grey and 
unappealing though. 


GOLDENEYE 007 


Yay! a building site. Because that what we all yearn 
for in a Bond game? 


Checkpoint. 


Gone are the fun gadgets of the original, but you can use a phone to | 
take some pictures (yaw I miss Q branch and the Bond gadgets 
i and the game making decisions here. 


G' OLDENE i) 


0077 


‘oller and a code to immediately unlock James Bond for re 4 ( to 007 for fun, 
i So gamers could adventure, escapism and excitement. 
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WOT THEY SAID... 


“| can understand there’s a bit of resistance to the 
idea that GoldenEye 007 on Wii is anything but a 
cash-in for Activision, but believe it when I say that 
this game is one of the best Wii games of the year. 
Things might have changed in the last 15 years, but 
at the very least Activision and Eurocom have done 
wonders to capture the essence that the original 
Nintendo 64 game grabbed a decade and a half 
ago. | don’t think the WIi game will change the FPS 
genre in the same way the Rare design did, but asa 
standalone, original experience, it’s hard to deny 
this game’s greatness.” 


- 9 out of 10- IGN 
[Nov 2010) 


“This fusion of the cinematic presentation, the solid 
controls, and the off- and online multi- player 
makes for a fantastic overall package. Granted, 
this probably won't supplant the original in most 
people's minds, but Activision's GoldenEye is 
awesome in its own right.” 


- 8.5 out of 10 - Nintendo Power [Dec 2010] 


“Despite a few problems in the multiplayer 
department, GoldenEye 007 is a great game that 
does justice to its prestigious name. Instead of living 
in the past, Bond's latest adventure embraces the 
present. The explosive single-player campaign is an 
incredible ride all the way through, and it's well 
worth replaying a few times just to see what sort of 
cool secrets the harder difficulties hide. The online 
multiplayer may be James Bond in name only, but 
that won't matter when you're gunning down 
enemies and racking up experience points. Sharp 
controls, clever level design, and a wealth of 
gameplay options are the backbone of this 
exhilarating shooter, and it absolutely nails its core 
tenets. GoldenEye 007 has no need to rely on 
nostalgia when it so expertly creates such thrilling 
new memories.” 


- 8.5 out of 10 - GameSpot 
[Nov 2010) 
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“Look, I'll outright admit that when Activision 
announced a remake of GoldenEye, | was cynical. 
Historically speaking, it's an important game, 
particularly in terms of consoles, and it's difficult 
to imagine anyone making such an iconic game 
“better". The truth is, GoldenEye for Wii isn't as 
good as the original we all played until our 
thumbs hurt. That's not to say this new 
GoldenEye is a poor game; in fact, it's actually 
quite enjoyable. The point is, no remake (whether 
that be a re-imagining or one of those currently 
popular HD re-releases) of GoldenEye can ever 
truly replace that original game. It's a different 
time, and gaming has come a 

Hell of a long way since 1997.” 


- B+ (8 Plus) - 1UP [Nov 2010) 


“The multiplayer might not be the best, but the 
game is a fun third-person shooter throughout. If 
you enjoy portable shooters, 

Blood Stone is worth playing.” 


- 8 out of 10 - NintendoWorldReport 
[Nov 2010] 


“Is it as good as the original? Of course not - 
that was a near impossible task. But if you're 
looking for a decent, polished single-player 
shooter with genuinely fun and customisable 
multiplayer mode, this is best in class... 

for a Wii game.” 


- 8 out of 10 - C&VG 
[Nov 2010] 


“When the hype settles, the new GoldenEye will 
probably not be as epoch-defining as the 
original. However, its pick-up-and-party 
multiplayer, and audacious and satisfying 
single-player mean that Goldeneye 007 on the 
Wii may wear the name with pride.” 


- 4 out of 5 - The Guardian Newspaer 
[Nov 2010] 


Roger Moore had to drive some definitely non-Bond 
like cars in his time. But Corgi faithfully still made 
toys of them, such as the Citroén 2CV car. 


The 1983 “Octopussy” horse box gift set was so cool 
(1 owned this and loved it). You could fold up and 
hide the plane in the horsebox just like the movie. 
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Much of the game is dark and dingy, which is 
a shame, as the game is best when colourful. 


Made by the same developer who did the DS port 
of “BloodStone” and clearly in the same engine. 
This is another mechanically solid port of the 
game. Of course, it still suffers like its big brother 
console versions with bleak graphics. But here 
they at least mix up the gameplay with more 
mission objectives. 


Level wise, the locations are more reminiscent of 
the N64 game it is based, and the tank level | 
quite enjoyed. But despite its impressiveness 
technically. | dislike this game for all the same 
reasons cited in the big console version. In 
summary, it just isn’t a Bond game and it’s 
certainly very little to do with the film or N64 
original game of which name it steals. 


Still multiplayer is nicely done, with the DS being 
far more accessible to hook up multiplayer and 
can play up to 6 players against each other. 


So, in summary, if you like your first-person 
shooters, and less so interested in it feeling Bond 
like, merely wanting a competent and solid FPS 
entry on the Nintendo DS. Then you could do far 
worse than this. However, for people like me, 
who play a Bond game, to feel like you are Bond, 
and live out some escapist adventure, then this 
game will leave you cold. 


Another dark level. Still it does make the stealth bit 
quite fun here. 


GOLDENEYE 007 ce 


are well represented (see above) 
these random people lol (right > ) 


now level is well depicted and a nice throw 
to the N64 original game. 
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WOT THEY SAID... 


“When GoldenEye 007 works it feels like one of the 
best shooters on DS, but the combat blemishes are 
frequent enough to become quite maddening. Still, 
players able to look past occasional hokey weapon 
damage and pinpoint enemy accuracy will find a lot 
to like here, especially if they happen to be a fan of 
lan Fleming's most famous creation or are just 
looking for a handheld shooter 

not named Call of Duty.” 


- 7 out of 10 - Nintendo Life 
[Nov 2010] 


“Goldeneye on the DS does deserve the Goldeneye 
name, but I can’t help but feel like there was a 
huge missed opportunity here. The DS is in about 
the same graphics processing department as the 
Nintendo 64, so why not offer a one-to-one port of 
the original? That’s all we wanted. And as a DS 
game, we could very easily forgive the graphical 
shortcomings and dated feel. 


This version of Goldeneye falls under the umbrella 
of re-imagining, for better or worse. Goldeneye for 
the DS as a first person shooter James Bond title is 
a great game, but as a representative of the classic 
Nintendo 64 game, it falls a bit short. It looks like 
the original, and every now and then it feels like 
the original, but all of us would have rather just 
played the original, or at least an update of it. 


- 8.1 out of 10 - Gaming Chronicles 
[Dec 2010] 


“GoldenEye 007 on the Nintendo DS is a better 
multiplayer game than it is a single-player 
experience. But ultimately it’s not a good 
replacement for the Wii game, nor can it stand up 
to the classic Nintendo 64 original. It's definitely 
the weakest entry in N-Space's DS first-person 
shooters -- Call of Duty: Black Ops, released in the 
same window, looks to be the better FPS option.” 


- 5.5 out of 10- IGN 
[Nov 2010) 
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“There is an online component, but it is largely a bust. 
Getting online is a chore, with long waits and frequent 
disconnects, and once on, the competition is sparse — not 
once did we play ina full room. Even with limited 
numbers of opponents, a few hackers managed to rear 
their ugly heads, showing up with outrageous weapons or 
impossible win-loss records, despite having never shown 
up in the arena. There is a way to play with friends only... 
assuming the player knows others who own the game. 


GoldenEye is one of the more storied franchises in 
Nintendo system history, and Eurocom did a stellar job of 
revitalizing the franchise on Wii. Sadly, n-Space (an 
eminently competent developer in its own right) was 
unable to achieve the same feat on DS. The game, while 
technically sound in some ways, is also quite under- 
performing where it counts, especially with respect to the 
weapons, the targeting, and the online play. Those 
looking to relive the glory days should stick to the Wii 
version.” 


- D (Poor) - Nintendojo [Dec 2010) 


“Amounts to nothing more than walking along a 
featureless corridor while somebody tells you an 
abridged version of the GoldeneEye plot. ” 


- 40% - NGamer 
[Xmas 2010) 


“Rather than letting this franchise rest, developers and 
publishers want to tread on the grave of a game we'd 
mostly like to rest in peace. ” 


- 50% - Game Revolution 
[Dec 2010) 
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ASTON MARTIN 
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ALL WINNERS 
GIFT SETS 
GIFT SET No. 45 
Comprises the following 5 models 
1. James Bond Aston Martin 
2. Chevrolet Sting Ray 
3. Marcos Volvo 1800 GT 
4. Ford Mustang Competition 
5. Ferrari Berlinetta 250 Le Mans 
GIFT SET No, 46 
Comprises the following 5 models 
1. E-Type Jaguar 
2. Chevrolet Sting Ray 
3. Marcos Volvo 1800 GT 
4. Ford Mustang Competition Model 
5. Ferrari Berlinetta 250 Le Mans 
£ach set includes 16 bollards, and self 
adhesive racing numbers 


SPORTS AND 
RACING CARS 


The 1966 “All Winners” gift set, 
had only one James Bond car. 
But in the mind of children, |! 
am sure they all were Bond 
cars, as they took on the evil 
might of SPECTRE. 
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Sniper targeting in the game looks really good 
and a lot of fun. 
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A year later and the non Nintendo gaming world 


salso got to enjoy the Activision and Eurocom 


game, this time with the tag line Reloaded. In 
fairness quite a bit has been changed here, with a 
visual overhaul of all the graphics. Also, the 
multiplayer here has massively been expanded 
and improved, with many extra modes added in. 
Including a single player MI6 Ops mode, with lots 
of multiplayer tweaking available. 


Another nice touch is the four-screen split 
multiplayer, so that gamers can couch co-op play 
it in the same room, as they did on the N64 in the 
days of yore. When you combine that with all the 
better online experience of the PS3 and Xbox 360, 
then this historically made it a lot more fun. Of 
course, today you would struggle to find anyone 
online to play it with you. 


The PS3 even gave some console exclusives, with 
Hugo Drax as a playable multiplayer character 
added and the Moonraker gun included as an 
additional weapon. 


But like the Wii version, all my views remain the 
same. | just do not get who this is for? For lovers 
of GoldenEye on the N64, they will be just peed 
off, that it deviates so much from the original 
game. For non Bond fans, well there are far 
better first person shooters out there, to spend 
your time with instead. But | concede, | am 


clearly in the minority in my views, with this game 
reviewing and selling well. 


Wow, look at the high fidelity, the grey and blandness 
shows in HD resolution now. 


GOLDENEYE 0071 RELOADED 


But for me personally this game remains an affront 
and insult to me, with them using a beloved game 
and not honouring what that game or film stood for 
or was about. Much like | detest Hollywood reboots, 
like 2002 Roller Ball or the 1998 Psycho recreation, 
this shares the same problem. The publishers and 
probably forced developers, didn’t understand what 
Bond means and is, and so ends up for Bond lovers, 
with a bland forgettable mess, that has no right 
existing and simply sullies and weakens the original 
game and film it is based. 


So, | think it’s fair to say | don’t like this game, but as 
mentioned in the Wii review, it’s not because it’s a 
The game does recreate bits of the film, but its bad game. For modern gamers, it’s probably OK, it’s 
just feels jarring with the different realistic tone. just all a rather bland and a forgettable endeavour, 
that has little to do with the Bond Universe it 


purports to be honouring. Still if you think this is bad 
and an affront to the world of Bond, then you wait, 
for the next Activision and Eurocom Bond game they 
did together. 


The club still remains a game highlight as one 
of the better levels in the game. 


The tank section looks amazing in this remaster. Its also 
one of the more fun levels in the game. 


It is a nice remaster over the Wii game, making this 
the definitive version to play. 
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The graphics are really nice, its just so much of th 
imagery is used to depict dull, grey environments. 


The club level is really interestingly designed and so 
consequently a lot more enjoyable and memorable to play. 


GOLDENEYE 007; RELOADED 


WOT THEY SAID... 


PLVITA 


tion 


The Official Magazine 


review 


GoldenEye O07 Reloaded 


License to reminisce 


n 2010, Activision finally answered 

gamers prayers with GoldenEye. 

Reloaded, remaking Rare’s clé 
first-person shooter for Nintendo's 
Wii. And make no mistake, this was a 
full-blown remake. The visuals were 


remade from the ground up, and the 
entire story was rewritten to match 
the current generation's standards, 
with actual voice acting, a more 
interesting plot, and fast-paced 
gameplay. Now, they've bumped 
everything to high-definition and 
adapted the game for PS3 
Eurocom managed to make a game 
that not only elicits fond memories of 
the original but does so without 
sacrificing quality. The story—which 
swaps out the suave Pierce Brosnan 
for the rough Daniel Craig—is fairly 


Format PS3 

Pub Activision 
Dev Eurocom Enter 
tainment Software 
Price $53.9! 
ESRB Teen 

It's likea remake 
of a favorite Bond 
movie. 
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© Does this scene look familiar? No? Well, don’t worry. The story may have been 
rewritten, but everything still makes sense in context. 


© The infamous Russian tank mission returns, 
but this time, the explosions look a whole lot 
more...explosive. 


vall of 
Duty experience, it’s a solid alternative 
to Modern Warfare. In many ways it 
feels like a PC mod for Call of Duty with 
Bond weapons 


while it’s stilla far cry from the 


and locations, and 
that’s not at all a bad thing 

Well, when it works, at least. It's 
nearly imp 


ssible to get a game going 
in any of the modes besides traditional 
Team Deathmatch as the matchmak- 
ng functions sporadically and the 
game's community is anything but 
flourishing. It's a shame, too—the 
additional modes can be an absolute 
blast. Luckily, four-player splitscr 
is included as well and does a good jc 
of reminding us of the fun we had with 
the original game all those years ago 
with Relo 


nbered 


jozen hours 


aiNnment, and once it’s 


The biggest iss 


ere are additional objec- 

1 another single-player 
led MI6 Ops. MI6 Ops mode is 
ly Reloaded’s version of Call 
Spec Ops mode, featuring 
story-less, scored challenges 
the bigg update from the Wii 
version, besides the enhanced 


isn'tin the gam 
release date. Because the game hit 
of the year it 
y it deserves, 


f, but in the 


during the busiest ti 


hasn't gair 
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leaving the rservers 


ultiplaye 


entially cutting the 


barren anc 


value in 


standing) 


ampaign, a fun 
Ba nission-based mode, and 
PlayStation multiplayer that’s best 


The Official Magi ; 
experienced via 


graphics [which bare few of the scars 
typically associated with HD 
ports of SD games), comes 
with the expansion of the 


single-play 


multiplayer. Eurocom 
added new characters, 


litscreen. But that’s 
definitely enough to 


game modes, and maps to warrant a reload 


the multiplayer offerings, and 


GOLDENEYE 007i RELOADED 


“tn isolation, Reloaded is a serviceable Bond shooter 
— although there are better options out there. But 
when judged against its highly acclaimed ancestor, 
the kids are only just alright.” 


- 60% - PlayStation Official 
Magazine UK 
Han 2012] 


“Overall, | was actually pleasantly surprised by 
GoldenEye: Reloaded. There are enough nods to the 
source material to keep the game from being a 
complete derailment of the franchise, and while the 
multiplayer will never measure up to the original, it 
still has its English charms..” 


- 70% - GamePro 
[Nov 2011] 


“The main problem with GoldenEye 007: Reloaded 
is that it does not actually need to exist. Purists, 
those who have played the original Rare 
production, will dust off their Nintendo 64 and play 
the game on the original platform if they can or 
they will settle for their memories of the experience. 
Those who simply love the idea of James Bond 
games because of the novels or the movies will be 
disappointed by the story and the way a new actor 
is taking on an role and will probably fail to buy yet 
another game in this series after playing the new 
GoldenEye 007. Those who are looking for a modern 
take on the same concept will be well served by 
playing the Nintendo Wii version. Multiplayer 
obsessives will gravitate towards something like 
Gears of War 3 or Modern Warfare 3.” 


- 6 out of 10 - Softpedia 
[Nov 2011] 


“GoldenEye 007: Reloaded is mostly unchanged 
from last year's Wii version, but it's still a fast and 
exciting shooter that doesn't rely on ancient 
memories to be great.” 


- 80% - GameSpot 

[Nov 2011] 

“Eurocom's recycled but robust offering might have 
been worth it if Battlefield 3 and Modern Warfare 3 
weren't stealing the limelight this Christmas. 
Golden Eye Reloaded is fun, but fails 

to square up to the FPS big boys.” 


- 60% - Official Xbox Magazine UK 
[Dec 2011] 


“Addictive multiplayer will keep you coming back 
for more, especially with all the different ways to 
play. Single player has its moments, but some rough 
edges (invisible walls and less-than-stellar Al) make 
the whole package suffer. The new MI6 mode 
especially failed to capture my interest, though it 
might be worth toying around with. But considering 
multiplayer is inarguably the main course, 
GoldenEye 007: Reloaded won’t disappoint. While it 
lacks the charm of the original and the polish of 
other modern shooters, overall you'll find a great 
experience that was just a few tweaks 

away from being amazing.” 


- 8.5 out of 10-IGN 
[Nov 2011] 


“| suspect this will be one of the first titles to take a 
price drop, so if this time of the year is really 
punishing your wallet, you might want to wait, but 
for those who never got to play GoldenEye on the 
N64 or even last year on the Wii, you can now 
finally experience a bit of gaming history, freshly 
wrapped in a next-gen package that is so 
challenging, so fun, and so addicting, you might 
have trouble deciding what to play when all those 
holiday titles start stacking up.” 


- 9.4 out of 10 - Game Chronicles 
[Nov 2011] 


“All the corridors of a Call of Duty, but none of the 
spectacular set pieces or solid gunplay.” 


- 63% - Play UK 
fan 2012] 


“GoldenEye 007 Reloaded is a competent shooter 
that delivers exactly what it promises. 
Unfortunately, it can't compete with most modern 
Xbox 360 first-person shooters. The graphics are flat 
and the game is simply too expensive for what it 
delivers. There's a good game to be found in this re- 
remake, but that doesn't mean you should buy this 
over Modern Warfare 3.” 


- B- (B minus) - Defunct Games 
[Nov 2011] 


485 


PlayStation 3 


&eyss3 


*#PlayStation.Network 


ACTIVisi 


GOLDFINGER, 
‘é ee 


wwe. ys 
i @) 


QIE ANOTHER DQAY 


LIVE THE LE l5E IVIL 


={®. A€TIVISION. 
d cits 


84466206US 


0 °"47875°84466" 7 


The laser watch makes a welcome return in the 
Goldfinger level. Its one of the better moments. 


2012 | ACTIVISION / EUROCOM DEVELOPMENTS 


Oh boy! Where do | start? Well on paper this 
seemed a nice idea. To tie in with the 50th 
anniversary of the Bond films, Activision decided 
to release a game “Honouring” the Bond Universe, 
by covering a section of the game, for each Bond 
era. So we have Sean Connery’s with 
“Goldfinger”. George Lazenby’s with “On Her 
Majesty’s Secret Service”. Roger Moore’s with 
“Moonraker”, Timothy Dalton’s with “Licence To 
Kill’ and Pierce Brosnan’s with “Die Another Day” 
and then if you got the DLC (which is on the disc for 
the Wii-U version) then you also got Daniel Craig’s 
“Skyfall”. 


So far, so good. It starts going a little wobbly, when 
you start to hear the design decisions of the game. 
So, instead of having each Bond reprising their role 
for each section, or even having a more 
representative Bond to reprise their role (Roger 
Moore would have been great), they decided to 
have all the sections with the current Bond Daniel 
Craig. So now they now have a problem. You see 
Daniel Craig, is modern and all serious. So now we 
must modernise everything and fit a serious, 
realistic Bond in some of the crazier Bond film 
stories around. 


Now even with these limitations, they could have 
made some design alternatives to save it... A Life 
on Mars idea of Bond living other stories back in 
time whilst in a coma spring to mind. But no, 
Activision continues to drive themselves in this 
game design cul-de-sac and then belligerently 
camps there for the entire duration. 


a far too frantic a level and really should have come later. 


007" LEGENDS 


The game starts with Eve being told by M to shoot 
either man on the roof of the moving train as Bond is 
duking it out. She takes her shot, and Bond falls off the 
train, to the watery abyss below. Then as he is 
drowning, he sees a ghostly face, and suddenly finds 
himself in a room with a gold painted lady...and a 
phone call on a modern mobile by M to tell him to find 
Goldfinger. All this with no context, and one of the 
dullest pre-theme tunes opening in any Bond. 


Oddjob is a boss fight, he is wonderfully drawn 
here, but is let down by dull battle mechanics. 


So, after a nice modernised take on the Goldfinger 
+ theme tune, its off for some bland modernised 
pastiche recreations of your favourite Bond movies, 
while Activision pees all over your memories, and 
takes a good dump on them for good measure. 


= Nothing makes sense to Bond lovers or gamers alike, 
_ the levels are terribly designed, the gun-play is dull 


On Her Majesty's Secret Service is done as well, 
Including a really clunky ski section. 


By far the best section in the last level with Moonraker. 
This is in space and feels far more polished and fun to play. 


Licence To Kill is also shown. It has some OK 
sections, such as on the truck. 


Die Another Day, also makes a show, with the ice 


: 3 Die Another Day, also has the Aston Martin on ice. But it 
palace nicely captured. But the level is dull to play. 


just isn’t very exciting to play. 


< At least gadgets make a 
welcome, if modernised return. 
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007) LEGENDS 


Skyfall DLC sadly can’t be bought now. Although 
the Wii-U version does include the DLC on the disc 


and so is the only legal way to play this today. 


I 


Goldfinger and the attack of Fort Knox. But lets 
be honest, with the modern setting, if | told you it 
was a Call of Duty game, you would probably believe me. 


— 


and any nostalgic memory is ruined, as Activision insist on 
shoehorning key moments of the movies, but modernised and 
changed, to insult Bond fans and bore gamers. Having a Daniel 
Craig Bond in these situations, is also incredibly jarring. 


It is impressive how the character models are so faithfully 
recreated and so many of the villains and henchman, including 
Goldfinger, Pussy Galore, Oddjob, Jaws, Hugo Drax, Sanchez, 
Elliot Carver all lending their likeness and sometimes their 
voices to the game. But given as many are all placed in modern 
settings and not used much beyond cut scenes in most 
instances or dull hand-to-hand, scripted battles. It’s all a bit of 
a waste. 


The biggest gripe for me though is the game structure and lack 
of variety. The game starts far too intense and confusing, with 
modern jets exploding and quick deaths in the opening setting, 


leaving novices, to give up there and then. 
. : 


The recreations of the character likenesses is really 
impressive. But a good game it does not make. 


Li 


The PC version, which all screenshots are from, really shows how 
pretty the game is at least. It also has more variety and less sombre 
bleakness than Eurocoms last outing. 


The game keeps creating bastardised versions of 
classic scenes. Of course we all were crying out for 
Inferior modernised cut scenes to trample over our 


Favourite movie memories. Yay! Thanks Activision. 
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All of the classic film set designs are trampled all over, in the games 
bizarre game decision to modernise everything. Do they not understand 
the concept of honouring a franchise as they promised to do? 


007) LEGENDS 


Yet other later sections, are far too easy and will leave you bored. 
Even worse, every mission seems the same. Break into villains 
office, use some gadget and break in a safe or something to get an 
object. The first time is cool... but by the end of the game, doing 
essentially the identical process and you are bored to tears. 


The best level in the game, which is actually well designed and 
dare | say it ...fun! Is the “Moonraker” section. It is so sad that this 
is placed right at the end of the game, as | suspect many who 
bought this title, probably never bothered to reach this part of the 
game. Also the “Skyfall” DLC is quite a bit of fun (if short) and it’s 
a shame that, outside of the Wii-U version (which the DLC was 
included on the disc), you can’t legally play this anymore. So we 
have a flawed and bad game, that sadly, not only shut the UK 
developer Eurocom down for good. But stopped any Bond game 
being released for over ten years. 


A sad ending to license Bond video games (for now at least...) 
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WOT THEY SAID... “Last year Eurocom delivered GoldenEye: Reloaded, 


an HD remake which was arguably the best James 
Bond game since well, the original GoldenEye 64. 
Unfortunately the developer hasn't been able to 
maintain that trajectory with 007 Legends; an 
abhorrent ‘tribute' to the history of the British super 
- 4 out of 10 - Game Informer SPY that doesn't just take liberties - it takes the piss. 
Magazine At a time when early reports suggest the celluloid 

[Oct 2012] Bond is reaching a new high with Skyfall, it's a 

shame that his video game counterpart has reached 
his digital downfall. If you're really dying for a Call 
of Duty-style shooter experience, then sit tight as 
Black Ops If has likely got more money than God 
behind it and it's only a month away.” 


“This look back at 007's history is one of the worst 
James Bond titles yet, as it's uninspired at best and 
nearly broken at worst.” 


“Maybe starting from square one with Bond as a 
character and building a new game around what 
makes him tick is asking too much. Maybe 
Activision isn't willing to make the investment a 
Casino Royale would require. But even a hint of - 4.5 out of 10 - IGN 
care, a few fleeting moments of inspiration ora [Oct 2012] 
base level of craftsmanship would be an 


imipravement-on this eyeical, dismatlinie namie.” “To say that 007 Legends is a disappointment is to 
l, ; 


be kind, especially after Eurocom's commendable 
- 4out of 10 - Polygon efforts with last year's GoldenEye 007: Reloaded. 

[Oct 2012] Legends could have been a memorable release that 

reminds us why we've loved lan Fleming's famous 

spy for more than 50 years, but somehow it 

“The idea of an anthology-like tribute to Bond films manages to earn its place as what may be the most 
of the past isn't a bad one, but 007 Legends wastes fackluster Bond game to date. Missed opportunities 
whatever potential for fun there might have been. cower in every corner, ranging from an irreverence 
Instead, all Bond fans are left with is a heavily toward the subject matter in the disjointed story to 
rewritten, Cliff's Notes version of some great (and _ the absence of familiar voices, and the gameplay 
not-so-great) films with a bunch of forgettable feels tike it started life as an amateur Bond-themed 
shooting and stealth sequences shoved into the mix. Call of Duty mod. The options offered by the 
Ultimately, nothing 007 Legends offers is worth the multiplayer and challenge modes might entice some 
effort of trudging through it.” of the most devoted Bond fans, but for the majority 

of players, this seemingly rushed world won't be 


- 2 out of 5 - Giant Bomb enough.” 


[Oct 2012] 


- 3.5 out of 10 - GameSpot 


“GoldenEye 007: Reloaded is mostly unchanged 
[Nov 2012] 


from last year's Wii version, but it's still a fast and 
exciting shooter that doesn't rely on ancient 


memories to be great.” “ogtensively awful as both a tribute to Bond and as 
a first person shooter, with every ounc8e of 
personality and imagination stripped from an 
already malformed skeleton.” 


- 80% - GameSpot 
[Nov 2011] 
“Legends, you're the worst” 


- 3 out of 10 - Metro Newspaper (UK 
- 16% - PC Gamer [Oct 2012] 


[Feb 2013] 
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“Bond's latest shooter is barely kept afloat 
throughout the five-hour-long campaign, but while 
it has a smattering of good ideas, they're buried 
beneath concepts so tired, you'll have a hard time 
caring. It's a game filled with occasional highs and 
frequent lows--and you'll be thrown between them 
so quickly and haphazardly that you'll be lucky to 
make it through 007 Legends without whiplash.” 


- 2.5 out of 5 - GameRadar+ 
[Oct 2012] 


“One of the weakest, most boring Bond games of ail 
time. The brand deserves much better. ” 


- 41% - Games Master (UK) 
[Xmas 2012] 


“For something that was supposed to celebrate 50 
years of the world's favorite super spy, it sure 
seemed more like a slap in the face. Poor visuals, 
bland game play, and a generic multiplayer seem to 
have become the gaming standard for 007 with 
Legends just being the latest example.” 


- 30% - Electronic Gaming Monthly 
[Xmas 2012] 


“Lacking a single inspired trait, 007 Legends is the 
kind of game released simply to bilk S60 out of 
uninformed gamers before a swift 

trip to the bargain bin. ” 


- 2 out of 10 - Hardcore Gamer 
[Xmas 2012] 

“A mediocre shooter tainted by 
the dullest of shootouts.” 


- 44% - Play UK 
[Nov 2012] 

“Not just another fumbled tie-in but 
a painfully wasted opportunity. ” 


- 40% - Playstation Official 
Magazine UK 
[Oct2012] 


“From this point it's clear that in terms of being a 
shooter, 007 Legends is dismal - but in terms of being 
an actual James Bond game, it's a genuine insult.” 


- 30% - EuroGamer 
[Oct 2012] 


“in the movie Skyfall, James Bond is accidentally 
shot off the top of a train as he pursues a bad guy 
and fails into a river below. All the stages in 007 
Legends are the spy's sort-of memories of previous 
missions as he plummets into the river, all based on 
previous films. Honestly, he'd be better off being 
totally knocked out. 007 Legends is awful.” 


- 30% - PlayStation Official 
Magazine Australia 
[Nov 2012] 


“It's a disjointed and senseless game that has about 
as much to do with James Bond as an ill fitting suit. 
To add insult to injury it shows no care towards the 
classic stories it is ripping off and even less care 
towards the character of Bond. It then takes this 
lack of care and combines it with lazy game 
making and rushed development.” 


- 30% - Destructoid 

[Oct 2012] 

“Needless to say, there isn't much reason to grab 
007 Legends in the first place, but if you're a Bond 
diehard hellbent on owning it, you'll want to pass 
on the Wii U version, and hop the fence to the 
slightly greener pastures of Microsoft and Sony.” 


- 4.2 out of 10-IGN 

flan 2013] 

[Wii-U Review] 

“A sporadic, fragmented mess of Bond history 
spliced with brainless shooting that feels like a 
rushed Call Of Duty copycat. Get 

Black Ops 2. Don't get this.” 


- 40% - Official Nintendo 
Magazine UK 
fan 2013] 
[Wii-U Review] 
“007 Legends' greatest failing is that it cherry picks 
moments from Bond's illustrious history but fails to 
capture their hearts, all the while lacking self- 
generated value as its own game. Die-hard Bond 
fans will feel underwhelmed - if not peeved - by the 
treatment of these films, and the lowest-common- 
denominator approach to gameplay 
is downright bland.” 

- 40% - Nintendo Life 

[Dec 2012] 

[Wii-U Review] 
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2017 | FAN MADE HACK OF GOLDENEYE [eF) 


So that would have been the entire James Bond 
video game story (and it is for the officially 
licensed 007 games). What a depressing ending 
this book would “007: Legends” have been. So, 
| am eternally grateful in more ways than one, 
that on 15th September 2017, a group of mega 
fans, released a hack of the game GoldenEye on 
the N64 console to play, provided you had the 
N64 expansion pack. 


This amazing fan made game, manages to 
re-utilise the core engine of Rare’s GoldenEye 
rom and redesign a completely new game, 
based on the film Goldfinger. The title is simply 
amazing, this is an entire new game, with totally 
new levels, music, missions and graphics. The 
love and care these people have put into this 
game of the is simply stunning. They even 
remodelled Bond to be Sean Connery and added 
a Aston Martin DB5 section to the game. Hell, 
you can even throw Oddjob’s hat as a weapon! 


To see this run on real hardware, via an 
Everdrive cart system, or a fan made cartridge, is 
simply stunning. Even if it does have incredibly 
long load times (expect up to a minute on some 
levels). Even better though, by using an N64 


emulator and especially 1964 emulator, you can 
upscale the graphics and play with a mouse or 
keyboard or tweak to more modern controls. It 
also massively reduces the load times. 


The game goes from dark, to bright interiors. Admittedly 
the Al is pretty stupid in this game. Still huge fun though. 


The game then takes you down Mexican streets. | love 
the brightly covered buildings making it a fun level. 


GOLDFINGER 64 


Produced and Directed by Subdrag, it’s a pure joy, 
being an obvious labour of love, jumping out with 
every level and design. Of course, it is a fan game 
and so expect some glitches here and there. Maybe 
the odd door leading nowhere. But that is to be 
expected on a free, fan made game, done purely for 
their love and aiding of the community. 


But objectively how is the game? Well, it genuinely 
is like the James Bond GoldenEye sequel we never 
got. Each level is massively varied, and really fun, 
with well thought out missions and gameplay. All set 


The a has a full 20 sb bal as GoldenEye). — tg |oads of uniquely written music that does various 
20 Mill Res Vad ENTE nined Tor Bees renditions of the famous Goldfinger theme and 


James Bond, tied specifically to the theme of the 
Bond: | have a slight inferiority complex. levels. 


There is a surprising amount of stories and other 
characters you can interact with in the game. 


The hotel level looks amazing. It is perhaps too sprawling, 
but the level of detail is astounding. 


Next you are taken to the hotel. | love all the details 
and touches done to each room. 


< Even the 
007 watch 
gets a 60’s 
makeover. 


These fans Then its off to Goldfingers club house, to do some shooting. 
thought of 


everything. 
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GOLDFINGER 64 


Goldfinger: Choose your next witticism 
carefully, Mr. Bond. 
It may be your last. 


It wouldn’t be Goldfinger, with out Bond tied toa 
table about to be cut by a giant laser. 


= = 
Bond: Pardon the intrusion. | have important 
business with Mr. Ling. 


| love how the game recreates cool scenes from 
the movies. 


You even get to|. 
drive the iconic car, 
Aston Martin DBS. 
| like how you can 
hop out of the car 
on the level to 
take in the vistas, 
or pick up the 
weapons of the 
goons you ran over. 
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Some levels, like the hotel are too sprawling, with the fan 
developers clearly getting over excited how big they could make 
the levels. To be fair even this is fun to explore, it’s just, without 
knowing where to go it was easy to get completely lost. But 
overall, from beginning to end of the game had me beaming ear 
to ear, playing through it. 


The biggest factor for the enjoyment with the game, is the 
sheer variety of level locations and missions. One minute you 
are taking down a shadowy Mexican cartel, setting bombs. The 
next you are taking down Fort Knox. The game is generous as 
well, with the same number of levels as the original GoldenEye 
(20 missions) and each have more objectives, depending on the 
level difficulty (so offering huge replayability). It also has 11 
multiplayer maps as well. 


| love how they have changed the Bond model from Pierce Brosnan to 
Sean Connery. Even giving him different suitable attire, for the different 
levels. The care and love these fans have taken with the game is awesome. 


i ee, “ 
Goldfinger, Oddjob and Pussy Galore all make an 
appearance and look pretty good considering the tech. 


GOLDFINGER 64 


Playing through the game, all | kept on thinking, is why haven’t 
official developers done this? They were so busy trying to reinvent 
the wheel and redesign the Bond game, they lost sight what it was 
about the original GoldenEye on the N64 that was so great. 


Galore: A lot more than you've got. 


| am so glad therefore, that this fan made game exists. And my 
advice to any official license holders is, this is what people want 
(maybe with slightly upscaled graphics (to the never released XBLA 
Xbox 360 would be great). It would be amazing to see more Bond 
adventures, recreated in such a way. Especially if they spruced up 
the controls and made some controllable vehicle sections. 


= 
Pussy Galore may have a chin like Jimmy Hill in the 
game, but she is written really well. 


Still for now | am a happy boy that this exists, and | thank all those 
people who gave their personal time and efforts to bring this game 
into existence. | can only imagine the difficulty it was in hacking 
the original game, to recreate this. Thank you. 


The tank makes a welcome return in the game, 
with lots of big explosions. 


a 


A nice shootout level on the plane, makes a lot 
of call backs to the train level on GoldenEye. 


< Bond of course, gets 
the girl and ends the 
game with a kiss, before 
the credits roll. 


What a fantastic fan 
made game this is. 
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Oddjob makes a welcome showing and a pretty nice 
little boss battle. 


JAMES BOND WILL RETURN 


James Bond will return... 


PROJECT 007 


"TEASER TRAILER 


PROJECT 007 


IOI WEB SITE 
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So, there we go. 40 years of James Bond video 
games. But after so many years, where does James 
Bond go next? In both its films and games? 


Well for video games, we at least know that Hitman 
creators |O-Interactive are busy working on a new 
James Bond game. It’s still early days (at time 
writing), with the teasiest teaser trailer imaginable 
and no gameplay. But what do we know about this 
upcoming title? 


Well, doing our own spy investigative work, looking 
at job adverts for IOI, then it looks like it’s going to be 
another third person perspective game. This makes 
sense, as this is the view that works so well in their 
existing Hitman series of games. We know from the 
co-owner of IOI, that it will be a unique story and 
Bond they have created for the game, and they will 
go back to the origin story of how James Bond got his 
double 0 agent status. 


lIOl co-owner, Abrak also noted in an Edge magazine 
interview, the following: 


“Every Bond kind of defines a generation and it's 
amazing how they keep reinventing themselves over 
sO many years. So, we're not only inspired by one 
movie, or games and whatnot. We're inspired by the 
whole thing, and just sucking things into us to make 
an original Bond, an original story, but that is 
absolutely true and recognisable in the values there 
is in Bond." 


So, all in all its exciting times, with their Hitman style 
gameplay, being a perfect vehicle for 007. | just hope 
the developers understand what differentiates Bond 
from other Spy outings. People keep saying, we 
must get back to the books. This is wrong in my 
humble opinion. As wonderful as those books are by 
lan Fleming, James Bond would have been a 
forgotten fondly remembered footnote in time. 


ELIM 
[5] Disquise yourself as the chief winemaker 


JAMES BOND WILL RETURN 
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No, it was the films, in all their over-the-top adventure 
and escapism. It’s the cars, the stunts, the girls, the 
globetrotting to exotic locales. It’s the quipping, 
slightly misogynistic, sex driven, chauvinistic Bond. 
Quipping, and in on the madness of it all, as colourful 
villains, try to take over the world in some crazy 
scheme or other. It needs the gadgets, not going too 
silly or futuristic, like invisible cars or robot spiders. 
But cool believable gadgets, like exploding chewing 
gum, or submarine cars. 


We want fun, we want cool, we want adventure. In 
short, we want escapism, and my word in the world of 
today, we need that more than ever. We all need a bit 
less serious and fun in our lives. 


One game | personally would love to see is a LEGO 
James Bond game. Actually, developers Travellers 
Tales did do a trial character design, for that very idea. 
But LEGO and them, ultimately decided, Bond was too 
adult to be suitable and sadly the idea was dropped. 
For me though, given that LEGO is more for adults 
these days, a loving homage to all the films, with the 
fantastic LEGO game humour and lovingly capturing 
a | | 
the memorable scenes, would make a great game 
series (One for Sean Connery era, Roger Moore and 
Pierce Brosnan at least). Still sadly it looks never to 
be. So, for now we must content ourselves with a 
small trial animation by them. 


It’s a weird time, with Amazon now co-owners of 
Bond, but with Eon films, who thankfully are the gate 
keepers, ensuring Amazon doesn’t do what Disney 
has done to Star Wars. Where less is more. Still 
wherever the Bond films and games take us, | am 
excited to be along for the ride. 


Here’s to another 70 years of James Bond. 


PHONEF®FY GAMES 


Phone-y Games 


Knowing how some people are, who will look at a massive book and the call out some obscure mobile game 
James Bond game, that no longer is accessible to play (you know who you are, and | love ya). So 1 made a 
conscious decision to exclude mobile games and educational games from the list. However | thought | would 
give at least a couple of pages and a brief mention of some James Bond mobile games | know exist. 


007 Hover Chase (2003) Vodafone [Java ME] 

Based on the rather naff Die Another Day film, Vodafone got the 
rights to create a game. The gameplay is overhead and has you 

Play Bond in a hovercraft as you must race through the track, going as 
far as you can, getting to each checkpoint within the time limit. The 
game keeps going until you run out of time and end up in jail. 


wl se FOS) ed meen 24128 007 Ice Chase (2002) Vodafone [EXEN] 
ie a _ Basic racing section on Die Another Day. Has you race around 
___. and try to destroy the other car with weapons, before the 
49 Aston Martin runs out of fuel. 
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007: Licence to Drive (2011) Glu Mobile [Java ME] 

This looks a fun overhead Bond racer, that looks to 
make many call backs to games like Spy Hunter. 
Able to control multiple vehicles such as car , speedboat, 
jet ski and helicopter across 14 levels. sadly Pocket Gamer 
Ae j gave it only 2 out of 10 siting poor controls. 


Hl) 


re x 
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Casino Royale (mobile game) (2006) Sony Pictures [Java ME] 
A nice looking platform game, with lots of variety and reasonable 
controls. Pocket Gamer gave the game 7 out of 10. 


James Bond Trivia (2006) Sony Pictures [Java ME] 
Its a functional quiz game, the kind of free to play 
game you expect on a game on mobile phones. 


JAMES 80ND TRIVIA 
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PHONEFY GAMES 


te — James Bond: Top Agent (Java 2008 iOS 2009) Sony [Java ME /iOS] 
Ong: A card based, turn based fighter, where you choose your attacks and 
ni ioe defence and then go up against the assailant. Pocket Gamer gave 
thy The game 6 out of 10. They noted the nice graphics and an original 
oe take on the Bond licence, but flagged ultimately it all relied on luck. 
Dmg8 X2 


0077_ 


24 James Bond: World of Espionage (2015) Glu Mobile [Android/iOS] 
A free to play (so expect stone walls to make you pay) game. Has 
Bond RPG lite with lots of pretty pictures and text (Your heart isn’t 
in this review? - Ed). Pocket Gamer gave it 3 out of 10 and said 

, "Hardly deserving of being called a game, World of Espionage is 
SHOW PRIZES a shameful use of a beloved licence" 


4 
COMPLETE 


tee Quantum of Solace (mobile game) (2008) Sony [Java ME] 
eee ANOther platformer onthe mobile. Pocket Gamer gave it 6 out of 10 
And said it was a lazy but functional report, but didn’t feel very 


Bond like. 


~ Be Continue 


SilverFin (2006) PlayerOne [Java ME] 

Based on the Young Bond book series. This looks to be fun, 
looking like those Spectrum isometric games of years past. 

' Pocket Gamer scored the game 4 out of 5 noting 

e “With a real sense of progression and lots of humour, 
Silverfin manages to capture everything you'd expect from 

a young James Bond. Dashing, daring, and just out of diapers, 
this is a game for anyone to get their teeth into. 


Top Trumps 007: The Best of Bond (mobile game) (2011) 
Sony Pictures [Java ME, iOS, Android] 
the presentation in the game is also quite cheap. The artwork on 
Wa the cards (and given it’s some famous characters here, that’s 
Appeared _ a pretty important element) is quite plain and small, and 

tyle 4 
sacs Wii animation is just a few frames per card. The music is a very 
ripe Brutality ae iad . ae 

GY twisted Ae A poor remix of the original James Bond theme. 

Threat 


https://www.digitallydownloaded.net/ gave the game 
3 out of 5 and said... 


“And yet, | keep coming back to this game. It’s easy to play for 
five minutes at a time, and | am the kind of guy who has seen 


Appeared . , 5 
Style every Bond movie multiple times. We’re probably some time 
Seduction . 
Brutality O07. away from a ‘real’ James Bond game appearing on 

© Twisted * ‘ 


eee Threat Seagate iOS platforms, given that Activision owns the video game 


SNGCCCCCNCCNCNNN GD Gran license, and Activision is... not throwing its weight behind 
the platform. So, in the meantime, this will do.” 
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"THE SPY WHO CLONED ME 


The Spy Who Cloned Me... 


| just wanted to list a few pages of other espionage games that | really like... 
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THE SPY WHO CLONED ME 
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THE SPY WHO CLONED ME 


OUT SOON IN 2023 
ON STEAM, 
| CAN’T WAIT. 


TOYS 'N STUFF 


The name’s Board...Game, Board... 


TOR, 


TRUMP. 


Of course, the best Bond toys are always the Corgi cars, and | have shown some of the best of these dotted in 
random pages of this book. But | wanted to give a couple of pages, of some of the many James Bond board 
games and toys that’s been released over the years. 
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TOYS '‘N STUFF 


m= CORGI 


‘ASSIC Ss 


CLASSICS 


CLASSICS 


GOLDENEYE 


= CORGI 


ASSICS 
OOF tHE DEFINITIVE BOND COLLECTION 


1995 and the huge popularity of the film 
GoldenEye, resulted in some wonderfully 
detailed recreations of the Aston Martin 
DB5 and Xenia Onatopp’s Ferrari F355 car. 


In 2000 The Corgi definitive collection was 
a great set to collect for. With some new 
Bond cars never recreated 

before. Each car was 1:36 scale 

and each box also containing a 

poster of the respective films. 


TOYS '‘'N STUFF 


4 82s EDITION - BY MOTORMAX - £29.95 
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SHOW ME THE MONEY 


Show me the money...The Video Games 


Using VGChartz.com, it’s possible to see the console sales at least of all the James Bond gamessince the N64 era. 
| have charted the units sold of the main console releases, and the results are quite startling, with none of the 
games getting even close to the Golden Eye N64 sales, A big surprise was that “From Russia With Love” sold 
so poorly, as did “Everything or Nothing” when compared to “Agent Under Fire” or “Night Fire”. The chart 
certainly does flag, that gamers prefer First Person to Third Person, when it comes to their Bond games. 
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Units 
sold 


Game Title Units Sold 


GoldenEye (1997) [N64] 
Tomorrow Never Dies (1999) [PS1] 
007 Racing (2000) [PS1] 

The World is Not Enough (2000) [PS1] 

The World is Not Enough (2000) [N64] _ 

Agent Under Fire (2001) [ PS2, Gamecube, Xbox] 
Nightfire (2002) [PS2, Game Cube, Xbox] 


Everything Or Nothing (2004) [Game Cube, PS2, Xbox] 
From Russia With Love (2005) [PS2, Xbox, Gamecube] 
Quantum Of Solace (2008) [PS2] 
Quantum Of Solace (2008) [Xbox 360, PS3, Wii] 
007: Blood Stone (2010) [Xbox 360, PS3] 
GoldenEye 007 / GoldenEye : Reloaded (2010/2011) [Xbox 360, PS3, Wi 
007 Legends (2012) [Xbox 360, PS3 & Wii-U 
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SHOW ME THE MONEY 


Show me the money...The Films 


Looking at James Bond films, by Box Office, it’s clear, that whilst | am personally not a Daniel Craig 
fan, in box office returns, he is clearly the best Bond in terms of revenue. Even surpassing the 
heady heights of Sean Connery’s Gold Finger and Thunderball. However you look at it though, 
Bond remains a relevant and important global franchise, even after 60 years in films. 
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Base Profit (Millions) 


Dr. No Sean Connery Terence Young 


From Russia with Love Sean Connery Terence Young 
Goldfinger Sean Connery Guy Hamilton 
Thunderball Sean Connery Terence Young 
You Only Live Twice Sean Connery Lewis Gilbert 

| Casino Royale (Non Eon) David Niven Ken Hughes 
On Her Majesty's Secret Service George Lazenby Peter R. Hunt 
Diamonds Are Forever Sean Connery Guy Hamilton 
Live and Let Die Roger Moore Guy Hamilton 
The Man with the Golden Gun Roger Moore Guy Hamilton 
The Spy Who Loved Me Roger Moore Lewis Gilbert 
Moonraker Roger Moore Lewis Gilbert 
For Your Eyes Only Roger Moore John Glen 
Octopussy Roger Moore John Glen 

| Never Say Never Again (Non Eon) | ‘Connery |__invin Kershner 
A View toa Kill 1985 Roger Moore John Glen 
The Living Daylights 1987 Timothy Dalton John Glen 
Licence to Kill 1989 Timothy Dalton John Glen 
GoldenEye 1995 Pierce Brosnan |__ Martin Campbell 
Tomorrow Never Dies 1997 Pierce Brosnan | Roger Spottiswoode 
The World Is Not Enough 1999 Pierce Brosnan Michael Apted 
Die Another Day 2002 Pierce Brosnan Lee Tamahori 
Casino Royale 2006 Daniel Craig Martin Campbell 
Quantum of Solace 2008 Daniel Craig Marc Forster 
Skyfall Daniel Craig Sam Mendes 
Spectre Daniel Craig Sam Mendes 
No Time to Die Daniel Craig Cary Joji Fukunaga 


THANKS AND ACKNOWLEDGEMENTS 


Thanks and Acknowledgements... 


All copyright is of course owned the respective people. | hope they see and understand this is a fan made, totally 
free book. Whose only purpose was to compile all about James Bond video games in one place, for people to 
enjoy and help educate and learn about an important gaming franchise, that has spanned across decades. 


| want to thank my fellow RGDS hosts and our listeners (especially Turnbl who helped track down some of the 
magazine reviews and was incredibly helpful and patient proof-reading this book.), along with the wider global 
retro community, for making such a cool place to hang out, and help in preserving our video game history. 


This book was a pooling of the retro communities’ efforts. Every magazine lovingly scanned, or captured, on 
many now defunct web sites. All helped in compiling this book and making it possible. There are too many sites 
and people to list here, but for now let me list some of the main sites, who were so instrumental in helping me 
research for this book. 


Sites: 


Moby Games (www.mobygames.com) - The definitive database of all things video games. 
Archive.org (https://archive.org) - Stores so many old videogame magazines and manuals. 

Sega Retro (https://segaretro.org) - Loads of magazine scans. 

Retro Mags (https://www.retromags.com) - Even more old videogame mag scans. 

Amiga Magazine Rack (http://amr.abime.net) - Old Amiga magazine scans. 

Amiga Hall Of Light (https://hol.abime.net) - Amiga Database of videogames. 

Spectrum Computing (https://spectrumcomputing.co.uk) - Spectrum database of videogames and roms. 
World of Spectrum (https://worldofspectrum.net) - Spectrum database of videogames and roms. 
Lemon 64 (https://www.lemon64.com) - C64 database of videogames. 

Lemon Amiga (https://www.lemonamiga.com) - Amiga videogame database. 

Wikipedia (https://www.wikipedia.org) - A great online encyclopaedia. 

Atari Age (https://atariage.com) - A database of all things Atari. 

CPC Rulez (https://cpcrulez.fr) - A database of the Amstrad CPC. 

BBC Micro (https://www.bbcmicro.co.uk) - A database of the BBC Micro and its games. 


Calvin Dyson (https://www.youtube.com/@calvindyson) - A mega James Bond fan. Lots of reviews. 


James Bond Dossier (https://www.thejamesbonddossier.com) - A great 007 site. 
MI6-HQ (https://www.mi6-hg.com) - A wonderful site for 007 news and information. 


James Bond Magazine (http://www.007magazine.co.uk) - A brilliant magazine for Bond fans. 
List of all other James Bond web sites (https://www.jamesbondlifestyle.com/links) 


Apologies for all the others | missed. But all of your efforts helped in the production of this book. 
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RGDS 


Don’t be a stranger... 


Well, that’s it. You have got to the end of the book. But if you liked what you have read and love retro video 
games, then consider joining us our RGDS Discord channel and subscribing to our RGDS podcast. Maybe if so 
inclined dropping us a podcast review. As mentioned we do all this for free, simply because we love video games 
and we love the Retro Gaming community, and want to help it to continue to thrive. Outside of Discord, my 


Twitter is the best way to get hold of me on https://twitter.com/DriskThe. 


| am happy for this book to be hosted or rehoused on any site on the internet. As long as its not changed without 
my permission. Or directly charging money for the book for profit. If you do print it out then please send a 
picture of it on Twitter, | would love to see it. 


So, look out for more Retro Gaming Discussion Show (RGDS) podcast, retro gaming content 
So, until next time...Keep it Retro. 


Mad Ian 
pears 


WITH HOSTS KINGY, 
GARRON & ORISKY 


resins 
Ava wh; 


S 


PART ONE: 
THE 8-BITERA_ 


——<—_—— AZ 


Yi THE AREAGE 


i” wt THE MARTYN BROWN 5 ta (Sasa SE a 
7 INTERVIEW... IT oR! WITH HOSTS KINGY & DRISKY 


